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Spearheading the assaults of the Space Marines, 
Dreadnoughts are feared by all foes of the 
Imperium. On the battlefield they are death 
incarnate, with powerful weapons blasting their 
foes and lethal close combat weaponry crackling 
with deadly energies. There are few opponents in 
the galaxy who can stand against such 
armored savagery. 

Standing three times the height of a man. Space Marine 
Dreadnoughts are amongst the oldest war machines fighting 
on the battlefields 01 the 41st Millennium. Some 
Dreadnoughts are even said to date back tens of thousands 
01 years to the Great Crusade, when the Emperor himself 
walked amongst his people. The art of their construction has 
long since been lost, the arcane knowledge required passing 
into ritualized mythology, and each Chapter's Dreadnoughts 
are treasured relics. They are a living embodiment of the 
Machine God, representing the ultimate fusion of the 
biological and the mechanical, as each one contains a living, 
sentient being. The pilots encased in the shell of a 
Dreadnought often have memories stretching back many 
thousands of years, and these ancient warriors are a 
tangible link to their Chapter's past and heritage. 

Centuries of War 

The biological component of a Dreadnought is no ordinary 
man, it Is one of the Old Ones, a mighty Space Marine hero 
who has suffered grievous wounds in battle and is deemed 
worthy to be placed within the armored sarcophagus of a 
Dreadnought. The interment of the Old One's shattered 
remains is a ritual of great significance, involving his fenow 
battle brothers, the Chapter's Techmarines and it's 
Apothecaries. It Is considered a great honor for a Space 
Marine to be placed within a Dreadnought, and these 
ancient warriors are much respected by their fellow battle 
brothers. The Old One Is suspended in amniotic fluids and 
surgically implanted within the armored sarcophagus where 
mechanical senses allow him to perceive the world around 
him. In this way he can continue fighting for the Emperor for 
many centuries to come, never leaving his metal body until 
Its destruction, 

In battle , Dreadnoughts are a terrifying foe to face, 
advancing with thunderous strides as incoming fire spatters 
trom their thick adamantium armor. Electro-motivated tiber
bundle muscles power their heavy limbs, allowing them to 
fire devastating weapons on the move and to fight with all 
the skill and ferocity they possessed as a Space Marine. As 
well as fearsome warriors, the accumulated wisdom of their 
centuries of battle Is a valuable resource, and their vast 
experience means that they have fought in almost every 
form of engagement Imaginable. Almost nothing can defeat 
a Space Marine Dreadnought in an assault, and its close 
combat weapons can tear apart even the most heavily 
armored vehicles. Dreadnoughts are exceptionally difficult to 
slay In batlle and, In most cases, ooly the complete 
destruction of the sarcophagus will kill the pilot. Destroyed 
Dreadnoughts are only ever abandoned in the direst of 
circumstances, and Space Marines will fight with righteous 
fury to retrieve a fallen Dreadnought so that they can lay its 
occupant to rest in the Chapter's sepulchers. The recovered 
shell will then be lovingly restored to full operation to await 
Its next occupant. 
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The Old Ones 

When not in action, Dreadnoughts slumber within sealed 
stasis vaults in the depths of their Chapter's fortress 
mooastery to extend their lives. The resting place of a 
Chapter's Dreadnoughts is a holy shrine. and the 
Techmarines tend to their ancient charges with great care, 
fastidiously applying the sacred oils and unguents while 
chanting the Utanies of Preservation. To honor these 
courageous warriors, the Techmarines allow them to sleep, 
and only awake the Dreadnoughts in times of great need. 
When called to fight. the Dreadnoughts are removed from 
their vaults and the Rune of Awakening is struck upon 
their hide. 

As the Dreadnought continues to fight through the centuries, 
the Old One's grip on the material wond inevitably begins to 
slip and he spends more and more lime dormant, his mind 
becoming ever more distant. One of the oldest recorded 
Dreadnoughts is Bjorn the Fell-Handed of the Space 
Wolves. Bjorn was a young warrior in the days of the 
Primarchs and was said to have fought alongside the 
Primarch Leman Russ himself. Since his interment in the 
armored shell of a Oreadnought, he has fought in some of 
the most famous batHes 01 the Imperium's blood-soaked 
history and even led his Chapter in defense of their home 
on Fenris. 

The Art of Death 

Dreadnoughts are called upon when the i!ghting is sure to be 
close and bloody. They afe best employed in situations 
where there is plenty of cover lor them to take advantage of, 
so that enemy weapons cannot draw a line 01 sight to them. 
They excel at fighting In buill-Up areas, underground tunnels 
and boarding actions where they can quickly close with the 
enemy and bring their devastating assault weapons to bear. 
The weapon points on a Dreadnought allow it to be armed 
with a variety of armament configurations depending on the 
tactical situation, and these weapons are broadly similar to 
those carried by Space Marine Terminators. Dreadnoughts 
were once used as test beds for new weapon patterns 
intended for suits of Terminator armor, In particular, early 
models of plasma cannons. However, Dreadnought 
weapons benefit from increased stability, better targeting 
systems and a greater ammunition capacity than those 
carried by Terminators. The sheer size of a Dreadnought 
also allows it to III liquid nitrogen cooling systems for its rapid 
firing weapons, resulting In less overheating and fewer Jams. 

As well as powertul heavy weapons, Dreadnoughts can also 
be frtted with lethal close combat weapons that incorporate 
magna-coil servos to increase the strength of the arms. 
These allow them to grip and rotate, tearing gaping holes In 
even the strongest materials, or punch through the thickest 
armor. The Fulioso Dreadnought of the Blood Angels is 8 
prime example of this, its strength easily capable of rending 
even a Land Raider to pieces. 

Death Unleashed 

Throughout history Dreadnoughts have been involved in the 
bloodiest battles inscribed In the annals of the Imperium . 
Their acts of heroism are the stuff of legend across all the 
realms of man and few sights are more inspiring, or more 
terrifying, than to see one of these great mechanical 
juggernauts rampagIng across the battlefield. Many 
Dreadnoughts become famous In their own right with tales 

, 

being told of their courage and sacrifice in the name of the 
Emperor all across the Imperium. 

Three such mighty warriors are Brother Damos of the Angels 
Porphyr, Brother Severus of the Ullramarines and the 
legendary Bjom the Fell-Handed of the Space Wolves. The 
smallest chapter of their history would fill a manuscript many 
pages long, their service to the Emperor stretching back over 
many thousands of years. Indeed, In the case of Bjom, It 
goes all the way back to the times of the Primarchs. Detailed 
here are three of their most famous actions In the defense of 
the Imperium. 

Ghattana Bav: The Battle for Gale IX 

During the Third War for Armageddon, the largest recorded 
Dreadnought versus Dreadnought confrontation occurred 
during the attack on the Ghattana Bay Water Processing 
Plant Water would be a key resource on Armageddon when 
the Fire Season arrived and Ghattana Bay was the source of 
every drop reaching Armageddon Prime. 

The Ork. attack on the plant had stalled badly. Options were 
now running out for the Ork. Warlord Judrog lrontoof and he 
committed every Dreadnought and Killer Kan In his force to 
a single attaCk. Aiming fOf a point In the Space Marine line 
weakened by an earlier Kommando attack, over a hundred 
Ork machines stomped forward In a densely 
packed phalanx. 

The defenders were battered by the Ork weaponry. their 
positions swept by the sheer weight of fire. Land Speeder 
squadrons were blasted Irom the skies by massed big 
shootas while bunker after bunker was silenced by salvos of 
Ork rokkits. Judrog's charge breached the defenses and 
burst onto one of the plant's access roads, leading between 
toweling purification tanks. The Ork machines rumbled on, 
their power claws ripping each successive gate apart as they 
pressed deeper into the plant. As they approached 
Gate 9. however, they were surprised to see the banier rise 
to reveal a line of eight Space Marine Dreadnoughts drawn 
up across the roadway. At their front was Brother Damos 01 
the Angels Porphyr. Criticany wounded during the ScourirlQ 
of Hume and entombed lor the last three thousand years, he 
had laced a hundred such situations before and prevailed. 
The Dreadnoughts standing with Damos were armed lor 
long-range combat wi th a mixture of lascannons, 
autocannons and missile launchers. Their first salvo was 
devastating, the front line of Ork Dreadnoughts melted under , 
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their barrage but were battered aside as the rest clanked 
forward. The Space Marine Dreadnoughts had better 
weapons, and each slep the Orks made towards the Space 
Marines cost them dearly. but eventually they were In range 
and could reply. The Ork Dreadnoughts could nol match the 
accuracy 01 the eight Space Marine Dreadnoughts facing 
them, though. Each was a veteran of centuries of war, each 
a paragon 01 their Chapter's Qualities, each a hero whether 
clad in flesh or metal. 

An advance of four hundred meters had cost the Or1<s 
seventeen Dreadnoughts. They 81lll came on, though, and 
howled In fury when they saw the Space Marine 
Dreadnoughts slep back to allow a heavy security gale 10 be 
lowered blocking the road. Speeding up, they hurled 
themselves against it, rending the thick steel with their 
hydraulically powered claws. determined not to lei their 
quarry escape. 

Flight was not the plan, however. On the other side of the 
ruptured gate, the Space Marine Dreadnoughts were ready. 
There were another nine Dreadnoughts led by Brother 
Weylands 01 the Omega Marines, all armed with power 
claws and a mixture 01 shorter ranged assault cannons, 
mulli·meltas and heavy boilers. Behind them stood Brother 
Damos' Dreadnoughts on a rampart of earth and sundered 
concrete so they could see over the front line. Both ranks 
opened fire together and for seven long minutes they stood 
thirty meters from the Orks, firing non-stop into the tightly 
packed mass of maChines. Then the front rank ceased fire, 
its weaponry white hot, and thundered into close combat. 
The Orks were tightly packed in the roadway, the sustained 
fire had given them no chance to press lorward and the KUler 
Kans at the back blocked their retreat. The Ork force was 
irretrievably entangled, some machines lifted off the ground 
by the press, unable to move, the front five ranks a smoking 
ruin. The Space Marine Dreadnoughts cut inlo them, Brother 
Weytands leading the way, climbing up over the destroyed 
Dreadnoughts until he was striding over the packed hults of 
stIli operable machines, alternatively crushing them with 
stamps and punches. Where a power weapon reared up at 
him a swift multi·melta shot silenced It. 

It had been a bold attack by Judrog's Dreadnoughts but, 
unsupported and caught at a complete disadvantage, they 
were helpless. It is testament to their ferocity and fighting 
spirit lhal not one Ork machine fled. 

The final reserve destroyed, Judrog had no choice but to 
withdraw. Rearmed Thunderhawks were beginning their 
attack runs and ammunition was becoming scarce, The 
defeat would cost Judrog dearly but there was no 
celebration in the Marine lines. Of the seventeen ancient 
Dreadnoughts committed to battle, seven had been utterly 
destroyed with the loss of over 9,000 years of banle 
experience and loyal service. The Battle at Gate IX remains 
their testament. 

Bjorn the Fell-Handed: 
The First Battle of The Fang 

Some of the most ancient Dreadnoughts in the lmperium are 
those of the Space Wolves Chapter. These venerable 
warriors have lought the enemies of the Emperor lor many 
centuries or, in some cases, even millennia, Perhaps the 
most renowned of these is Bjorn the Fell-Handed, a warrior 
so incredibly ancient that he walked beneath the same skies 

• 

as the Prlmarch leman Russ himself. He was the first Great 
Wolf of the Chapter following the disappearance of Russ and 
led the first Greal Hunt to find him. 

Bjorn's time as Great Wolf was to be short-lived, however. 
The Saga 01 the Fell-Handed tells of his mortal wounding in 
battle as he led the Space Wolves in the rescue of their kin 
from the Dreadsun Fortress. His attack was successful, but 
left Bjorn crippled and on the brink 04 death. Not even the 
formidable skills of the Wolf Priests could save him and 
Bjorn's last whispered words as a creature of flesh and blood 
were that he be placed within the armored sarcophagus 01 a 
Dreadnought. And for the next live hundred years, Bjorn 
continued to fight for his beloved Chapter, tearing apart the 
enemies of the Emperor with the lightning claw that had 
been his favored weapon while he still walked as a man. On 
Algol Nine he destroyed the daemon Thran'saba and in 
Quaran's deserts he slew the Ork Warlord Makrima. The 
rogue psyker Vomatan died by Bjorn's hand and, thus, the 
bloody rebellion on Thranx was averted, 

But even ftesh and steel cannot live forever. The long years 
of war began to take their toll and Bjorn took to spending 
longer periods In dormant slumber In the vaulted stasis 
chambers below the Halls of the Great Wolf. In honor of such 
a loyal and courageous warrior. the Chapter's Iron Priests 
allow him his rest and lovingly maintain his adamantium 
shell. Once every thousand years, Bjorn awakes and speaks 
to the Rune Priests, regaling them with sagas long 10r9Otten, 
testing them on their knowledge of the ancient legends to 
ensure that the ways 01 Russ are still being followed. Only in 
times of dire need would the Iron Priests even consider 
waking Starn, one such occasion being the First Battle 01 
the Fang. 

The circumstances leading to the Firsl Battle 01 the Fang 
and Bjorn's part therein lorm a cautionary tale thai warns of 
the danger of trusting visions granted by Chaos. Magnus the 
Red, cyclopean Primarch of the Thousand Sons, had carried 
a burning hatred of the sons of Russ ever since they 
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destroyed his home world of Prospero in the dark days of the 
Great Betrayal. Magnus' followers attacked worlds near 
Fenris, slaughtering whole populations and laying waste to 
entire planets in a campaign of terror lasting many years. 
The Great Wolf Harek lronhelm sought in vain to engage 
Magnus in battle, but was chasing shadows as his enemy 
eluded him at every turn . As more worlds were ravaged. 
Harek's desire to slay Magnus grew to become an 
obsession and his quest took him deep into the Eye of 
Terror, eventually leading him to the world of Gangava. Here 
he believed that he had found the Thousand Son's secret 
base and fell upon the world with fire and steel. But Harek 
had been deceived -the forces present upon Gangava were 
merely an elaborate ruse executed by Magnus, and as he 
led the bulk of his Chapter's strength against the allied 
Chaos forces on Gangava, the Thousand Sons themselves 
appeared in orbit around Fenris and launched an all--out 
assault on the home of the Space Wolves, the Fang. 

The Fang's defenses consisted of a skeleton force of Space 
Wolves and thralls and its fall seemed assured. Only the 
most courageous leader could have had any hope of saving 
the Fang, and thus it was decreed that Bjorn the FeU
Handed would be woken from his millennlal slumbers to lead 
the defenders in this most desperate hour. 

Bjorn took charge of the Space Wolves. one of the few rare 
instances where a Dreadnought lias commanded a Space 
Marine force. Bjorn's courage and wisdom in battle were an 
example to all, and for forty days and fOrty nights Magnus' 
warriors could not breach the Fang's defenses. Bjorn had 
fought on Prospera many centuries ago as a Blood Claw and 
had lost none of the savagery that these hot-blooded young 
warriors are famed for. He was ceaseless in his 
determination to withstand the enemy at the gates, and his 
defense of the Fang is regarded as a masterpiece in the art 
of leadership and military organization. He planned daring 

sallies into the ranks of the Thousand Sons, and in the 
midnight dark of the tunnels beneath the Fang he led 
desperate defenses, rallying Space Marines and thralls time 
and time again as they were forced further and further within 
their home. Collapsing tunnels as they went, the defenders 
kifled hundreds of enemy warriors, leading them into Bjorn's 
carefully prepared fire traps and giant cave·ins. 

Eventually a pack of Wolf Scouts, led by Haakon Blackwing. 
were able to breach the ring which Magnus had thrown 
around Fenris and carried word of the battle to the Great 
Wolf. Harek's anger and shame were terrible to behold and 
he immediately returned to Fenris with the full might of the 
Chapter. Howling Space Wolves descended from orbit and 
fell upon the Thousand Sons, driving them completely from 
the Fang. On its lower slopes, Harek and Magnus finally met 
in single combat, but Magnus was one of the Primarchs, now 
elevated to a Daemon Prince by the Powers of Chaos, and 
was more than a match for Harek. The Great Wolf fell , but 
with his lasl breath of life was able to grievously wound 
Magnus before the Thousand Sons fled from Fenris. It is 
said that it was Bjorn himself who carried Harek to his final 
resUng place on the Fang's upper slopes. With his work 
complete, Bjorn then retumed to the Hall of the Great Wolf 
to slumber until the day his Chapter should need him 
once more. 

Ironclaw & Brother Severus of Tarentus: 
The Battle of Macragge 

Brother Severus arrived on Macragge as one of sixteen 
aspirants who had triumphed in competitive games between 
Qulntarn. Tarentus and Masalf. These games are held 
between the triple worlds each seven years to determine 
which youths should have the honor of attempting to join the 
Ultramarines Chapter on Macragge. The games which 
Severus participated in were noted as particularly spirited and 
hard-fought on this occasion, with over a third of the 
partiCipants killed or seriously injured. 

The young Saverus was accepted by the Ultramarines and 
successfully completed his training in 356.M41. According to 
records, Brother Severus's early career in the Scout Company 
was unremarkable, but once he came to full status as a 
Brother Marine he was frequently commended for his wisdom 
and far·slghtedness. He received his Marksman Honor while 
a member of the 6th Company In 358.M41 in combat against 
Eldar pirates. and an Imperial Laurel in the following year after 
being wounded in the cleansing of Copul IV. In 362.M41 
Brother Severus was promoted to Sergeant in the 3rd 
Company, commanding a squad through the Siege of Belios 
and the first Balur Crusade. 

When Sergeant Severus and his squad broke through a 
dangerous Ork encirclement on Balur he was Inducted into the 
prestigious 1 st Company, receiving his Terminator honors in 
367.M41 . The promising career of Brother Sergeant Severus 
was cut tragically short in 371.M41 when he was critically 
injured during the Battle of Corinth. Ultramarine Apothecaries 
used his mortal remains to replace those of Brother 
Commodlus In the Dreadnought Ironclaw which was also 
damaged on Corinth. Severus adapted well to the transition 
into the amniotic tomb of a Dreadnought body, retaining aU of 
his former wisdom and battlecraft. 

Severus' list of battle honors over the succeeding three 
centuries grew too long to be listed, culminating in his 
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eventual return to Corinth on 698,M41 during the seven year 
Corinthian Crusade. In 745.M41 Brother Severus participated 
in the Joran retaliation against the alien Tau Empire, bullhe 
expedition proved ill-starred and the 3rd Company's Captain, 
Ardias, was killed shortly before the whole force was 
withdrawn. Urgent new orders sent the company back to 
Macragge to defend II from the advance of Hive 
Fleet Behemoth. 

Of the great battle in space over the beleaguered world little 
can be said here, but the masterful defense by Marneus 
Calgar, Lord of the Ultramarines, can be read of In other 
places. In Ihe aftermath it fell 10 the 3rd Company, under the 
newly elected Captain Fabian, to recapture the northern 
polar defense fortress on Macragge itself. Tyranid swarms 
had penetrated the orbital defenses and overrun the 
sprawling complex of laser silos and bastions. The first 
landings by the company barely held their ground against 
the swarms of creatures which emerged from the shattered 
bunkers and tunnels to oppose them, only being driven back 
by the combined fire of Devastator squads and 
Thunderhawk gunships. Captain Fabian summoned three 
Dreadnoughts; Severus's lronclaw, Maximus's Victory and 
Dicloeban's Agrippa to assist his troops in clearing the 
forbidding underground tunnels. 

The twisting, intersecting passages were already subtly 
altered by the aliens' presence, dripping mucus and 
resounding with horrifying shrieks and screams. The dead 
lay ellerywhere, contorted and mangled by the lIiolence of 
their passing. More than once, Tyranlds hid among the dead 
before ripping into the advancing Ultramarines from ambush. 
Casualties mounted and the Space Marines were forced to 
use flamers to burn their way forward. The Dreadnoughts 
were mOiled ever closer to the front of the advance as 
squads peeled off to guard intersections. Agrippa was 
leading when a flank attack broke across the company like a 
walle of razor·fanged destruction. In seconds, two squads 
were oVerrun and hacked down by a dozen Tyranids. 
Agrippa's assault cannon painted the walls with Tyranid 
ichor as they rushed forward, and Maximus was reduced to 
trampling them underfoot when his power fist was 1O(n away. 
But the lIeteran Dreadnought still held the perimeter agatnat 
Ihe bia-engineered monstrosities until Sellerus antyed to 
crUSh the survivors . 

With his searchlight piercing the darkness, Sellerus Mw 
led the adllance of the 3rd Company into Silo 8, .... 
callernous housing of a giant, Ship· killing I 
battery. As the last squads cleared the entrance, 
nightmarish horde of Tyranid creatures spilled out 
of the shadows on all sides. A hall of living 
projectiles cut through the Space Marine lines, 
corroding through armor and flesh wherever they 
struCK. Lithe killing beasts tore into the Ultramarine 
lines with horrifying ferocity, their scythe·like talons 
clashlng against chainswords and armor as bolters 
chattered frenziedly. Once again it was Severus lhal 
held the line, throwing the creatures back with his 
steel-strength and crushing power fist. The 
survilling Ultramarines rallied around the giant 
fighting machine as it blasted through the 
aliens' ranks, and the next walle of 
monstrosities swept down upon them. 

• 
A fearsome Hive Tyrant, as massive as a Dreadnought Itself, 
thundered Into the Ultramarines with a shriek of fury. Three 
Brother Marines fell to a single of sweep of its claws before 
Sellerus charged into the beast. A terrible struggle ensued 
as the blessed servos and ancient fiber·bundles of Ironclaw 
were pitied against the preternatural strength of the alien 
monster's steely sinews. The Tyrant sent Severus reeling 
with one mighty blow of its claw, but tha old Dreadnought 
recovered and sparks flew as its fist crashed into the 
creature's carapace. Foul ichor sprayed from the gouting 
wounds, temporarily blinding Severus' sensors. The beast 
caught the Dreadnought a terrible blow, tearing through its 
leg to leave it sprawling helplessly. At that moment Captain 
Fabian leapt into the fray, knocking aside the creature's claw 
and evading Its scything retum swing before blasting it in the 
head with his plasma pistol until It reared and screamed a 
final howl 01 death agony. 

With the loss of the Tyrant and the guidance of the hille 
mind, the Tyranids fell into confusion. The Ultramarine bolter 
fire cut down the survivors mercilessly as they turned to flee. 
The 3rd Company was sailed and went on to cleanse the 
polar fortress in its entirety. After the battle, Ironclaw was 
restored and Severus continues to serve with the 3rd 
Company to this day. Among the long list of honorifics he has 
accumulated, the Baltle of Macragge remains the proudest, 
including as it does a share In the first ever accredited kill of 
a Tyranid Hille Tyrant in close combat. 

• 
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The Iron Warriors were the battering ram of the 
Great Crusade, hurled at every unbreakable wall or 
Inaccessible citadel that stood between the 
Emperor and the establishment of the Imperium of 
Man. The blood and sweat shed during those 
distant times was wasted when the Iron Warriors 
turned on their brother Space Marines on Istvaan V 
and ensured that their once-proud name would be 
forever synonymous with treachery and heresy. 

Origins 

The Iron Warriors are a l egion of the First Founding, formed 
when the Imperium was young and the Emperor walked 
amongst his people. As with the other legions, they were 
created after the Primarchs had disappeared. Although the 
Iron Warriors did not know their Primarch, during those early 
years they did inherit common characteristics, notably an 
affinity for technology and a coldly efficient logic, both of 
which served them well when calculation was needed, but left 
them lacking in faith. Tragically for the Iron Warriors, they 
were ultimately to be confronted by a threat against which the 
only possible defense was unshakable faith. 

On Olympia the Emperor found the Primarch from whom the 
Iron Warriors had been lashioned - Perturabo. Dark and 
melancholy, with a mind like a razor, he was warlord to the 
Tyrant oflochos and, like his legion, was a master of siege 
craft. By a curious twist of fate, Perturabo had been put in the 
one place where there was nothing for him to learn but the 
extent of his own superiority. 

Olympia was, in those days ten thousand years gone, a 
rugged and mountainous world, Its population concentrated 
within a multitude of city Slales. The ready availability of 
quarried stone and the lerrain made Ihe control of strategic 
passes and high ground the key to military security. 

The young Perturabo was discovered climbing the sheer cliffs 
below the city slale of lochos. Aware that this was no 
ordinary child, the city guard brought him before the Tyrant of 
lochos, Dammekos. Intrigued by the strange, dark child, 
Dammekos took him Into his household as If he were his own 
famity. Perturabo never trusted the Olympians and, although 
Dammekos took time and trouble to win the trust and affection 
01 the boy, Perturabo did not respond with any warmth. Many 
saw him as a cold youth but, when one considers that he had 
been cast alone into a strange world with no clue as to his 
own origins or the reason for his unusual abilities, this was 
perhaps harsh. 

When Ihe Great Crusade reached Olympia, Perturabo 
pledged his loyalty to Ihe Emperor and, as was his custom 
with his Prlmarchs, the Emperor granted Perturabo command 
of a Space Marine legion and suzerainty of the planet as the 
Legion's home world. The deposed Tyrant of lochos spent 
the last few years 01 his lile trying to marshal support to 
reclaim Olympia. He failed, but created an undercurrent of 
unrest that was to be hamessed many years later. 

There was little time to delay. With the Great Crusade in lull 
swing, Perturabo recruited new Iron Warriors from amongst 
the Olympians and conducted a lightning campaign against 
the nearby world of Justice Rock and the heretical Black 
Judges. The new recruits served welt and their triumphant 
return was celebrated In the Paltmodas Fresco, now known 
only through fragmented halo-recordings. 
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The Iron Warriors led by Perturabo were devastating siege 
troops. Expert engineers with cross-training from the 
Priesthood of Mars, they quickly built on their already 
Impressive reputation. Whilst the Iron Warriors were 
determined to seNe Mankind and their Emperor, their 
spedalization was an unfortunate one. The nature of siege 
warfare is long periods of dull, back-breaking labor broken 
by the most brutal, merciless combat Imaginable. Men, even 
Space Marines, cannot withstand hell indefinitely, and 
combat fatigue began to brutalize the Iron Warriors. The 
custom existed that once the siege lines were complete the 
besieged must either surrender or expect no quarter. With 
each campaign the Iron Warriors came to prefer the latter. 
Battle was, to these Space Marines, a release from the 
tedium of life in the siege trenches. 

As the Crusade moved fOIWard, many Iron Warrior citadels 
were established on liberated worlds guaranteeing a safe 
line of communications. There Is a· grim irony that the first 
and last military use of these citadels was to resupply Horus' 
forces on their traitorous march on Terra. Tiny numbers of 
Iron Warriors garrisoned the new fortifications. Where the 
likes of Russ, Vulkan and Magnus refused to split their 
forces, Perturabo obeyed his orders with increasing 
bitterness. The Iron Warriors were turning Into a garrison 
Legion with tiny deployments aU over the Imperium. For 
example, the infamous Iron Keep on Delgas II was 
garrisoned by one squad of ten Iron Warriors despite the 
world haVing a disgruntled population of almost 130 million. 
Resentment began to build up throughout the Legion and 
particularly with Perturabo himself. 

• 
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The passage of years and the camage of the Heresy have 
long destroyed any possibility of proving why the Iron 
Warriors were treated with such casual disdain . Having 
finally found the truth of his existence, Perturabo was initially 
fanatically devoted to the Emperor and was ready to 
embrace missions that the other Primarchs avoided . The 
Iron Warriors' indisputable success then led to them being 
'typecast' to the extent that they became an automatic 
choice for a sfege or garrison mission . But all troops need 
time for rest and reorganization if they are to be at their best. 
Clearly some authority chose to keep the Iron Warnors in 
action despite the harm it was doing. The Emperor may have 
been deliberately testing Perturabo's faith but, given that 
Horus, as Warmaster, had control over the precise conduct 
of many campaigns, It Is more likely that he was responsible. 
When the Heresy began, it was clear tMI Horus had already 
established 'understandings' with other Legions . In 
hindsight, it Is perfectly conceivable that Horus was working 
to demoralize and derange the Iron Warriors to make them 
more malleable. 

II is widely claimed that Perturabo was envious of Rogal 
Dorn. Given Darn's well-attested vanity, one can imagine 
how frequent reference to the perfection of the defenses of 
the Emperor's palace on Terra might have antagonized his 

brother Primarch. Dom had this effect on a great many 
people but Perturabo brooded on it and let each boast 
become a open wound thai a cunning manipulator could pull 
and prod to elicit a response. 

It is undoubtedly true that the other Primarchs kept Perturabo 
at a distance. This may be attributable to his technical genius 
that was far in advance of any of the others. Pert(Jrabo could 
match wits with Adeptus Mechanicus Magi on anything from 
warp drives to macro cannons. This was refiected in the way 
his deeds are recorded in the legends passed down from 
those times. In one famous story describing the occasion 
when Leman Russ and Jaghatai Khan routed the Orks of 
Overdog Mashogg, Perturabo features only as the 'comrade' 
who calculated the optimum way to bypass Mashogg's low 
orbit defenses. 

The Heresy 

In the midst of the cleanSing of the Hrud Warrens on Gugann 
matters were brought 10 a head. It was Horus who broke the 
news to Perturabo that Olympia was in rebellion. Dammekos 
had died, and the population, incited by demagogues, had 
taken up arms. Perturabo was, by this time, tired of 
repeatedly having to prove his worth and now, after all his 
battles, the thought of being the only Legion unable to hold 
Its own home world appalled him. Horus made the most of 
the opportunity. 

Before his departure, Horus presented Perturabo with the 
hammer Forgebreaker. It Is possible tnat the weapon acted 
as a conduit through which the forces of Chaos could 
manipulate the Iron Warrior Primarch. Alternatively, a mark of 
respect from such a leader as Horus could have signaled the 
sealing of a pact between the two. 

Pe 
thl 
s 
th 
q 
f 
B 
ou 

A 

co 

It 
ne 
,n 
we 
A" 
on 
So 
De 
Ch 
se 

the 
Ho 

Th 
Iro 
Alp 
wh 

Aft 
fro 
en 
rep 
sha · 

Ast 
Terr 
Pal 
fo, 
Im~ 
Ihe 
def 
War 
worM 
plot 

The 
bas 
retn 

""p 
libe 

wa~ avi 
pati 
eve 



D
R
A
F
T

aoy 
oast 
pull 

~~ 
Quid 
(rom 
Way 
Irom 
~ion 
~ of 
~de' 
low 

~ann 

, the 
ekos 
had 

d of 
k his 
Ihold 
slof 

I the 
lcted 
:oujd 
Irk of 
d the 

Perturabo and the Iron Warriors suppressed the rebellion on 
the streets of one city stale after another. No one was 
spared. It was the principle of surrender or no quarter, and 
the Iron Warriors had grown accustomed to granting no 
quarter. Perturabo watched on as unmoved and cold as the 
fortifications in which he taken such pride were overcome. 
By tl'1e time the massacre was over, Olympia had been 
culled into slavery with almost 5 million civilians dead. 

As the pyres burned through the long Olympian night, the 
Iron Warriors slowly realized the extent of what they had 
done. One moment they were humanity's heroes 
assaulting the Hrud and the next they were committing 
genocide. Perturabo was like a man emerging from a 
drunken stupor who finds blood on his hands, only dimly 
aware of how It got there, but is aware of an oppressive 
feeling of shame nonetheless . He knew that the Emperor 
could never forgive him his crime. 

It was in this doomed mood that the Iron Warriors received 
news and orders. The news would have been shattering 
under normal circumstances, but when heard in ruins that 
were thick with the stench of the dead, It was apocalyptic. 
Russ' Space Wolves had attacked Magnus' Thousand Sons 
on Prospera. Horus had turned renegade along with his own 
Sons of Horus. Angron's World Eaters and Mortarion's 
Death Guard were also with him. Fulgrim and the Emperors 
Children had tried to reason with Horus, but had been 
seduced into joining him instead. Now the universe 
exceeded the Iron Warriors in madness. Confused 
bewilderment gave way to the realization that, with the 
entire Imperium in flames, their excesses were irrelevant. 

According to the accompanying orders they had received, 
the Iron Warriors were to join six other Legions to face 
Horus an Istvaan V. 

The events on IsNaan V are part of the Heresy legend. The 
iron Warriors joined with the Night Lords, Word Bearers and 
Alpha Legion to destroy the three Legions in the task farce 
who remained loyal. 

After Istvaan, the Iron Warriors were let loose. FlnaUy freed 
from doomed missions, they were possessed with a terrible 
energy. On a dozen worlds, an Iron Warrior Warsmith 
replaced the true governor and tithes were paid under the 
shadow of fortified battlements. 

A strang contingent of the Legion accompanied Perturabo to 
Terra where he supervised the siege of the Emperor's 
Palace. Here his skills were Invaluable and the Iron Warriors 
found a sublime pleasure in tearing the edifices of the 
Imperium down. The end was near for the defenders when 
the Emperor confronted Horus an his battle barge and 
defeated him. Like many of Horus' followers, the Iran 
Warriors fled to the Eye of Terror, securing a new home 
world where they could brood an the turn of events and 
plot vengeance. 

The rest of the Iron Warriors defended their smaU empire 
based an Olympia, but there was no refuge from the 
retribution of the loyalist Legions. The Imperial Fists 
supported the Ultramarines in a decade-long campaign to 
liberate the subjugated worlds. They discovered the Iron 
Warriors to be like a barbed hook that, once embedded into 
a victim, could only be removed with great risk of Injuring the 
patient further. The Olympia garrison held out for two years, 
eyentually tr'lggering their missile stockpiles when defeat 

• 
was unavoidable. They left a blasted wasteland that, like the 
other Traitor Legion home worlds, was declared Perdita. 

Home World 

Like the other Traitor Legions. the Iron Warriors have seized 
a planet within the Eye of Terror and made it their new 
home world. 

Knowledge of the worlds within the Eye of Terror is scant at 
best, and the realm of Chaos rarely stays the same for long. 
Medrengard Is frequently depicted as a world turned into a 
vast fortress, all trace of its original form lost under 
mountains of impossibly high towers. its core penetrated by 
plunging dungeons. Whilst this is feasible within the Eye of 
Terror where the laws of physics do not apply, it is 
inconsjstent with Iron Warrior fortifications in real space 
which are far more advanced in design and construction. 
Many depictions of worlds wIthin the Eye of Terror have 
been derived from nightmarish visions rather than actual 
observation , and this may be so with Medrengard. 

Inquisitor Maul performed an extended reconnaissance of 
the Eye of Terror in M.38. Although he was nat cogent upon 
his return, his Ship's interior bulkheads were covered by 
script in the Inquisitor'S own blood describing what he had 
seen. Medrengard was described as a bleak" prison world 
where slaves toiled and died while great Chaos warShips 
were tethered to its tallest towers wherein resided the 
Warriors themselves. 

Combat Doctrine 

The Iron Warriors follow a simple method. They commence 
battle with a sustained bombardment utilizing every gun at 
their disposal. The basis of this is a complex fire plan in 
which every weapon is directed with utmost care at the 
optimum target for maximum effect. Where possible, the 
Iran Warriors will coordinate with Traitor Titan Legions to add 
to their own considerable firepower. The bombardment can 
last for weeks as the Iron Warriors rarely seem to be short 
of ammunition. They handle their weaponry well, with 
formations moving forward to fire and then redeploying 
before any reprisal. Often their entire force will move 
laterally to bring their fire against enemy weak points, with 
the result that counter-attacks flounder helplessly in the 
teeth of the Iron Warriors' weapons. 

Where possible, field fortifications wiJl be used to reinforce 
the line. Iran Warrior doctrine includes extensive use of 
fortifications to tie opponents down with the absolute 
minimum number of troops. This in tum keeps the bulk of the 
Iron Warriors troops fresh and available for assaults. 

When a breach has been forced in the enemy defenses it 
will initially be probed by veterans and infiltrated, then the 
gap will be pried open with firepower until a storming force 
can be unleashed. 

These storming forces are based around fast moving heavy 
armor which can move Instantly from relentless barrage to 
ligtllning-fast advance. Breaches are then widened until the 
defenses are shattered. For the key moments in bailie when 
a position absolutely must be taken. the Iron Warriors adopt 
an ice-cold ferocity that Is comparable 10 the Blood AngelS or 
World Eaters, but only when the moment is right and nev8rfor 
longer than necessary. 
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Once they have an opponent at their mercy, the Iron 
Warriors are content to surround them and destroy them at 
their leisure, always preferring to let shell and laser beam do 
their work for them. 

The Iron Warriors are expert sappers, engineers and miners 
and have acquired a formidable siege train 01 specialist 
equipment over the centuries. ThIs Includes Termite 
tunnelers, a Leviathan transport, Oreadclaw assault boats 
adapted for planetary landings and a large assortment of 

• 

Imperial·bullt artillery. These are used very sparingly and 
maintained and guarded by the 1 st Company. Additionally, 
they have a number of Corvus assault pods which I 
them to make use 01 any supporting Titans as siege towers. 
The Iron Warriors are so frequently supported by Titans 
some Imperial experts have asserted that they afe part 
the same formation . This is not widely accepted, but 
theory is a reflection of the Legion's predilection 
heavy barrages. 
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Organization 

The Iron Warriors are organized as a number of Grand 
Companies each commanded by a Warsmith. Originally, 
each Grand Company would have had a similar organization 
totaling approximately a thousand Space Marines, but now 
they vary in size enormously. The Warsmiths themselves are 
all extremely gifted in combat engineering, many 
maintaining a large contingent of slave-mechanicians to 
perform Ihe more menial work. 

It Is uncertain how many Grand Companies there are at any 
given time. At the time of the Heresy, the Legion had at least 
twelve Companies, although with the widespread 
deployment of many small detachments of the Legion at the 
time it is impossible to be sure. 

like many of the Traitor Legions, their current organization 
is completely non-standard. A Grand Company wilt often be 
divided into component detachments led by lesser 
champions. A tendency towards operating in multiples of 
three has been noted, although this is far from being verified. 
Suitable recruits are taken (willingly and unwillingly) to 
Medrengard where they are selected periodically by 
Warsmilhs for their Grand Company and subjected to 
ordeals until they prove themselves worthy. 

The first Obliterators witnessed amongst Chaos forces were 
amongst the Iron Warriors and, on very rare occasions, Iron 
Warriors have manifested the ability to 'morph' weapons, 
although with nothing like the versatility of the Obliterators. 

Beliefs 

The Iron Warriors believe that the Emperor used them to 
fight the bloodiest battles of his Crusade and then let the 
other, more favored Primarchs lake all the glory. They also 
believe that Rogal Dorn turned Olympia against them so that 
they would be disgraced and discarded after they had served 
their purpose. They will have vengeance on both. 

They see themselves as titans of old who are loose in the 
universe. doing whatever they like, knowing that no natural 
or man-made law can stop them_ They honor Ihe Chaos 
gods as a pantheon but are not truly devout themselves. 
Their greatest loyalty Is to Perturabo, who they believe saved 
them from being sacrificed by the false emperor. 

The Iron Warriors are a first founding Legion and bear the 
gene-seed of Perturabo. Since turning to Chaos they are 
subject to varying degrees of mutation and have been known 
to replace mutated limbs with cybernetic ones. 

They have a marked tendency toward suspicion and 
paranoia but are also extremely intelligent with naturally well
developed problem solving abilities. 

Battle-cry 

Monotone chant of "Iron Within, Iron Without". 



D
R
A
F
T

l@tD;Gmm@I#,iii'h!i,i" ibi"'¥'kiiii,iti 

USING AN IRON WARRIORS ARMY IN WARHAMMER 40,000 

Iron Warriors use the following units from Codex Chaos Space Marines. 

HQ (see special rules below) Warsmith or Daemon Prince, Sorcerer. 

ELITES Chaos Obliterators, Chaos Terminators (no Cult Terminators). 
0-1 Khome Berzerkers, Chaos Space Marine Veterans. 

TROOPS 

FAST ATTACK 

HEAVY SUPPORT 

Chaos Space Marine Veterans, Chaos Space Marines. 

Chaos Space Marine Bikers, 0-1 Chaos Aaplors. 

Chaos Havocs, Chaos Dreadnoughts, Chaos Predators, Chaos Land Aaiders, 
0·1 Corrupted Vehicle (586 below), 

The following rules and Codex changes apply when 
using an Iron Warriors Chaos army. Note that the 
entire Chaos army must be Iron Warriors, not j ust 
one or two squads. 

FORCE ORGANlZATION 
Whichever Force Organization chart Is being used, the 
Iron Warriors may drop two choices from the Fast Attack 
section and replace them with a single extra Heavy 
Support choice. They may not reduce the number of Fast 
Attack choices below one. On Standard Missions, 
therefore, the Iron Warriors could limit themselves to one 
Fast Attack choice which will in tum provide them with 
one extra Heavy Support choice. 

NEW WARGEAR 
Servo Arm : Some Iron Warriors are equipped with a 
powerful servo-arm which can be used to carry oul 
battlefield repairs. The servo-arm counts as a power fist 
In close combat, always attacking once and hilting on a 
4+. It may be used at the start of any Iron Warriors tum 
to repair an immobilized vehicle that is in base contact 
with the Space Marine on a 06 roll of 6. 30 points 

Bionics: Bionics allow a Space Marine who has suffered 
a crippling injury or debilitating mutation to return to 
action. There is a chance that an attack or shot will hit a 
bionic part - when the model loses its last wound, put it 
on its side. At the start 01 the next tum, a roll of 6 on a 06 
will allow the model to continue fighting on with 
one wound. 5 points for Iron Warrior. 

SPECIAL RULES 
• A Warsmith replaces the Chaos Lord entry. They are 
identical. apart from the name change. 

• With the exception of Berzer1<er Aspiring Champions. 
no member of an Iron Warriors army can bear a Mark 
other than that of Chaos Undivided. Berzerker Aspiring 
Champions may bear the Mark of Khorne and use 
Khome gilts. 

• The only Chaos vehicle gifts permitted to an Iron 
Warriors army are Daemonic Possession and Destroyer, 
although Destroyer may only be fitted to a Rhino 
transporting a 8erzerker squad. 

Heavy Support 

0-1 Corrupted Vehicle 

This can be either a Vindicator (see Codex Space 
Marines) or a Basilisk (see Codex Imperial Guard). The 
Iron Warriors prize these weapons highly and repair 
wrecks for their own use. 

A crew of thralls and servitors operates the Basilisk, so 
its BS with its hull heavy bolter remains at 3, and it is still 
open lopped. All the weapon options in the lisl entry can 
be used although no Imperial Guard vehicle upgrades 
can be used. The Basilisk cannot be daemonlcally 
possessed, as it is open topped and possession requires 
a sealed hull. 

SIEGE MASTERS 
The Iron Warriors have formidable siege skills and as 
such count as Siege Masters. This has several effects on 
the scenario special rules as detailed below. 

Fortifications: Siege Masters receive + 1 armor 
penetration against bunkers, and their own bunkers have 
Armor Value 14. 

Hidden Set-Up: When moving over a minefield, Siege 
Masters only trigger a mine on a 6+. 

Obatacles: A Siege Master tank trap has an Armor Value 
of 12. 

Preliminary Bombardment : When resolving 
preliminary bombardment, Siege Masters are better able 
to direct their supporting tire. They receive one exira roll 
for every 500 points being used. This can result in a 
single unit being hit several limes. The Siege Master 
cannot choose to roll extra dice against a unit that has 
already been attacked; all the dice attacking a particular 
unit must be rolled together. 

Stubborn Detense: When occupying tortit\calions in 
missions where they are the defenders, Siege Masters 
are treated 8S being stUbborn. They will automatically 
pass any Morale checks, even in situations where 
normally they would automatically fail. They may never 
use the Voluntary Fall Back optional rule bul lest for 
pinning as normal. Outside fortifications and in 
fortifications built by the enemy (Le., when attacking) 
they get no benelit. 
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How could such 8 
nice guy be so 
wa1p8d by Chaos? 
We have been 
fortunate enough 
to have Mike 
Butcher grace 
these pages with 
his incredible 

looking NurgJe armies In the past 
(WD issues #236 and '247), Now, 
appearing for the first time, Mike's 
Chaos Space Marine Iron Warriors. 
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RETURN 
OF THE BUTCHER 

Mike Butcher has won the Best Army for 
the 1999 Chicago Grand Tournament 
and Best Overall Champion for the 2000 
Chicago Grand Tournament. We were 
lucky enough to discuss with him some 
simple Ups on painting an army. 

1) Keep it simple! • An intricate, 
detailed paint scheme gets 

losl in the mix of troops or 
vehicles. What looks great 

01'\ one model can feel like 
painting the ceiling of the 
Sistine Chapel when you are 

painting the 30th figure 
the same way. 

2) Be consistent! - Try 
to paint all your army to 

the same standard 
(although your characters still deserve a 
special tOUCh) and use the same colors. 
I write down what colors, washes, inks, 
etc. , that I use when painting a unit, so I 
can repeat it. If there is a special color 
that you use, why not go ahead and mix 
up a batch in an old paint pot so it will 
be the same whenever you use II. I 
wanted to have my Iron Warriors to 
have a rusted look, so I mixed a jar of 
50150 Armor Wash and Chestnut Wash 

to use on inking all the metal bits 
and armor. 

3) TIe It together! • Use unit markings, 
banners, army badges, graffiti, etc., to 
bring the army together and make them 
look like they are ali part of the same 
force. Conversions are a great 
opportunity to make your army stand 
out and also unite the squads 
in appearance. 

4) Bases, bases, bases! - Use the 
same technique to do the bases on all 
your models. I look al bases as an 
opportunity to really make your army 
stand oul. I like to put bits ol lallen loes, 
vehicle parts, etc., on my bases. Your 
larger models, such as Dreadnoughts, 
Daemons, and Warbosses. present a 
chance to really make a statement. 

In order to tie the Iron Warriors together 
you can see the use of the yellow and 
black hazard striping somewhere on 
every model. In addition, all of the bases 
are done using battlefield debris and 
painted in a blackened, scorched 
color scheme. 

Don't be afraid to experiment and let 
thOse creative juices flowl 

,.., 

, 
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Arcane Lore is a series of 
ruminations and cogitations by the 
Warhaouner Games DevelopmeUl 
team on different aspects of the 
WarhanlOler game. TILis month 
Alessio Cavatore talks about 
developing the new Vampire 
Counts Armies book. 

Alessio Ctlllatore 
bas beel! a Games 
Developer sil!ce be 
WtlS offered a job 
wbilst work/"g as 
a Iralls/alor jor 
Ctlmes Workshop 
/lalitl. His 

Inulitlolltl/llallan skills oj 
'tborough' gaming allow blm 10 

spot ctltcbes twd loop/JOles ill 
the rilles like n hawk. He Is 
n(so stud)'h'g /11 his spare time 
to be tl nmd tloc/or. 

You can retld tH' i"terrl/ew wilh 
Alessio Inter it, tbls Issue. 

D es igning the Vampire Coun ts 
Armies book has been d ifficult . 

Compared with my previOUS taSk, 
writing the Empire AmlJeS book, me 
V-.llllpirc Counts amlY Ils i really has 
been a challenging pro ject . In this 
ank le I"li try to share with )'O U the 
mllny inte resting po ints and problems 
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ARCANE LORE 
The new Vampire Counts armies book 

I encounte red during the design of this 
unique army. 

HERE WE GO AGAIN 
The idea of remaking the Vampire 
CountS as o ne of the first four anlly 
lists for the new edilion of Warhammer 
was essentially dicL1ted by the mnge of 
modd s av-.lilable , The Vampire CountS 
were the las t anny list o f the past 
ed ition , and were released less than 
two years ago. The models 
sculpted for them a rc s till new and 
excellent , so it seemed to be a good 
move 10 publish a new editio n of mles 
fo r them soon afte r the release of 
Warhammef. The only p.trt of the 
mnge which we fe lt we had nOi 
developed to its full potent ial 
were the Vampires themselves. 

So the miniatures d('Signers were SC I 

to work, and the n(.'W Vampires 1.I."ert' 
created . The models are absolutely 
gorgeous, and the 'Eavy Metal team 
tumed them into veritable 
masterpieces (have a look at Ihe 
photos throughout the magazine 
If you do n't believe mel) . 

BIRTH OF A NEW 
VAMPIRE LINE 
In the Initial brief 1 received, the book 
was to contain the same fo ur 
Bloodlines It had had in the previous 
version. 1 thought that it W".lS a pity nOl 
to do an)1hing new background-wise. 
The ancient texts speak of seven 
Vampire Masters escaping from the 
mins of ancient Lahmia. Th.1t de tail 
g;\Ve me the freedom I needed to 
expand the rich background o f the 
Vampires and I proposed the creation 
of a new Blood line. lb back up the 
proposal I had to come up with a 
series of d ifferent conceptll (ske tches 
of new ideas, nOl fully de\'C1o pcd yet) 
10 be examined and approved . With 
the inv""d..luable help of 'nlOmas .md Gal; 
who helped me keep the focus on 
sensible ide :!S (No Hong Kong hopping 
V:..mpires! , no invisible models l, e tc.) , 1 
ended up with e ight concepts fo r the 
new Bloodline. Put youl'S('lf in our 
shoes and try 10 decidc which one o f 
the concepts would be created :ts :1 
fu lly. fledged Vampire bloodline. Here 
tht.')' arc: 

~ 

l 
Ii 
• 
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• The dandy, city.dwcUing Vampire 
who hunts in high society (Tom Cruise 
or Anlonio Dal/deras /n Interview with 
the Vampire). 

• A tribal bloodline from the 
Southlands, mostly based on voodoo 
magic and folklore (baue yO/l St'ell tbe 
ulIIdymall series? Watch Olll 
for mirrors.!) . 

• A manipula\.ivc, gluttonous and 
overweight monster and his underlings 
(0 IXITllpirlcjabba tbe Hut, Buran 
Vfadimir Harkonnen from DUlle, the 
gross demon in Buffy, tbe keeper of tbe 
Vampln!s'library;n BI(lde or iVl( 
Bloke mId his WD team!). 

• The leader of a thuggish, 
death-worshipping cult from the 
steaming jungles of the East (who cun 
forget tbe hearl-ripping bad guy It! 
lndianajones (md tbe 7emp/e 
o/Doom?). 

• TIle fallen angel , a modern 
vegetarian Vampire with a t:onsciencc 
(Brad Pill il/ Interview with the 
Vampire or BrandOtl Lee in Tbe Crow. 
OK, I know he W(lsn·' a Vampire, bllt 
he certainly W(lS (In Undead bero). 

• A mysterious oriental bloodline from 
Cathay (Emperor MiTlg the Merciless 
meets F!I Man Clm. Have YOll s~'en 
Big "Trouble ill Little C/)illa?). 
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• The Ghoul King who reigns (n'er his 
court o f foul things and hides In dark 
crypts, shunned by the living and by 
the other Vampires, de\'Ourcd by an 
e ternal a ll-cncompassing hatred (a 
wry LOlJf!CrajUali character, , 
II1Jl1gf'Jed It as all oJJ(>t'slzed Gal/11m 
from Lord of the Rings or; 1[,)'0/1 bmw 
w(lfcbed francis Ford Coppola's 
masterpiece, it's Dracula I" bis btlt
,,/O f/ ster shape, jllst before be tums 
ima (I rOf swarm), 

• The last one I won 't reveal here, 
beo.usc it did nOi go Into the book, 
but we will use it In the future as a 
new Bloodline. Curious? ~'alch 
thiS space .. , 

So, which one wo uld you have chosen? 
Well, after much indeCision, the Ghoul 
King eventually triumphed and [ 
dcvelopcd the Strigol VJ.mpire (Slrigoi 
Is a defonned version of the Romanian 
word for 'Vampire '). More details o n 
these accursed monsters -and their 
creatio n are 10 be found in the 
follOwing pages, 

BLOODLINES AGAIN 
Well , one thing I did not likc aboul the 
o ld Bloodline S)'!lem was that 
Vampires from different lines had the 
very same stat-line and options, The 
oo1y difference amongst them was the 
acct."Ss to differem powers, but if the 
player decided not to buy any and 
spenl his points elsewhere, a Blood 
DrJ.gon was exa.clly the same as a 
Carsldn or, c \'('n worse, a Necrarch 
Vampire. I dedded then that Vampires 
of each Bloodline sho uld start wit.h 
unique powers and weaknesses that 
distinguished them from the othel'5. 
For example, all Necrarch now have 
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lower WS than o ther Vampires, to 
represent that they are more like 
wizards than warriors. On the o ther 
hand, their necromantic powers arc 
the strongest (they get a + I to the 
total they roll when t."':l5 ting speUs!). 
Blood Dragons, on the contrary, arc 
the best fightcrs but the worst spell 
castcrs, Uopefull y the weaknesses and 
advantages of each line should balance 
out, so that all Bloodlines remain an 
equally viable choice, or course, I still 
left a list o f additional po\\'Crs for 
people to buy, so that t.oven within the 
same Bloodline, V:tntpires can havc 
different and characte rful abi lities. 
Finally, J'\"e made t.he powers less 
unbalancing altogether b)' making the 
points spent on powers count towards 
a Vampire's maximum magic items 
alloW'"dncc. This SlOpS people massing a 
huge amount of Bloodli ne powers and 
magic items on the same model and 
forces players to actually make a choice 
berween the two. 

THE UNDEAD RULES 
The first th ing I wanted to do was to 
simplify the rules goveming the 
Undead army, I W'",mted the rules for 
the Undead 10 apply equally all across 
the list, unless thc unit was acrually 
aHve, SO, the main poim Is, if you're 
Undead, all the rules for the Undead 
apply, otherwise you 're alh-e and the 
rules for nonnal \'(larhammcr 
troops apply. 

As a consequence, Vampin:.'li, and c, 'en 
Necromancers, tumed inco true 
Undead ! Harsh? Maybe, but it makes 
life much easier and makes sense from 
the point o f view of the background, 
Ce.rralnly Necromancers begin their 
career as living wizards, but in a few 

centuries Ihey lose thdr humanity and 
begin their una\'oidable trnnsfonn:ttion 
into l.ichcs (undead wiurtis). 
RcI:Ili\'c1y young Neaom!IIl<''Crs would 
be more alh'e than old ones, but thai 
would slowly change with the passing 
of time , As far as the rules arc 
concenll .. 't:I, I Judged that It W'"dS far 
cleaner t"O treal them alias Undead, 

In thc pasl , Thomas and I couldn ', 
radically change Ihe way the Undead 
wo rked beC'J.usc the ruit.>s for 
Necromancy "'-ere not in the book but 
in the Warhammer MagiC expansion, 
Nt.'Cromancy and the Undead rules 
must go together for the anny to work, 
so we were forced to be rather 
conse.rv:ttl\'C. I didn' t have such a 
problem now - the new edition of the 
game meant thaI I could Slart from 
scratch, Ihe s late had been cleaned! 
After playing with the fuwening Horde 
rules it was clear 10 me thai it was 
rather boring having to play with such 
an extremely s low anny, You had to 
spend the entire Magic phllSC in trying 
10 give them a bit o f a push, Th :.u did 
not lea\'c much space for o ther spells 
that. ill my o pinion, are far more 
eharJ.C1crful for the Undead , In the 
IrJ.ditlon of flIms IlkejasUfI af/d {be 
ArgofUlllts :md Nigbt of tbe 1.1,,1,'8 
Dead, skeletons sho uld spring like 
dais ies from the ground, and if )'O U 

shoot a Zombie full of holes it should 
rise to its ft.'"Ct 10 advance again and 
again, 'rhls is where I fed the !'e',J1 

IcrtOr or fighting the living de!!d 
5hould reside. 

Disassociating Undead mo\'ement from 
the M:tgic phase W'J..~ my first task, I 
thought thaI the proximity of the 
General, thc creature responsible for 

the, 
fi la 

~ cann 
chan 

""'I and i 
Ihe 
have 
<me 
the B 
allO\J 
vcry I 
take = 

be" 
Unde 
tilkinl 
prt:st:j 
12" ;/\ 
Il'ss , 
defe' 

r:in.al 
WJ.rlu 
me:tn! 
in Ii 
destn. 
nt.'We 
'rom 
that a 
impo~ 
polley 
death 
army, 
(and 
VJ.mpl 
a IkJ.8 
contin 
of thc 
the bel 
Undea 



D
R
A
F
T

~ and 
tatioll 

'Quid 
that 
Ising 

, 
.d. 

k but 
,on, 

" work, 

, 
:.If the 

ed! 
iordes 

" I such 

'0 
trying 
tdid 
;pclls 

he 
'he 
.g 
k' 
'DU 

~ould 

~d 

" 

M from 
k. , , 
Ie for 

the raising of the am}y in the first 
place, was enough to provide the 
Undead with the energy and 
coordination necessary to march. Thus 
originated the simple rule that Undead 
cannot march unless Ih(.1' are 
chmcterS (more energetic cre:nurcs) 
or within 1.2" ofrhe Gener.t!. Simple 
and in line with the normal rules for 
the General 's leadership, that Undead 
have no usc for, anyway. On the same 
track was the Jcdsion on the effects of 
the Battle Standard. Something that 
allows you to rc-roll Break tests is nOt 
\·cry useful with ao am}y that d~s not 
uke anyl I then Ihoug.ht that il would 
be nice 10 have somelhing to help tht' 
Undead in their unique way when 
taking Break lests. Solution: the 
presence oflhe Bailie Standard within 
12" allows the Undead 10 suffer one 
less wound than th(.1' should when 
defeated in combat. 

Finally, In the previous edition of 
Warbammer, the death of the General 
meant a Panic test for the entire anny 
In living annies, and almost comple tc 
dcstruction in an Undead army. In the 
new edition wc removed the Panic lesl 
from the main rules because we fell 
that a single model shouldn·t be that 
important. I wanted to follow that 
policy and changed the rules for the 
death of the General in the Undead 
anny, Now, if rour General is killed 
(and th~t's easier with the new 
Vampires, whosc stat-line is not that of 
a Dragon anymorc) you Caft still 
continue to play Ihe game. At the end 
of Ihc phase when he is killed, and at 
the beginning of every subsequent 
Undead turn, you must take a 
Leadership test for every unit on the 
table. Units that rail the test suffer a 
number of wounds equal to the 
numbt:r they failed the test by. 
Characters can pass their Leadership 10 

unjt.~ they·re with, as normal. This 
causcs rour aTllly 10 slowly crumble to 
dust as the spcUs binding it together 
unr,wel, but at least you com conti nue 
to play and, with somc luck, you can 
still win, especially If the Genera.! dies 
in the last few (urns of the gamc. 
AnodICI' nice effect of this rule is to 
make the Leadership score of Undead 
troops a meaningful number. It is now 
a measure of how self-aware they are, 
of how long they can exist on their 
own (for example a powerful Wight 
has leadership 8, but II nimsy, unstable 
Zombie only has Leadership 2). 

Shocked? Well, the only thing I ask of 
you is to try these rules on che 
banJeficid before judging them , 

.. 

NECROMANTIC MAGIC 
The next thing J worked on is Undead 
magic. In the past it had dozens of 
special rulcs, making it completely 
different from any other magic. The 
ability to choose spells and [0 caSt 
them more {han once per Magic phase 
were clearly intended 10 be used with 
Val/bel's Valise Macabre and the 'Raise 
the Dead' kind of spells. Unfortunately, 
people immediately concentrated on 
the powerful necromantic attack spcUs 
and created battle-winning and deadly 
combinations. Not any more. No 
special rules apply to Necromancers 
and Vampires, and Necromancy is ;1 list 
of six spells, cxact.Jy Ilke the ones in 
the Warhammer rulebook. Like the 
ones in the rulebook, you can always 
choose to swap one of your spells for 
the first spell of the list, which 
happens to be the Invocation of Nehek 
(the one that raises new 
Skeletons{Lombies). 111e only thing 
that is s lightly different is the way that 
Ihis spell works: when you casl it, you 
can choose onc of three casting V'a lues, 
and the spell will be proportionally 
more powerful if a higher casting value 
is chosen. Interestingly, you can also 
use this spell 10 heal Undead 
with multiple. wounds (such as 
your Gencral). 

The rest of the list is a mix of attack 
spells and troop enhancing spells, such 
as the old Val/bel's D(IIISf! Macabre 
which I have now split into two 
separa te spells. 

THE UNITS 
Let's now have a look a t each troop 
type in the army and see wh:!t 's 
changed and why. 

Vampires. Vampires' Strength and 
'Ibughness have been cut considerably 
from the last edilion, but so have 
cverybody elsc's, and that means 
that Vampires arc still scary 
killing machines. 

Necromancers, They have the same 
stat-line as human WIza.rds and arc very 
close to them In all respects, c.'I(cepl fo r 
being Undead. of course. 

Wra.iths. They're back and haven ' t 
changed much from t.J}cir 
pre\'ious incarnation . 

Wights, Far harder than before, the 
Wight B1lldes of Wight Lords, Grave 
GWlrd and Black Knights have lost the 
llbiliry 10 causc D3 wounds hut now 
have the Killing Blow ability. All In all, 
a good trade. On top of thac, their Slats 
have gone up a bit, since I \V'.lnted the 
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army to have ,II le:tSt one unil which 
could st:lnd its ground if fighting 
without characters. 

Skeletons. The sa.me o ld reli'lble 
Core troops. 

Zombies. I removed the liorde rule, 
because they often h'ld to lap round 
more than one enemy unit in complex 
multiple combats. This forced people 
to have long discussions about how 
exactly to do thai, and I thought Ihc 
rule w:.un' t wonh :til thai SI~S . Since , 
wanted them 10 be cheap "and different 
fralll Skeletons without anno r, I gal'e 
them the Braindcad rule (al\VJYS strike 
last) that justifies their low 
poinlS value . 

Ghouls. Probably lhe unilthat has 
changed the most. They used to be 
anOlher block of unbreakable troops, 
making them a bit tOO similar to 
SkeWes and Zombics for my tas tC', I 
thOUght that, being a pack orreral 
scavengers, they would behave more 
like .. , skimlishersl Ye5, tht."}' had to be 
skirmishers. That represents beller my 
idea o fwha, a group o f Ghouls would 
do on ;I banJcI1e.ld : scutdlng :.LIong dlc 
flanks of the army In the cover offered 
by woods and other difficult terrain. 
jumping on small uni ts o f weak troops 
and running from blocks o f ranked 
enemies. I gave them the Poisoned 
Attacks rule (a classic from role-playing 
games) which makes them nastier In 
close combat. 

Dire Wolves. Slightly less powerful 
than before, tht."}' remain a nasty pack 
with an 18" chuge. The Fast CawJry 
rule represents their m:lI1euverabiJity 

and their lack of weight in a I1ght ( I 
do n', see them fighting in ranks any 
more than I s('''C Ghouls adopting 
this formatio n). 

Hat Swarms, Their Strength has gone 
down. but they now cause /ear. I 
thought Ihalthe entire Undead army 
should ~use/e(lr, to represent the fa ct 
that the enemies would be scared to 
be facing the living dead. Bats and 
Ghouls, Loven if not technically Undead, 
would be pan of the sinister 
atmosphere of the army of darkness. In 
the mids t o f all that creepy stulT, I'm 
sure enemies wouldn' t be making 
tcchn iC'J.I distinctions (MLook Hans. 
those Ghouls are less scary than those 
Zombies next 10 them ... ") and \\'Ould 
be just plaIn terrified! Also, thanks to 
the nL"W n iles for fl ying units, the Bat 
Swarms arc now skirmishers, which 
m:tkes them more maneuverable (as 
Lhey sho uld be) and provides them 
with a useful · ' to be hit by missile fire 
and a very good 360<' arc of sight. 

Spirit JlOSI, The most nOl'3ble thing 
about them is that their Movt:menr has 
Increased to six, maklng them more 
useful than before. 

FeU B:lls. They, 100. benefit from the 
new rules for fiying units, which 
compensates fo r the loss o f the Flying 
High rule (a rule that makes allilyers 
fur more predictable) . 

Bansbees. The Outnumbering rule has 
made them more frail , bUI I also made 
Lhem more maneU\'enble by giving 
them the same movement rules as 
independent charnctel"!l. 

nIt: Black Coach . I Simplified the 
rules for the InWK:ulon of Death and 
SOlve the Coach a unified stat ,line 
profile, following the new chariOl 
rult.-s. O~'erall. it 's less powerful th:1I1 
before (especially :igains' Strength 7+ 
hits!), but the COach is still a scary 
harbinger of doom . 

THE MAIN PROBLEM 
Without a doubt , Lhe main challenge 
w:.u trying to assign the COrrt.'Cl price to 
the 'Undead' spedal rule all across lh(' 
anny. Let's s tan with an enmple. 
Without spcdal rules a Skele to n would 
be fur worse than any Goblin and, 
consequently, should be cheaper. We'" 
talking about a cOSt of on(' or twO 
poinL"! But then the Undead mle kick 
in and suddenly the v.duc of Lhe 
Skciemn rockets up. Being Undead on 
the positil'c side means causlng/elIr 
and being Unbreakable, two majo r 
adv.lntages. The dr.J.wbacks are: no 
mllrching (if away from the General), 
no charge reactiOns, extra casualties 
when dcfeated in close comhat and a 
chance of vanishing if the General Is 
killed. Now. the first issue is to 
understand If the bonuses are more 
important than the penalties, or vice 
l'CfSa, In othe~ wo rds: is it good to 
be dead? 

We agreed that, o \·cr..ill , It \VoIS a bonus. 
and consequently it should be paid for 
As nomlal with special rules, I charged 
the same ", .. Iue to all the infantry and I 
proponionally higher amount of point 
to C3vJ.lry, large things and characters. 
Unforrunately, playtcsting seemed to 
indicate that the main penalty of being 

T 
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Undead. the extra wounds in close 
combat, was fur worse for expcnsh'c: 
\vig.llIs and char-olelcrs (han for cheap 
Zombies and Skeletons. That is quile 
clear to all Undead players. If you lose 
a fight and you h:lVc to rcmow three 
extr.a Zombies, you do h withom a 
moughl (you can :dw.tys try and mise 
them back laler anyway ... ) . Your 
reaction is \"t:ry different when you lose 
three fu lly equipped mounted WlghlSl 

TIlt: Undead rule, therefore, is 
proportionally less of a bonus the 
more powerful the Undead model is, 
and therefore expensive, because the 
main penalty (cxlra wounds in close 
comb;!.!) is more and mon:: crippling. 
Aho, the cheaper the model , the larger 
the unit you can build, so you're more 
likely to outnumber the enemy and, as 
a consequence, the usefulness of yOUf 

fear Is increased ... a real conundrum. 
Zombies and Skeletons In large 
numbers alw-J.Ys seeml..'d a safer and 
bettcr choice for Undead than 
expensive elite units. 

El'entually, I approached Lhe problem 
by artificial ly incrt.-asing the points 
\"alue of Skellies and Zombies, while at 
the same lime 1 reduced Ihe price of 
Wights a bit. and Ihe price of the most 
expt:nsi\'c Unde:ld units and 
rnanClers. The lis t ended up with 
slightly underpriced Elites and 
o\'erpriccd Undead Core units (that is 
if you look at the models o n their 
own). I'm (onAdent, though, that the 
final points valuc bener refk'1:LS thcir 
real worth on the b:llllcflc1d 
(flnocr5 crossed I) . 
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SPECIAL CHARACTERS 
This Version of the book sees Ihe 
relUm of Ihe one (in)famous Vampire 
wbo has of len been Ihe choice of the 
connoisseur, mixing the Aghting 
proWtsS of a \'On C:l.rsleln with the 
m:.aglc powers of a Master 
Necrom:lncer. You'l'e guessed his 
namd 'es, Mannfrt.'d von Drstein Is 
back wilh a vengeance (mainly bcc:iuse 
"'e really IikL"d Ihe model)! 

The second special characler Is a 
completely III.:W face. I was told 10 
write up the text for this new model of 
a N('crarch on a Zombie Dragon :l1Id I 
really .... 'ent over the top, making a 
character wbo is wonh Slightly over 
1,000 points :lind t:tkes all }'Our 
character choices in a 2,000 points 
anny! He definitely wins the title of 
'Mr, All Your Eggs in One Basket ', 
Another interesting point is tha t the 
background Information on this 

powerful y. .. mpire Lord has been 
wriuen by our new Warhammer writer, 
Space McQuirk (yes, that's his real 
name, or so he says ... ). 

ALTERNATIVE ARMIES 
Finally, the appendix a l the back of Ihe 
book includes the army lists for the 
various Vampire families. An Empire
Undead army for the \o'On C:IiJ'Steins, a 
knightly Blood Dragon hOSI, a literally 
Ghoulish Strigoi horde. and so o n .. , It 
would have been fun to actually work 
them into the m:lin list, but that would 
ban: meant having to play test Ih'e 
different armies, and there was 
absolutely no time for that . It was 
extremely fun to deSign these 
altemative armies, and I hope It will be 
at kast as much fun for you to read 
them and give them a go, if you feel 
crazy enough. 

ON THE SHOULDERS 
OF GIANTS .. . 
To conclude this lo ng r.mt, I'd likc to 
thank all the people whose work and 
enthusiasm, past or present, ha\'e 
contribuled to the way I perceive an 
Undead army. 

Fil'St of all , l\Jomas Pirincn, from 
whom I learned so much during the 
making of the Al'St Vampire CountS 
book (and whose texl I pinched 
shamelessly for this edition) , Jervis 
Johnson and Bill King for writing the 
first Undead book, a prt.'1:lous source 
of malerial. Cristiano Delle Case for 
teaching me 10 fear the living de:uj on 
the fields ofbattie, and al l the IX:oplc 
In the Studio and in GW Italy, :IS wetl 
as all the membcf!l of the Gecks 
mailing list for their invalu:lblc 
playteslel'S' feedback, 

Thanks :1 101. 

That 's all, fo lks, and remember, before 
you stan a battle with your Undead 
army always stare al your opponent 
and, with your most cn:epy \'Oice, 
recite these words: 

~A~ )'Ou are, we once were. A!; we arc, 
you will be." 

II really works wandel'S o n your 
opponent's nerves, .. 
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rhamme 
chronicle 

Scrivened and presented by Gav Thorpe 
Welcome, my Elucidated and Pavored BrotlJerbood (J1ll1 Sisterhood, 'o,~, p .... a 
of the lVarbammcr Chronicles. 7bis momh, Rllies-Scrl.he Thorn/Oil and [bmw 
delr't!d into tbe IJllmid jlmsle to la)' before )'011 the ancl.em mysteries oJ the 
Lwn/lmm, strange bipedal denizens o[ tbe exotic con/ltu.!tlt 0/ LII5I.r;a. Detailed 
witbin Is an aCCOllnt of tbeir mllitmy capacity and their mlls/eriliKs in time oj 
UKlr, In lldditio,l /0 (I brief OIJervieUi oJ their peeuliar mce. 

Enjoy, if yOIl will, ollr exhaustifle researcb /Ilto tbe ml/bropoloKY oj Ibis most 
ancietlt mae. 

Lords of Creation 
By Jake Tho rnlo n an d 

Gav Tho rpe 

It"S been a while since we said much 
about Ihe Uzardmen in these pages, 
bUI they've been lurking there alilhe 
while. Secure in the verdant junglt..-s of 
lustria and the Southlands, Ihe ancient 
Siann have-been biding their lime, 
studying Ihe stars for signs of the Old 
One~' pbn. Now their lime has 
come again. 

this lilll I~n ' t the final one that wiJI be 
in the army book, but It'll ~ 101 closer 
than the Ravening Hordes liSl . At least , 
we Ihlnk 'l is . What with Ihe Vampire 
Counlli, UIC High !lIves and their Dark 
cou$in~ we've nOI bt'en able 10 ICSI this 
army as much as .... 'C·d like. And Ihal"s 
where you can help. If you haVt' a 
Ur..ardmen army and wanl to give thl~ 
USI a try. then plcase let u~ know how it 
goes. I'm afr:tid that we won ', be able 10 
answer all your !ellen!, bm we will read 
them and add your comments to the 
melting pot for when we get 
back to the Uzardmen and wrile up the 
final ven!ion for the book.. 

A quick note on Cold Ones: the ones 
you see here arc as they'lI be In the 

WHAT'S UP? 

Dark Elf book. The more we pl;tyed 
Cold Ones as you see in Ravening 
Ilordes, the morc we thoughl they were 
simply 100 good. 111i5 SUghl reduction 
their profile lcaves them still one of 'he 
most fC;I.I'l>ome cav.dry Wlil.1 In the 
Warhammer world, but not quile 5(1 

unbalanct:d. And whUe l"m ahout it, 
there ':; ali>O the question of the famoU$ 
mixed unitS of Skinks and Krolf..igor 
These were not only beuer at figtlling 
than the Sauros Warriors (Which wa.lo 

odd) , but also caused probl(:m.'I with 
rules. Aftt:r several days trying t 
up with ;J. ",";IY of maliing them work. 
Prit:$t1cy had a greal idca which we've 
used here. Rather than having one unll 
"'~th two different IYPC5 of modeUn. 
have twO untts that figll! logelher in a 
special "'".Iy. A1l in all bolh a 101 casier 
rules leml.'i and more fitting in 
background terms. 

finally, as this lis! i~ fOf" those of you 
already bave a l lzardnwn :l.mlY (and 
therefore Ih!: old army boQk), I've 
concentrated here on Ihe rules ~nd 
list rather Ihan on background 
Information. Of course, we'U do lo.a.ds 
cool new background info when ule 
book comes out, but Ihe general sweep 
of the hlslOry and culture remains the 
s;lme. Only the n:lme.1 have been 
changed 10 prolect the inno.;em . . 

With fifteen amlics to go through, ir 's going to t!lke a while before:l.l1 
the army books arc out for the new W:l.rhammer. Of course, you have 
the Ravening Hordes army lists to use In the meantime -lhat"8 what 
Ihey're there for. Everyone would like to have the full army book for 
their army right now, bur unforrunatdy thai iu.~t isn'r feasible, so 10 
keep everyone happy we're going 10 do a 'wor.k in progress' version of 
some of the lis rs thai a re further off in the diStance. The first of the))e is 

the Lizardmcn lis t you S<..""{! here. 
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J. ., IudB'! pu.K<I ... htB ODe of lhe 

WIIC IUDl.iDg u,!0 lhe 8'0W'1B8 
"Sir. suI Linrdmu .. douu 01 
El Ci.d.avo ~mU8a:! IMm his I~al 

hlmktd II! tho: I,ool\(by sUlShilK. 
10 Ilnne the I!llivts." ho: uid. "'0. hr.-@ Ih.1 thts!." Wllh Iha, ht 
ofl 10 meel his gUC$Is. 

(~.I1UrcS. .11 lhe: umt bhu-grttll 
IS rbcir lugtr brothcTJ. &~cul 

, ..... ~ tarried hriUilorly colored 
XadIa h.II>I:" ud trests. .ad Ihe whole 
,.., WIS I,den wilh golden iewdry. 
,..,. .m I feUI for Ihe eyes. 

AI D Ci.d:rvo slued II Ihis sp«uck. 
_ of 1111: SINlIer t rUlura l1eppcd 
.... rds .1Id ,. havtly KCUled Tile .. 
... "Gttrtlll8s mOSl glorious InUI<r-o[
wnon. mOIl DObie o( "IYellers OB tht 
....... PODd. My lord XtirU" bids me 
.....,. you 10 Ihe hospihlity of ollr 
_-Utcd .hoftt. Did you b.ne a 
_ tTlpr 

"Cmtitg" to your !>Oble lord" replied EI 
c.dno. bc;. ... iag to lilt 100d- Ibiag. 
, 11M (Orne from IUO" these .. ide 
.-n to bato .... oodrolJS gift, "poa 
".' Witb lIul he look the chat from 
Ean.:a uri cmfully pbca:! il ia froal of 
• pUuqUIl •. "Such nltuhla Ire 
pbhful ... b<" .... e CotI\C from.- bollia:! 
Ik .,ulled geDelll. winklPg 10 Ellrieo 
... opeIllg the chest. Inside .. ere III 
_ ,lid color of chup gl.M budL 

-Bt.hold" uied El CarInG. "Richct to 
d~nle yOllL. er ... m'lesllc bro ... • He 
begall 10 b,.d the: ~ubla 10 lhe: OCItCSl 

Slr:iokl who looked decidedly 
unimpressed. hUI h.iadcd Ihem louad 
Donelhclcss. "And 'hC$l: lookiag gliUCI" 
uid Ci.dn·u .... viog I pittt of brolr:eD 
mirror 10 uteh lbe Ilghl. "Thdt lih Ius 
never beea Kel oa lhac IhortL AU I 
IIIr: ia relu", is tMI ... e be allo"cd 10 
ml~b ial~ad unmolested lad pcrhlp' 
coUeCl I few mcmealOl 10 I(miad IJJ of 
our visit." 

The Slr:ill.lr: ialcrprucr .pulr:c '8IiD. "My 
lold XliDki illSlruc" me 10 Ihaalr: you 
(or your mOSI gellerolll gifls. bUI is 
afraid Ihll he ,>aDO! ponibly >tcepl 
offerings of .uch._ quality." AI if DO tue. 
Ihe Liwdmeg dropped all tht "iaken 
inlo Ibe SoIad aad Iurlled 10 Sine '1 

EI ud.avo. 

"Why. you ulIgflldul WTcICht. cried E1 
C,d,'iO. "Ellrico. hrillg up Ihe tlallO .. 
Th.iI"1I implUS IhcOl.· The:a. '''Iiog bKk 
10 lord Xlillki. he: uid -rm sorry you 
dislih my gifts. Pcr .... ps Ih" will be 
IJ\Ort pemluivc:." He lur~ ud lIodded 
10 EDTieo who hId r(.ldied Ihe "nDOR. 
There Wj.5 a dedeniDg loot. 

"Thc:re" s.oid EI C,d.vo. turllll1g MCIr: 10 
Ihe Liutdmtll .. i,b I .. ollish gria. ·Th.it 
is Ihe po"" .... e brillg .... llb 111. Why 
do,,'t yOli IIlr:e your SIOIle _pens and 
(uther slr:ins lad rUD 110011 00". I 
ptumisc: you wn'l be hun if you Illy 
OUI of OUI "Iy." Lord X,illr:i bli.ked 
slowly. obvloIIsly UDilJ\pttt,w. 

SltppiDg forward. Ibe Slr:illk intcrpreltr 
poinled 10 the sky "yillg ·You h.ve 

multa:! our gods. To , ho .. his 
diSpleasure lofd Solelr: .,11 s .. allo .. the 
lUll.. All .,11 be ill dulr:DCSl .M the 
.... orld "ill £.11 iato petpclull lIight." 

As 011( the TilelBS bum OUI hughillg. 
tlUlcblll1l their sida Illd f()lriag UIIti! 
Itlrl poured dO"11 Iheir checks. 
EveD!w.lly EI Cadavo m'D,scd 10 pull 
rurruclf logcthe:r Iocrg clough 10 blun 011 
• AIr'ghl I..ds. toough 01 lhac primitive 
slVIgcs. . ." Bul before he: could fi.a.ish the: 
com mud I cry Wtol up from his lOCO. 

-look! The ,ullr Everyoac tUfBed to 
follOW' the: puillllig fillger. As tho:y 
"'IChe:d. I hl.clr: ,uia begla 10 cover the 
,ua. "Solek. Sottlr:" ' .... aled 
the Lintdmca. 

"AIiIlUillh!" cried lhe: Tilclas. "~~e 
"Help!". "Oit.uter.. "The: tad of Ihe 
world tw comc!"" 

,In .. 

Pialt splud tluoullh tb.c Tiltlos IS Ihe 
air g~. cbill lid Ib.c dltk_ became 
tomplct~ EI Ci.lbvo llood f'OlCll lmDIIg 
his f"Illic-slrickeD mn .. ho duMd .boII, 
Itlriag lhe:ir blir. IClClmiag for 
forgi~e_ 01 offering up pnycn. 

'Ye gods! Wh.il h.~e .. e dODe?" mullercd 
EI C.dl~o uader his brcl1h. Thea louder. 
"BlClr: 10 Ihe boilS!· There was 
, ".mpede. 

/u the Tiluos frlllliUolly ro .. ed J1I'J1 !he 
sua beglD 10 sho. ill face ooce mOf~ 
bill Ihr::y weren'l ,boul 10 Slop.. ·Ro •• 
dama yua! RD'Wf CTKd the: up1lill. nd 
they TO .. ed eYeIl .... rdcr. 

O!I 11K .hole tht Slr:i~1r:1 .. uche:d Ibe 
ttlipsc: 'omplele its divine cyel~ gllllllillg 
IS ollly Lizards UD. 

~ _ ..... Ito,I _ 

c; TIlE - WORLD 
C; "'NO -

C; e -
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Each templc-cit)' of the 
lizardmcn I~ like a separate 

lnde~ndenl country, ruled by a 
Magc.Priest and defended by IL~ own 
amlY of warriors. The armies of the 

Lizardmen arc \'Cry exotic and colorful. 
The cohom of Skin.ks and Saun.l~ 
warriors line up in their serril"(i r.mks. 
each with a standard depicting one of 
lhdr andent Jungle goc:l~ and led by 
officen. bedet::ked III fl!:tthcrcd 
headdresses. Regiments are 
diStinguished by the vivid colotS and 
markings of the warriors' seal)' skin and 
everywhere i5 the gUnt of gleaming gold 
and bronze weapons and ~rm[}r. 
Towering ~bo\fe rhese hordes arc the 
Swa)'ing hov.>dahs on the baeks of the 
awesome Stcg;adons and the ferocloos 
Kroxigors . Commanding the army Is tJle 
Slann Mage·Priest. borne :uoft on his 
golden palanquin. 

Spawnings 
Slanll, Saurus Warriors, Skinks and 
Kroxigors are spawned in ponds and 
SW'Jmps, whereas the v:uious reptilian 
beasts which serve them, such as the 
Slcgadons and TerradO/ts, are hatched 
from eggs. 

Every L1:tardmcn ci[)' has its sacred 
ponds and expanses of marsh when;: the 
spawnings occur. Skinks and Kroxi,IWtS 
It~nd to spawn in ponds and swamps 
open to the sky, whereas Saurus an: 
usually spawned In dank subterranean 
cavcrns. Pyr-dmid temples are frequently 
built over the top of the enrrances to 
such cal'erns and o utlying swamps are 
sometimes made into rectangular saCred 
ponds. Some da~ after the spawn has 
~n laid, it hatches into tadpoles which 
grow larger and more po .... 'erful by the 
day, fctding on Lhe enOnllOUS number 
of tropical in~ect.~ that hover alxwe the 
w.lIcrs. When the Lizardmen a~ full y 
den~loped, they emerge onto dry land 
in enornlOUS numhen. 

The interval bcfWCCn spawning.~ can be 
very long, and usually a spawning will 

Clockwise from 
fwuom left.' three 
&lurus u'Urriors 
(/emollsrrarillg 
~'(lriOUS cO/Qr 
schemes. {I brigbtly
pallen/ell Sklnk 
Standard IJeurer, a 
mighry Kroxigor 
and thefcarroll/I! 
Stegm/oll u>lth lIS 
hou,dllb filII of 
Ski"k riders. 

nI')t rtX."ur in the same pond within the 
lifetime of the last generation to be 
spa"'11(:d there. Thus. each ciry is 
surrounded with ponds which spawn aI 

different timCll. so that a partleubr pond 
will be given a name such as 'Sacn:d 
Pond of the First Generadon ' referring 
to the fint spawning of a new cydc of 
spawnings. Since generations emerge 
from diffen;:nt ponds at dift'crent 
intervals of time, there are alwa~ 
several agc-groups of Uzardmen living 
In the population of a city at any tune. 
The Mage·Priests k~p detailed rccorW. 
of tllC spawnings but can still be taken 
by surprise by sudden spawnings 
oe<;urring in ruined clrics where the 
I'l."eord~ havc been lOSt in antiquity! 
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Slann Magic: the Wisdom of the old Ones 
lhc :lndent Slann :itt lhc mOllt polen! 
wiuttls in [he Wlimammcr \I\"Orld, ;lllk 
10 IIlOVC cnt/I'I:' pl:!.nc~ if they put Ihl'ir 
~ 10 11 fortuna u;ly for their foe~, 
dIdf nund5 are usually uccupicd on 
~ mlpo"anl mallcn than merely 
lIFting Ihe lc~scr r.lcc.~ 

.11 Mann .\bgc-Pricsis come 10 sc::lect 
I bdhrc a b~lIlc. Ihl,' lUI! 
m(/1'1: f«:c(,\om ,han norm:!L 

'I'bq may U~ any lOr(: from the 
'l'art.:tmmcr rulcb(>ok. Wh"t's more, a 
... c :,Iann can chD()Se from more than 
OIIC' Iuo: I~c ... d of being limited 10 just 
0Ik Trull' 1~"Y are Illll.'iICrs of rn:tgicl 

tkN. do you do this? Pkk a USt. roll ~ 
ditt to sec wh:u you gCI, choose Ihe 
drbull Insu;:ld. if you Uke, and then 
dIIX.&c another liS!: Of' Ihe same O<1e 
tpm. You cannIX have Ihe s;unc spell 
tt.o thc ~amc lisl more than once po:cr 
I-Ibn:I a~ nomlal, 50 l'(!·roU (.h.l l)lJc:uc 
_Its. 1\(M'c,'cr, you could have the 
_ .. ffcn from ['''0 different ~pdI5, cg, 
HIe lklll and I)(jrk Hand of f)t.'iilb 

, ... , " ;,,,,,,. SUnn:l re 50 powerful ,hal 
+ 1 to Ihl"ir .utcmptS 10 bOlh 
dispel 

SIIINK MAGIC 
'llIc SlUnk Shamans an: fAr less pou.:nl 
alUrds than their Sia nn mast(;n and 
nrdy 3chic:\l: more dun a rodimenmry 
andc~ndin~ of magic. '1lCir tnJning 
iIcu&e:! on btronomy and 'lSlrology, 
lII:w.:n'ing the mO'>'t:mcms Of the 
llavtnlv bodies :I.nd divining the plan of 
lilt OId·On~ fronl them. Approprbtcly, 
Ibtk Sham .. n~ U.i\C the Lore: 01 ne:ovcm 
ilr ttw.·Jr :.pcllt":l.';ling. 

MAGIC ITEMS 
You ma)· choose magic ilenu ftx rour 
ctw-.:tei"5 and units from the following 

Iht andlor the common magic ilems on 
page 1)4 of the Warhammc:r rulebook. 

Piranha Blade (magic weapon); 
+2 Attacks. 50 pIS 

Dagger of Sou.:k (magic wc .. pon): 
Sklnks only. + I SIf"Cnglh. In addition. 
when 6ghting Ska\'en (",Ach wound 
inflicled by tm- d:l,ggcr counts all 2 
1000oU"tIS comb .. t re$Olution in~lead of Ihe 
normal L 50 pts 

Sword o f Ihc lIornet (magic ",~apon) : 

AJwa)'$ strike lirst. 25 pl5 

DUamed (magic annor): 
Counts as wl..-:uing annoc (5+ armor 
SU\,(;, combinCli as norn.al with other 
annor 5:tvt:~) . 

Re-roIl f.l,i led annor s;.I\'I..'"5. 35 piS 

StCg::lldOD Helm (magic .. mtor): 
~by bt- worn in addllion 10 other .. mlQl" 

(5+ amlOr :g\'C, oombinl.."S as normal 
wilh o ther armor savcs) . 15 piS 

Glyph Ncdd .. ce (talism:m): 
5+ Ward :g,·c. 

Amule t o f Icd (I;.dbm .. n): 
2+ Ward 5:t\"c .. pinsl the 6rst wound 
~ulTercd. One use only. 40 pl:! 

Amulet o(xapatl (talhrnan): 
Gi,·CIj its wearer Magic Rt."Sisiance (2) . 

40 PIg 

Cloak of Fe .. thCr:l (enchanted item): 
Skink on foot only. Model on fly. 

40 pl~ 

Oane liead (enchanted Item): 
Nominate an ('m .... my ch .. r:iCfcr at Ihe 
Man of Ihe banle. All unS:l\·c<l y,,'O\.Ind5 

caUJit.'d by 1M tM.::arer 0 11 the noml ll .. te<l 
tal"gCt are douhlc..'d. 20 p" 

PhlilUC o(OoullnJoll (arCInC ilem) : 
Adds I CXt rA dicc 10 the. Uzardmen 
army ' pool of I'ower and Dillpcl diet.' in 
each plat'er·s tum 50 PIli 

TOlem or PToph«y (magit: b;mncr): 
TIt.e unit causesJetlr. 75 p15 

SUII Sland:utl of Chotec (maglc 
banner) : 
Missiles fln.:d al the unit carrying Ihe 
b.uUler arc al .) to hi!. 40 ptS 

Totem of the Cre$led Ones (m3gK bOUlfRT) 
The- unit gets 3 S+ Ward 5:t"e 3g3inst 
nom"d and magical ,"Issile~ wi th II 
Strength of5 o r mon: . 30 piS 

J agua r Sia lida rd (m:..gic b.:I.nner): 
The- unit pursues an extra 1>6". 20 pIS 

MARKS OF THE GODS 
The many gods of the Uz:irdmcl1 are 
.sometimes mO\"Cd to mark out one of 
their rol.lowcl"! fot gn!:Iln~. The-~ 

muk5 arc carcfu Uy CXlImilll..-d and 
compiled 1»' the Sltink sctibc5 so Ihal 
they mar pick o ut the chosen OIll.'"5 from 
l.."lIch sp~wnlng and assign Ihem to dUlies 
thai befi t their StaniS. 

Sklnk and S .. urus t:hllfllCIcr5 may chOO:'lC 
marks from the fol lowillg liS!: hl5le:ad 
o(las we ll ~S taking mugh:: items. The COSI 
of tlte marks Is taken from Ihe f'Oint.~ 

aJlowl..-d 10 each t:hara~u.;r 10 spend o n 
magic Items fo:"'ch charACter may only 
hal't: a gh'c n m .. rk o nce, Ihoogh he may 
ba\"C. ~nJ differen t markll More than 
one character In an ::IInny mOlY baYl: Ihe 
ume mark of Ihe gOd~. 

You should paint dll.'S(; markings on your 
modt:l5. NOle Ihal the gods are nOI 
""'"~)"5 predu:tOlbk in 1ht..'IIc marking, so 
whilst one of Tepoc's choM'n may h"\"e a 
purplc cresl, anolher mar be complelely 
purple o r have purple spot.~ or ~tripe5. 
l'anicularly fonuna te chanlcters mUl: 
have more than one m~fk and SO Me:a 
combination o f these coIONi. 

M .. rk of the Old Ones (albino), 
+ I Woulld. SO p\.\ 

M .. rk o f T1axt:otl (\'Cllow): 
+ I l.eadersh ip. 50 p t5 

Mark or Chotec (\"CnniUion): 
+ I Allack. 25 pts 

Mark ofSotek (blood red ): 
FrenZ)'. 2S PIll 

Mark o f Hz l (gn!al crest) , 
+ I Strength. 20 pt$ 

Mark ofTe poc (purple): 
Skink Shaman only. KflOVI."5 I man: 
speU Ihan nomml for his level. 15 pL5 

Mark or Huane bJ (black): 
+ I MO\'CffiCnt . 

Mark orl'Lunki (mottled) . 
+2 Inltia ti\"!;. 
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Lizardmen Special Rules 
The following sp!.-d.;iI rules apply 10 the 
U7.l1.l'dmc" ann)'. 

• CoW 8kJodc:d. lJnrdmcn unitS roll:ill 
P5}~ and 8rro:ak (~b on 306 and 
tiOCatd 1Iv: highc."!>I dice ~ 

• Aquiltk. Slunks and KI'oxlgor ~ 11lO\1: 

O\'cr nursh, nltl'll, liur.un .. , bko. or odler 
wat .. r ft:'.Itun.~ withoU! penally and WlU 
benefit from .'lOft (Over Ifln ~Udl terrain . 

• Scaly Skin . ,\bnl' Uz:lrdcncn ha\'C:tIl 
:ll'fnOC' sa.~ erum lhciT Kal) s lo.in. This may 
bt' combined "'1m annoc' and shkkb a!o 

nomut S::aurus and S:ilalIUlndc:r!i h::n~ 2 
6+ armor- SI\"..:: KroxigOlS h1l".. a 5+ 
:umor 5a1 e and Sl~ons hal'e a ..( + 

• Blowpipe. l '!lae h::1\'C a r:lllge of IZ" 
and 2" Muillple Shou. l'hey suffi::r 
pen;tltln for ""'s range, moving and 
~'ns. ~ u nonruJ. 

• Polsonnl anaeks. A.U al&\d:s &om 
Skink a!T<"""f. }a1'Clim or blowpipe d::uu 
COUll! ~ poisoned "l!ack.~. NOI" th:lt this 
only :If/plies 10 bhooting all:lckli, nOl th~ 
In e~ !;OI11b;1I. 

• Mb:ed siu u.illS. llu5 b 1M)! a 111...,., 
ruk, bul:a,..,...under of the ono. 00 J»8C' 
59 & 98 01 the: m:ain rokbook. \Olen 
$hooring al unilS coolllining a moourf' 01 
difl .... n:nt ~ models (such :IS 

salamanders or uolts L'tJlll:llnlng Stann) 
}'ou may ch~ fO target dlher one 
lfUOp !)'pC or the Olhcr. So rOll COlIld. &Jr 
CDrnplc. choo5c to fire 00 thc 
SaUmander Qthcr than the S1anb 
at'OI.lnd" In thb ~ tht'·1 to hil lOr 
being a skimm.h Untt .... ould Iilill apply. 

SLANN 
Sl::ulII arc lheleadel'$ ofll.e I.l~rdmen . 

dlf'C'CliJl(l their eITurt$lOw,uds II 
compic..1.ion of lhe Old Ones' pbns. A 
l.1zolrdmm 2tIJl~ '" dl oft .. n be: lhe: 
fIC'l'SOIU1 rt'dnue of:l pan.itl.'ubr SUnn 
~ge.1'lioI: or Lord. 

W'gc largd, 

hll'"quln : "n::at thc Shmn lind IUs 
1:M..'IIrt;'~ lIS:a slngk: model with :a )inglt' 
proIile, r ... ther Uke: .. charlo!. Ux: II IWlC' 
~ o('TSmm "'* and 50mm deep 

If the 5bnn hJ$ ;o.ned a VIIi!. oIl1'OOf», 
t~ unll COUnl.S r.mk bonu~» ifthr 
space Iilkt'n by the palanquin ..".t:n:: llIi«:n 
by nonnalll'OOfIl>. 

Note: l'nJS(JOH.'lI Altac/u u'Olmd their 
t(1rgHs "utQllllllically UMI tbl!y 
JOOt'f' a 6 on tMlr to bit roll (as 
d4Cribed IN. ~ I J4 of IbI! 
mlebuoll). 8 .. 1 u-bal bdppens if)Vfl 
"et!d (J ., lIt'''lOIV ta bit ill ihf! 

l
first place? 

III these t;aSC$ tbe polsoll mls 110 
('flcel , (m(l so $/lcb bJu ctl/mal 
/I'Omui (lI<lomaticafly 

The SI:UUl hlLllll Unit Strength of8. 

Clmem pladom Siann ate roncctOl:d 
with the pun of the Old On(':'l and LM 
WOI'ttI.np of ~ t:lther th3n fighting the 
~~. ~11ySl:mn ... ,U IlOl 
USI.! nlllgical3.l'm()l' Of" ... -apons. 

Shield o f the O ld OUe5: SJ.:mn :art: 

plVleclcd by polen! magical d ... fcIl.-"C!> 
which give them a 2+ Wart.! sal'!;'. 
Ilo ... ~'U, moods in ~ contact ",ilh the 
Slann 21\' , Iighdy lru;idc the myslical shield 
:and the sn~ asainst thdrlluxb to 
ruJuccd 10 a • + Ward.s;J\"-

SAURUS WARRIORS 
Saurus WaJT'lon were bn.-d specially 10 
fight (or the Old Ones 0110)' mHl .. nnla 
ago. and tlic:y stili fonn !he ~dbone of 
l.U:udmc:n annid today. 

Cold 8looded, Scaly Sldn (6+). 

TEMPLE GUARD 
Each Siano hllll " pcnlOn~1l retinue o f 
S3UI'\IS W;rn'\OD whO!iC dul)' It is 10 

prol<."C1 him" hllst he Io~ In 
COI11t:mpl::l\ioll o f the Old 001:$' 

""'" ...... 
Cold 8Looded, Sc:aJy Skin (6+) 

Sacred d u ty: If the Temple Gu::tn1 unil Is 
jou\cd by a SI"nn then il Is ~uffusc:d with 
hi~ power "lid becQmC,'l swbbonl. 

SKINK WARRIORS 
Skinb ~ nimbk and intell'8ffil. Ic:itling 
the: main jOb of fighting to the StUrdic:r" 
SauNS W:arriors. JOStead, the Skinb fonn 
doud~ of ~klnnlstw..'r,!;. nimbly dodgmg Ihe 
enemy unlts :.md 5kining round Ihell' 
nan~ where IIK'1 can pcppcr them with 
poiM>tled j;tvdins and arTOWIi. 

Cold BIoocJcd, Aquatic:. Skinnish. 

$co!.'l$; 'T'hb ... 'tWb; esaal)' a!o ClL'pbin;:d 
on ~ III ol the rok:'book ... ;m the' 
bllowing additions. 5a)utlng SkinIB 
count as 0111 of slghl if thl.'Y are deplOYL-d 
within ~ waler fl."lIlurc:. lind mon: tban 2" 
from il.'> edge. 'l11C'f mu~t ~1II deploy 10" 
or mort' from ennny IJOOfIS as norm:tI 

Sklnk characters may be: beld tw::k from 
normal dC'pkn'lllCfll and be placed as 
Scoulll aftL .... the rest of the anny 
h~ d~-ro. 

CHAMELEON SKINKS 
1'hc5t: rat\" :and xc;retWC Skinks:an:: 
ITWtt'l"!!' of.staJth and amoufbg,=. 'I'hc:y 
(211 ~ moclonles.s b houB, C\~"8 
:ill but the IJlOt'Il thorough of ~. 
biding thc."U' lime until thq an: read) to 
uolc;c;h II ha,l .~ht:nOm<Oillcd dans 10 
~1"ughtL"r thdr enemies. 

Cold 8 100dt, .. 1. Aquatic . Sklnnh h . 

II'l m~l<:h Ihdr surroundlnS1l, the 
ChamekOfl Skinkli are vet)' IIllJ'd 10 )poi. 

This means ,hoit lhe e...·my $U1IiI;;n;t1l 

addilio::Mu1·ilo hit ... "hen shooung at Ibc::m. 

In addition. they 21\' able 10 sneak up 
can:mely dmc to the t"TICmy. Clumckon 
Sbnts -arc depIO)'ed al the. $:IffiC lime as 
SroUI$, and om be pl:tn-d In one (If ~'O 
W'~YlI. Either place them CJ[lIcdy like S<.'OUDI 
bul ... ;m 00 minimum dlsuance bc''"'''Ct'n 
lht'UI and the enemy. Of" place thc:m in sigIR 
ofthc- conny (C'otn in!he open). bul ~ 
thvl I r away £rom them. 

COLD ONES 
Al!hough thl.,), are diffICUlt 10 U'lIIin , Cold 
Ones an:: the perfect 1110Ul1l for S~UI"\lS 
\l.'arrionI. BOIh rider "tid mount art' dcadl,' 
lulling machfnd and the eombin~ulon 
Is ~"1scujn ... 

Cold 8iooda1. Sc:aJ}' Skin (6+), CaUK 
Fear. Siupidily. 

l'llck-likln"oo, A ,,'1UTIllr mQuntl.'tl on a 
Cold One "ddll +2 10 hl~ IImlOr ~l"e 
1n..~I"'.ru of the Ilnrm:tl + I fOf' 
being mountL-d. 

KROXIGORS 
1'hese ~ cn:at~ a~ far ....... "'" 
.scI'Qllger than 'he: otbcr l.izardmcn, 
1000'Cnn& abo"", Ihe l in), Skillks :and 
burly SaUrlls. Nonnally, thclr bUb'C . 
b usc.'ti 10 L'lIny the t 

make' up the I 
but in battle 

Cold 81oo(II.:d, Scaly Sldn (5+). CaIQl(' 
Fellr, Aqualk . 

SkJnni.sh Scr=n : Sklnks :and Kroxiwm
ortcn fighl In cI(l<'\Cly llnked ronn~'loru.. tilt 
~m:llk:r Skink.5 SCOIItl~ flUt the enemy for 
the Kro:dgors to dlarge \lokn thr Skinb 
Dnd ~ encrny. lhq .... hispttbac:k W lhe 
KroxigoD ",I~ then ~ through the 
scra:n ofSlmk skirntbht'D 

Bolh Skink., lind KroxIgOD an: 5c.:par.uc 
lin,\., :ami follow aU the nom.ai roll.'!I. In 
ilddilion, Kro:cigoD may 5c.. ... , and eh:tr}lt 
thl'QUgh SkInk unlll! (including Oumcic..'01\ 
Skinb). Unfortunately. though lhe ~ 
know dJco: ~ will clurgc:, 
tbe-) don'I g\.'1 OUI d the ... ~ in Urne! and 
~ killed In the >olampcdc:. RollI! D6 pt'I' 

Kro1t.igor in the unit chaflClng through Ihc 
Sklnkli. For each roll of II I \I Skll,k 
is cnJShed underfoot by tlte 
lumbering Kroldgors. 

SALAMANDERS 
()a;porr the.- many cb~ oJl\O'"""> ,b_ 
fnctic)uS cmttUl'l::!>, .such b thc:.$1uIJ the 
br.1\'t: Skink! th:1( berd S::ab.m.an~ 10 

b;\IIle Ih"t trn.'1 are onl) '<Cldnm ealen 
by them. 

(,ald m..-.k.d, Sk.i.~ Sed'!, 
Skin (6+). 
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Sllumnde~ Spll venom up 10 2"- l'anJolC 
..., mew OS 10 hil a$ IlonnaL and Wilh 
fit oonnal 1Xn;t1t1c5 for Lung range, 
~ l1:C. Unil~ Ihal are Mruck s uffer 
106 " In:flgth ·f h it!: ",jlh no a m lOr s:l,-e 
pDISibIe 5;llamaodcrs Olay 1101 M:md ... """~ 
tfail the Sldnkoi an: kUll-d. lhe 
"""ndcr Is II"COItl"tl likc a ridden 
_Il-r Iltal Ius LOISt liS rkk. ..... Howe\-....,.. 
.n II c(1ITIC5 10 roUing its ll·:u:k.-n;hip 
b, ~mc il (aib and jUM roll on Ihe 
~cr Rc:ll.l,vn ch':U1 (plIgc I~) [0 !M:C 
"'lildoc~. 

TERRADONS 
I1Iooe IUlckm rcpti ll'S arc trapped ~nd 
1r&Inc:d by lhe Sktnk.>i who rkIc them. 
Soaring :the,.,c the Junglc canopy, the 
Sklnlr ml.'!I..'iCngcl'll and scoutS C',\n mQve 
from tlty 10 d ty with e;I6C. 

CokI Blooded, "'ylng Unit . 

MDunlcd , 5ktnb riding Tcrr.«l(m~ gel a 
6+ ann!)" S.I\'C . One Sli n k per 1'crrndon 
l1li)' '!hoot his shon bow each tum 

STEGADONS 
Slcgadons arc huge and tcrrifyil1g 
mOll$(ers from the <kptb$ of the Jungle 
In I:Klnk IDey are u~ lIS li.i ng batlCting 
rams 10 smash hoial in the foe's linc. 

'1'1'\.'111 Su.'gadons as ridden monslt.'f'II wfth 
mo re than o ne rider. If th e Su.~gadon ~ 
kilk."tImen !:he Skinlai IOnn ... small un], 
of skinuishc:nl. (f all 1110;: Sldnb are kilkd, 
the SlcJPdon b Il"C2u:d like any o the r 
riddc..'1l morlSler. For ViL10ry poinlll 
"u~ only the Swgadon il!>Clf counts. 
Slain Sk.inks are ignored, 

Cold Blooded, Scaly Skin <4+ lOr 
StL-gadon), J>oi.o;Qned Afta eiu; (from 
Skinkli' lavclitL~) , 

CauSC!l Terror, l.a.rgc Target. 

l1owdah: Thl' combinL"tI effect of the 
annorcd hOwdah , shields and giant bony 
= t on the Stegadon i~ 10 give the 
Sk.inkli (or charnclcr) riding II a 2+ arnlOt 
!j.;IVC. This amlOr save cannot be 
impn)\ .... d , m ough a Ch;u-.lClCt could also 
ha\'e a Ward !I;I\'C from a magic item. 

Maw w~pons : l1x: 5kinks carry a 
varicly of "''r.l.pOr\S in lht: ho ... dah. For 

the p u rposes of the game COUnl these :II) 

h:ln d weapons, jan:llnot and shields . 

ImpaCI hilS: The SICg;u.lon CllbC'i D6 
imp.1t1 h itS who;:n il ~,Jikc 

a chariOt. 

Giani oow: Tn:al Ihis lIS a boll Ihro .... er 
wilh SII'Cngth 5 Ih:1I can move and iiI"<.". 
ChL-dc the line 0( sighl fOl" the giam bow 
from il!! position Qn lOp of Ihe ho .... d:lh, 

JUNGLE SWARMS 
l.i7.ardmcn an111e:. onen nun:h 10 battle 
amidSt ~""Jml$ of deadly serpents. 
poiooonous toads and OIhcr replilt$. Many 
thou!;.1nds of these cn:alU I"l!S Inli..",' me 
Sk::m::n lunnel~ beneath Lu~lria, 

pf'OlCClJng the Uzardmen rultlons from 
~1I~ck by the l':lHncn. SOIck himself is 
~Id 10 dirccllht.."SC' crc:lIUI'C$ to aid the 
Imnimen in en~u ri ng Ihat the plans o f 
the Old OnL'S continue 10 be l'alTit.'d out. 

I'or g:tmln~ purposes )'OI.ll",tn usc any 
mixture o f ~TUkl-a; and reptiles Oil ~ 
40rnm ba~ . The c:JCiCl number:uxJ type 
o f models 151]'t lmponanl, hut it should 
look like a ~wann. 
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U~ak:ab&e. Poisoned Attacks. 

Scep2j8.9 oftlx wattwnmcr 
rulebook with !he blkJy.lng llddilions 

;mel :lffiendnu.-nu .. tM.:n cboosing your ann)'_ 

CHOOSING CHARACTERS 
Charolclenl arc I.II~idcd hUll IWO broad 
CllICp>cs; l.ords (the IfIOo';I l)(Iwcrtul 
dl:.l~o."I'5) and HerOeS (the ~). The 
nwdmum number of diar.ll(1.Cft an anny can 
include ~.shown on the: ct\;tn below. 

Army \7Jue Maxunum M2Ximum 

< 2.000 
2.000-2.999 
;,000.3,999 

l + 1,000 

Otaranc:r.! l.ortis 
3 0 
.. up 10 I 
6 Uplo 2 

+2 mu: I max 

IMI'OKTANT: The numhcr of characters is 
lhe lOla! numb':f of ch:u'actt:N a1 lo .. 1:d in the 
army Incluchng lnrds. For ClI'llffiple; :.I 2, 'KlO 
poinl Lu:ardmm army rmt)· iu"t: up 10 4 
dwaaets In tODJ, of whiC'ft I m2)' be a Lon! 
(ie. I lotd + j Ik:roa). 

An :Um}" docs not ~w 10 Indude the 
muimum number 01 dwacters aU~'ed, and 
can a!""r-o Include rewer lIIan Indicatro 
<\ov."li 10 a minimum of one (the Gener.d). 
Simj):ul.y, an annydoes flO( h~\'C to Include 
Lords. it can include all of lIS chal1l(:teB:Ios 
Hefl)Cs If you prefcr. 

CHOOSING TROOPS 
Tr(\()(lS ~ dMdc:d InlO Con:':. SpcaaI and 
H,;an, uniu.. ~ number 01 uniu cl dd'I type 
lh;w ~ :n"2ibblc 10 you dcpendJ upon tht: 
poinl5 l"luc of your ann)' '"'l5 b irxIicalro 
on the d1a.rI bclow 

Anny Value Core Spedll """ 1 
< 2,000 2+ '" 0-1 
.1.000-2,999 H 0·1 0·' 
;\,000-3,999 <+ 0-, 11-, 
+1,000 + 1 +1 + 1 

For a;unple, if)"Ou :m: choorJing a 2,000 
point army)'Utl mU!i1 1m' a mminlum of j 
Con: UNt!;; and routd chc>o!>c- 10 akc: up 10 " 
Special and (II' up 10 2 Ratt 

In addition, il an indl,iduaJ enuy ~ a 
number bmlting ii , eg 0-1 , Ill<:n }UU rna)' only 
have I~I many In your army 

UNIT ENTRIES 
£:;ieh unil III re~ntt'd by an entry in the 
army list. 1bc unit'~ n:lme is id, ... -n and any 
hmltalion.~ lIIat apply an: explaJnt'd 

ProIUe!L The dunctc.:riWc profileto lOr .he
~ in t'::I(h unl1 aTe g1>.~ in lIIc urn. 
cnuy 1rhere ~ proIik3 ~ Kq.Itn:d. 
thc!ic aTe :dso gM.'fl CYt:n if. » In many ~'5, 
they arc opooru.l 

Unl' Sb.es. F.:.tch entry spt."'Ciilcs lhe 
mlnlmunl sU.c for each unil. In some ~ 
unlllj also ha'·c a Inwmum sUoc. 

Equ lpmcnl. Each enlry liSlli Ihe .undanl 
.... '("apons and armor lor thai uni! The ,'lLIuc 
ofthcse fu.."l1U b iocJudc;d in the p"IOIll C(J8I 

Options. AddIuonal or opcKln:tl w<:apon$ 
and :umoc ~ I~ here t08l-"lhcr ... ;m tbtiJ' 
Olin CQSI. 

SpecUd RulQ. Many ~ l\:IV(' spctiaI 
n~ wh ich an:: dcscribctI in Ih lS liCCIion. 

LORDS 
SL\NN MAGE·PRJ EST ............. .. ......................... 40 5 points 

MWSBSS T W A i.d 
Slann Magc.·Prle5t 4 4" 5 5 5 8 2 4 9 
Ec.J ulpmc nl : SI:!.nn ride palllnquins and arc guarded by Ihelr bc:u-crs. Count thc 
bearel'5' W\.KolpolU as hand ... t:apon~. Their att:I.Cb an: Included in !he profllt' of 1M
Siann Mage·Priesl himself. 

lUgic: A Swm Mage·1'ric:M i5 :II l.e\'cl '" Wiurd. 

OptiOtU: 

• Onr: SUnn Mage-Priat m2y be upgnded 10 a !bilk: Su.ndanl1k~ 
pOinlS. Ii. Bailie SIlIJl(brd Ban:t' nuy any ~ny magk bamlU" (no 
[imll) In addition 10 his OIher Inagk items. A Hattle Standard Ik:ucr 
be: your army genen!.. 

• Mar I;:hoosC magic Items from Ihe Common or IJzammen rna~ic item 1i~15. 
With a m>ll<imum lOla) v:lIuc of iOO poinUl In addition 10 an)' maSk:d 
battle lil:lond:lrd. 

Spcdal ru]C$: Pa/al/qlll, •. lo'8fJ Target. Shield of tbe OM Diles". CO/llempuUfOlJ 

HEROES 
SAURUS HERO 

Saurus Hero 
Cold One 

M WS BS S 

" 5 0 5 
7 3 0 <I 

Equipmcnl : Hand .... eapon. 

()pUoG>, 

T 

5 
4 

w 
2 
I 

3 
2 

A 

4 
I 

8 
3 

• May ~ dlllcr:. gml .... _pon (+4 pts) , spear (+4 pIS) 
or h:llbcrd (+4 pu) 

• May we:.lr ligtu ~nn(lr (+2 plli) and nl~y also carry a shield (+2 pu) . 

• /oby ride a COld One (+28 p"lms). 

• M:.Iy choose rna.rk5 of Ihe gods :and/or magi Ilcnu from the Common or 
Uzardmen nugic Item lisl5, willi :. ma:dmum 100ai value of 50 poinlS. 

Special rules: Cold BJooded. 51;01;' $kl,. (6+). Cold 00('5 eall_ Fear, Ut' fbIdr. 
sJrimU'd and U't! subjecc to Stupidity 

'OIe: Saunu hcroa arc ~ and JIO""rful individua.l5llnd then:forc ext. of dtmI 
counlS as 2 Hero choitts inslr:W of I 

SKlNK tl ERO 

MWSBSS 

Skink Hero 644 4 
Equipment: l-land weapon. 

0",,,.,,, 

T , 
70 points per m,"'" 

w I A i.d 
2 5 3 6 

• M~y choosc cfth(r an additional lund ... -apon (+1 pIS) or spur (+4 pI$), 

• May a.1so choose eilher a shon 1)0...·(+8 pu) Ot ja,'Ciins (+8 plSJ 

• May .... 'C~r lighl armor (+2 jXs) and may also ClIfTy :.I .Iohic:ld (+2 pl~) . 

• May ride a Slegadon chosen :tlt nonn~1 from Ihe Matc unilS scction of the 
:urn)' lisl ill Ihe poinu cost shown there. 

• May ch~ marks of lhe gods ~ndloc magic items from Ihe: Common or 
I.Jz:irdmen m:lglc lIem liS($, with a maximum 10D! .". .... ue: oi50 poinl5. 

Spedal rula: Cold Blooded, Aquolfc. Seoul. Skink llfrOOIO"S and flI~""1s1\.\o CQunt:u. 
Poisoned Allodu. 
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. 

........................................ 6S point.'·. per model 

M WS BS S T W I A Ld 

6 2 3 3 2 1 • 1 5 

• One Skink Shafllan in the :tnny nllly be upgraded to a Level 2 Wizard for 
+35 pointS. 

• May dde ;I. Stegadon chOS\;n as normal from the Rare Vnlls !!-eelion of the 
:army 1iS!:1.I the points COSt shown there. 

• M~y r hoose marks of Ihe gods and/or magic items from the Common or 
Lizardmcn magic item U~ts . with a maximum lotal value of 50 points. 

-' tV/lUlllc, Scollt . 

CORE UNITS 
SAIJRU'SWARRIORS ................................ 11 points per model 

T w 

4 
I 
1 3 

• Any unit may be equipped with ~PC:tl"!i (+ 2 points per model) . 

• Upgradc one S:lurus W:uTior In to a Musician for +6 points. 

7 

• Lp8ndc ont: Sauru$ Warrior into a Stand:lrd lk."1I.rcr for + 12 pointS. 

• prontote one Saurus Warrior 10 a Champion for + 12 points. 

Ipcdal rulcs: Cold BioQ(led, SUllySkltJ (6+) . 

.......................... ...... 8 points per model 

M WS BS S T W I A Ld 
6 2 3 3 2 1 4 5 
6 2 4 3 1 I .j 5 

• Skinlts may OI:changc thelr short bows for javelins and shield (+2 pl~) . 

• Promotc one Skink \0:1 Champion for +5 points. 

Spedal rules: Cold m()O(led. Aquatic. Skirmish, SeaulS . Skink a/TOWll and javelins 
mum as PolSOlled Attacks. 

0.1 UNITS OF JUNGLE SWARMS ................ 55 points per model 
M WS us s T w A Ld 

4 3 0 2 2 , , 10 
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SPECIAL UNITS 
().J TEMPLE GUARD 

M 

Temple Gm.ro " 
Chaml)io n 4 

Unit SiZe: 10+ 

....... __ .. __ ... _ ........ _ ... _ .. IS points per mode l 

W5 1l5STW I ALd 

4044 227 
4044 237 

Equlprroelll ' I land we:apon, halberd and lighl armot". 

Optktas: 

• Upgr.ldc one Temple Guard 1010 a ~'usldan fot' +7 ~m$. 

• Upgr,Kk 0t'Ie Temple Guud InIl);Ii SI:mdard 8eIref" lOt + I" pointS. 

• A SlAndard BC:lfn may carry a MagIC S!;ambrd wonh up 10 SO pointS. 

• Promolc.- one Temple GuMd 10 11 ChampiOfl (or + 14 poiol". 

SpedaJ rul~, Cold BfOOl.led, ScalySk;n (6+). Sacred Dill)'. 

KROXIGORS .......................................... _ ... 50 points per Dlodel 

Kroxigor 
OUmpion 

Unh Si7.c: 3+ 

MWSBSSTW ALd 

630543 37 
6 3 0 5 4 3 4 7 

F-qulpmcrll : Gn:al v.<t::.I.pon . 

01111011.'1: 

• Promote oni! Kroxlgor to a Champion for +20 polnl$. 

Special rules: 0JId 8/vod~/, Ct.lllse F/..'Ur, Aqll(flll:, Scaly Skill (5+). 

SAJ..AMAN1)ERS· .. _ ............................... 70 poinlS per unit 

M\VSBSSTW I AI.d 

Sal:tmamlcr 6 3 3 4" " 3 2 3 5 
Sklnk 6233214 1 5 

• YQ., ",uy " • .,p '0 2 Suln"'{mders {IS a 51n81e Special dKJlce. 

Uni1 Sin'..: I Sabmandcr "'~Ih '" Slink RunnCJ'S.. 

Eqllipmt"n1'! l<okmk Runners hoWe-;I h;;tnd weapon (go'.Id 0<" pmddcr) 

Spcdall'lIIlc:s: o,Id lJloot/ed. Ai/INlrie, Scaly SIlIII (6+ jew Sulomllllllen). Spit Venom 

TERRADONS ............. .. ...... .. ........ ..... .... .... .. 26 points per ulodel 

MWSBSS'rW]II.L.d 

Tcrrndon 223332435 
l'err.tdofl & Clumpion 2 2 '" 3 3 2 4 3 5 

Uili. S i:ote: j.1O 

Eq",ip.netu: Sklnlt. Riden- mY!:" hand wopon and 5hon bow. lltcir "Iuds,,~ 
inctulkd in the prorue of lhc' Tc:::rTadon. 

Opl klo..~: 

• PrQrnoIc ()l'IC' Ski"k Rider 10 :l Ch:imptOn for + 10 poim". 

Spedal rulc:s: /o'1)1"g fin it, ColtIlJ/oQlied, Mafm/ed. 111e Skink$' arrows ooum all 
PQlso"i!d Niacin 
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RARE UNITS 
1).1 CHAMELEON S.K1NKS 

MWSBSS 

6 z " 3 
6 2 5 3 

L'alt Slzc: 5-10 

T 
2 
2 

w 

• Promote one Sklnk 10 ... Ch:,tmplOIl for +6 points. 

15 points per modd 

4 
4 

A 1.<1 

6 
6 

:~~:!':~;~~~.IHOOlll!d, Aqll(lf/C. SklNllisb, Cbamdf'Qn, Blowpipe darts lUunl 

'S1EGADlOr, S ............................................ 265 points per model 
M WS BS 

5 2 
5 
5 

I.laII Sbe: I Stc8adon wilh either 6 Skink crew or 1 character chosen from the 
Heroc~ 5e<:tlon of thc.Ust. 

~::'1::::~~::.,:H,';md weapon. j1vdln and shield. (f the Slegatlon is nOI ridden by a 
.1 II wU I have a giant bow (('rewed by 2 of the 6 Skfn.ks). 

5ptc1al rules, Cold Bloo<led, Hou'duiJ. The Skinks' javelins counl as Polsrmed 
Mradts. Stepdon" Callsl) Terror, have M:(I/y Ski" (4+) and are Lnrge rargels . 

DOGS OF WAR ........... .... ................ ................. (poiols variable) 
sec While Dwarf 250·1 . "ichl I-tukhl's Raide~ would be a p"nicularly 3ppropti3tC 
rqpnlCllt for this army. 

\Veil, tbat j ust aoollf wraps It up for 
tbis edition of Warhammer 
Cbronlcles. Next mont/) myself and 
Seri/J(mpr 7oof'llton take a look at 
tbe efdritcb Ulonders of imernctive 
magic, (md tbe peculiar (u/vantages 
of 'wobbly' terrain. .. 

Cbeerlo III/til ,/£,xl time, 
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48 TlIEllD TERROR 

stretthed into 
the disIIIIC •• the 
hOl108<1I limps of 
the Storm 
Troopers 
rcflwing off 
the glincniog 
wills. The thiog 
had burrowed III 

, 51nighT line 
through 5Oi!. 
bedrock. pli.'llcel 
ind rotkcrctc 
1like in seueh of 
its prey. the 
vuiou. mucrials 
by like stull 

']0118 the ribbed 
walls of the 
tUllnel. The ,erid 
stench W;lS 

uobcu,bk !lId 
the cnmped 

conditions weTC 

liking I. loll 011 the 

RED TERROR 
by Phil Kelly 

Storm Trooper squId. They'd been in These 
dripping fUllod. for six hours Jlnighl. Ind 
the nidk slime wu utillll I""Y 1\ the 
kevIn of thcir uniforms. 

Scrgcll11 CrclIIID had volunteered for the 
ilCck Illd dutToy mission U SOOIl IS ht had 
hcud the BCIn Two of his mco had heell 
killed in the mlsslcre at the mess hall. 
their ngged corpses slumped tHOU the 
lible, blood mingling .. ilh the slop Ihey 
(llkd food in Devbn. At first. his reqlmt 
h~d beell denied. his emotion~l involvemelll 
deemed 100 greil . Since Ihen. the thing h~d 
killed Inolher eightccn mell. He w~, Ihe 
only squ~d !cider remaining .,...i, h .ny killd 
of ellperiellce in this (ield. It needed 10 be 
stopped. ODd fiSt. 

His piln ,..is 10 (0110"'" Ihe thing biCk 10 
its bir .fter it had fed. killing it whilst it 
digested its litest meal. Eulier thn night. 
Kilean hId bccn devoured feet- first by the 
treuure; Ind if they did nOI find it soon. 
it .,...ould resome huntiog. 

Crelglo checked bis {Jlmer s"uge: Ihe 
wlicr sure ,..ith the (emill8 Rippers hId 
cost them valuable fud. The tcmpeuturt 

readin8' ioside his visor indicated 

WiS dmost nightfall. Tbey .,...ere ''''''''. , 
out of time. 

The reading 011 the luspel( ""'15 neuing 
their position It I worryiog speed. there 
was no doubt thi! it had their scelli. 
Crugao couldo·t shlke the feding th~t he 
wu 00 longer the hunter. 

-Form up. this is it . We·ve found Ihe 
crellure. HinD. YIII Dohl. like point." 

"Emperors panle. Ihere it is! Twelve o· 
do<:k. coming fmr 

Barrding lowards them .Iong Ihe tunnel 
Wis I nightmarish. writhing m~ss of d~ ... s 
lod chitin. its C'UP"CC slick with blood 
~od slime. The bd Storm Troopers 
rebscd I belching cloud of superheated 
chcmic~ls into the tuonel for long 5I:collds. 
rc.,...uded by I dca(elliDg screeching. Ihe 
goul of £ilme billo.,...iog down ,he luonel. 
Wheo tbe backwlsh of he~t bcclme 
unbelubk, Crcls"n give Ihe order 10 
(CiSe fire. 

The lUoncl WI5 empty. The .crid !iTeDch 
Wl5 now eve~ .or5l:. the filters in their 
masks workiog overtime to keep the .ir 
brelthlble. The w.lIs were bllck .;Ih thin 
stuDds of incinented mucus. Crelg~n 
checked his luspex. but the only rc~d;ogs 
were those of his sqUid. 

"Sltge? Where ;s it?" asked VIO Dohl 
CTClgall rem~illcd lileM. it .ould oot do 
10 admil he didll·t kDow. Loog mioutes 
plS5I:d bdore tbe sqlUd shrled forwlTd 
Iglill. Ihdr sh.dows uS! dowlI Ihe tuooels 
before them. 

The burrow opeoed out into ooe of the 
mille·, ,ubtcruouo geneTltor-chlpels. 
trowded .ith thrummiDg eDgilles ~od 

hissing pipes. The melll soles of their 
boots choged 00 the hcavy gTille floor u 
Ihe squ~d spreld out. 

Surveyiog his surrouDdiogs. Crugln realized 
too I~Ic thl! the luspex w., thimillg 
nou more. 

There were ooe too m~lIy TClding' in the 
(cntre of tbe displlY. 

With a shriek of tmillg met.1. the thing 
burst from underocllh the wdkwlY. 
unfolding like some vile pUi» is its forc-
c!'ws pluoged deep inlO Hloo·, chest. 
gougillg out grelt chuoks of bloody Uesh. 
It gubbed wilh so~ke-like speed " nn 
Dohl. wching him in its musive 
c.lciferous Illons. di"'ppelTing bick illto 
tbe hnle before the others (ould gel I delT 
shot. His stre~ms were tut sharI by ~ 
hubbliog cough. 
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"After itr shouted Crc-IIIID .• p'·i"i',,~, 
tOl't'lrd. his ibmer spitting 1 

imlD the s~u below the 
lhom_ Somethins 

. sccond he $I.'" ••• :,:~~,~:o;;: 
m~ldc ,lid don. 51 

8li11t. His squad were hit beds. '"hniog 
luld ,ftC! the xCDomorph. 

.... miDule hter. C;elI8'. admitted 10 
himsdf they !wi lost Dohl. He also 
r~lilcd they 40 ""hele they were. 

TumiDg I. "'fIIU. tic liW something Ihal 
amly io pat I him wilh nluse •. The 
(tuture was /yl II stretched out io , duk 
corDer, fa ooy. drooling jlWI distended 
impos ide. emp,ec plltes rippling 
withkcrlSl,ltic motion. V,II Doh]', he.d. 
slidl :.tth slime. protruded oh$ccody from 
Ix:t II iu jaws. widc-opclI eyes sluiog 
SIf~11I .1 Crc-Is,a bdole he diuppcmd 
oJ- ely iolo ils gullet. 

Ih I lOU of loger, Crc-IS'D opened fire. 
men doiog the ume. the fbmes 

! houmioS the crcllIm. immol'1ioll 
c crY1hio8 withill ullge. It ... ritllccf with;' 
the inferllo for I secood before di~ppcnjDS 
from sighl. Tbe Slorm Troopm . dvlBCcd 
... "ily. A momeot pISsed. 

The thiog rCired up from behilld \. 
nrtwork of pipes. hurllillg tOWltd, them.. 
its m .... open wide. " WIS io their 
before they could fire .• cl.w 
N.vcrre·s b,ck, pinning him 
ill piIKer-uil dug deep illlo 

Outing fonvud, ooe of il. ~,o\dl.ry 
... hipped OUI. I cl,w sliciog through 
101lmdll PclfQvic', held. He ducked. 

11.1011. cuogiog off his hdl,m:;':',.~";:r.::~:!'''d 
him iolo the pipu. The c 
its I.iJ from Weod,', oeck. 
uound Petrovic', legs lod 
lowud, its j.ws. But the Storm 
ClIlp.>CC umOf WlS wedged 
piping, resistins Ihe pull. For 
second. Pdrovic huog of( the 
Itfe.m rising io his thfo. t. Then. 
explosion of blood. he Clme .put 
the ... aist. 

Crclg.n chuged. ch,iosword 
towuds iu slimy. scgmented torso. 
blow bit into • Vlst d.w. the teeth 
streamiog i8 they bumt into booe. llld his 
um w., forced out wide. Ihe ch.i1lSword 
twistiog OUI of his grip. The Ihing relted. 
ils mn. SIping open. Crus,o h.d no lime 
10 !trum before it struck. 

Cteag.n woke III 'glloiling plin. his vision 
Kucd rcd-b],ck. His whole body w~ 
""ICked in burning torlUre. tupped within 
the: tbing's digestive SI(" His suit's life
support WIS workiog overtime .• dren.line 
thuodtriog through his body. He WIS 

Itids 
puches 
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Whilst the terrifying abilities 
of the Vampire Bloodlines 
are legendary, few have ever 
learned from whence these 
dark creatures came. 
Space McQuirk uncovers the 
origins of the Vampire. 

SPace MeQulr-1.! htls 
colllrlbuled to 
Uf lr-hammer Ar",les 
Books IlIclutUng 
Orcs & Goblins, 
Dwar-/stmd 
Vtlmplre COIUl tS. 

'11C taJe of the drc;ldcd Vampire 
begins many thousands of years 
before the reign of Karl Franz, 
millennia before the coming o f Sigmar 
and the founding o f the Empire. Ii 
begins in tht! realm of Nehekhara, 
now an arid descrt, known as the 
La nd of the Dead amongst men , ·n.r 
Uri tharhain to the Elves and Grlm:IZ' 
Anko r in lIle Khaz.1lid of the IJw:lTfs. 

Most mighry of the Nehekharan cit ies 
was Khemri. ruled O\'er by the Pril.'St 
King Nagash. Nagash rose to power 
after murdering his brother. and it W;IS 

he who flrsl created the lore of magic 
now known as necromancy. Nagash 
used his knowledge to raise up army 
of dead warriors and usurp Ihe throne 
of Khemri. Yet Nag:tSh had not 

achieved true immo rtalilY with his 
magic, for his body 

was still aged 
and withered. 

60 •••• IIITIIWIOnO. 

BORN UNTO 
DAMNATION 

The Origins of the Vampires - Part One 

'Ib channel the d:lrk energies he 
needed, the renegade !'ries t King 
began the constructio n of a 
monolithic black pyrJ.mid Ihal dwarfed 
even the mightiest existing lo mbs. 

The ol her Priest Kings o f Nchekhar;i 
feared Nagash. they gn'W suspicio us of 
his longevifY and knew that he was 
growing (00 powerful. Soon he would 
no doubt conquer them. I'rince 
l.ahmir.r.ar of t ahmla gathered the 
other nobles togethe r for a secret 
cou ncil, :md they dl"Cided 10 unilc 
their forces ag:tinst Nagash . 

Nagash hid inside h is new mo nument 
and Prince l.ahmizzar sel guards 
outside Ihe pyr.tmid 10 wail for his 
Incvlt:lblc surrender, but Nagash had 
other plans. The Black Pymmld had 
been con.,truclcd at the heart o f the 
Necropolis of !(hemri , and thai night 
Nagash used his dark powers to 
summo n a vaSt legion of skele tal 
warriors. Soldiers and kings who had 
been burled centuries before rose 
from their IOmbs and wJ.rrcd against 
their d escendants. Nagash led them , 
siriking fear inm the br:I\'e I~hmlans' 
helU"tS as he rode at the fore o f his 
anny in a chariot made o f bone. 

That night many brave warriors died 
in the surprise att:lck, but the IX-'Ople 
o f Khcmri were so horrified by Ihe 
Undead horde that they unil"ed with 
the gathered kings and marched 
against Nagash. In the ensuing battle 

l..ahmizzar w.t..'J kiUl.-d 
by Nagash himself 

but his son fought 
a sav.lgc ban le 

with !.he dark 

Necromam;er and avenged his death. 
As Nagash 's body fell to the ground . 
Ihe Undead horde collapsed . 

The vic to rio us W""oIrriors raided the 
pyramid seeking to destroy the dark 
works o f Nagash. Ncfemta. 
L:thmizzar 's daughter :md now Queen 
o f L:thmia. was at the head of this rolid 
when she came across one of the Nine 
Books of Nag.""Ish conm.inlng all of the 
I'riest King's nccrom:mlic lore, now 
infamous across the world. 

Thc cursed tOI11C called out 10 her, 
beckoning her to save it from lhe 
purging flam(.'S. She look the book 
with noble Inlent; thinking 10 use the 
knowledge it contained 10 fight the 
evitthat N:lg:1Sh had unlea.~hcd , but 
the book was saturated in dark 
energies. Shc soon became fasdn:l1cd 
by the m;!.c:tbre experimen15 which 
Nagash had worked o n his slaves and, 
before long. NcfcrJ.ta found herself 
copying some of his simpler thcorio. 
At first , it W·J.S Innocent fusci nation, 
but over lime she became obsessed by 
Nagash 's quest fo r immOrtaJlty. 

Nekrata w.tS foolish in her pride :md 
bc.lic\'t:(.1 that she could succeed where 
Nagash had failed . She followed his 
macabre ri tuals and created an elixir. 
itS liquid W.lS as black as night and 
stank of grave dust. Utte ring a prayer 
10 her :mcestors, she drank deep of h . 
Fo r a moment nothing happcnl.-d . 
111en she w:lS gripped by a fearsome 
pain, her veins screaming wilh agony. 
The tonure lurnl.""(1 10 eCii tasy, he r 
~nses filk'tl with vibrancy, her body 
quivering with unnatural energy. She 
felt her hean StOP beating, though she 
t:ontlnued to lil'c and breathc. 

Suddenly she felt her soul pulled to 
another world. the world o f undeatl •. 
A whole new plane o r C!XIs tence 
opened and he r mind raced as she 
marvelled al the beautiful images of 
the spirits o f the dead . Hc r inlli:tl 
exhllarafion was replaced by stark (ear 
:15 Ncfcr:lI:l realized that her weak and 
fr:lgil e soul allracled these spirits who 
surrounded her, seeking the wamlth 
of the living. 

They sought the essence of life that 
they once posseSSt!d and lo re :It her 
unprotected soul. Nefcrata tried to 
fend them off but was unprepared for 
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such an assault, and before long one 
spiril broke through her defenses. 
When the Queen awoke, she found 
herself in the chamber ..... here she had 
roliapliOCd but could feel the malicio us 
spirit inside her. It was thirs ry and 
50Ughl the W'"Iml blood of the living to 
ease ilS p3in. 

For many years the young Queen 
managed to conceal her SCcrtl, 
UmIling her nightly predations to 
slaves, serv.lIltS and others who would 
not be mi.s.scd. After a time, though, 
she could no longer contai n her thirst , 
Ilnd it W".lS then that she bt:gan to lure 
courtiers to her chambers, supping on 
their warm blood fo r relief from the 
torment of her possesS(:d soul. 

N; the nobles o f Lahmia grew o lder 
they began to question their queen's 
eternal youth. Ncfer:WI realized thaI 
alone she was vulnerable and so, one 
by one, gave her dark gift to the 
others by means of the e lixir. Among:;t 
those nobles were her brother 
Ushoran and her High Priest Wsornn . 
1bgcther they ruled over the people. 
bc!Jl..'Ving themseh'Cs 10 be gods. And 
gods they wert to the populace of 
lahmla. undying rulers ordained to 
reign for e temlly. Slowly the o ld 
religio n di(:d aw:lY, to be replaced by 
the worship o f the living ancestors, 
the l:ternal Queen and he r 
Ikathlcss Coun. 

As time passed the vampiric 
aristocracy discovered more of thelr 
powers. The slIn hurt them biuerly. 
but t.he dust of the desen s W;tS theirs 
10 command :.md could be summoned 
to shroud them during daylight hours. 
1111::y had the strength o f a dozen men 
and no disease, bl:lde nor :Iccidcnt 
could harm them. TheI r bodies 
changed, growIng fan gs so rhar thcy 
might better fcast on the lifeblood of 
their unwilHng lIicrims. Soon rhey 
fou nd thaI the gift of e ternity could be 
passed with thdr own blood - the 
creation of a lesser V.tmpire called Ihe 
Blood Kiss. 

Each Vdmpire in turn created more of 
Iheir kind and the temple o f I...ahmia 
became refuge to a whole host o f such 
cn.'am res. They commanded thai the 
poopit' worship them and would feed 
off th('SC unfortunatc souls. 

One dark night, as she hunted the 
streets, one o(th(.' King's fo mlcr 
guards, who went by the n;mlC of 
Abhor.tSh, discovered Ncfer.tta 
drinking from a victim. He fl ed in 
terror at the unrecognizable creature 
be found , body awash with blood, 
bngs and claws b,lfed for the kill. The 
following e\'enlng she summoned him 
to her temple and bade him drink 
from a chalice which, unknOwn to 
him, was Ailed with her blood . He was 

a loyal «.tptain and drank without 
question, thus his f.tte WOolS scaled. 

Abhorash was horrifk"t.! by Ncferal'a's 
trickery but was helpless against the 
thirst that overcame him. For many 
days he tricd to fight his d t!Sire for 
blood, but o ne d ark nighl he could 
nor help hi.~ craving and slaughtered 
many of his own JX.'Ople. 

Realizing the fut il ity o f de nying his 
fille, Abhorash had liule optio n but to 
join NeferJ ta in her terrible coun . He 
WO.lS still loyal to his people and 
decreed a set o f laws for the Vampires 
o f tahmia to fo llow. They would hide 
their presence and only feed o fT those 
wonhy of death. Although Abhor;lsh 
abided by his own code o f ho nor, the 
other Vampires thought themselves 
:lbovc such laws and carried on ,IS 

they had before. The people were too 
fearful to srand agalnsl them, and so 
they continued a re ign of tcrror. 

For many decades the VampIres ruled 
over Ihe people of Lahmia in this 
manner, but rumor spread thai 
Nagash had been seen walking tlle 
lands again. The exher Priest Kin~ 
called a council to unite against Ihe 
threat, but the nobility o f l..ahmia 
SOUghl 10 welcome him back. The), 
aUk-d themseh'Cs 10 his cause and in 
dOing so incurTt:d the wrath of the 
other Pries t Kin~. King Alcadizaar 
un ited the Priest Kings and roused the 
downtrodden (X.'Oplc o f Lahmia 
against their rulers, bringing a grt::l t 
a rmy 10 assault the Vampires ' lemple. 

Abhorash led the defense of the 
le mple, and no ne could s tand against 
the unliving warrior. He had been 
Luhmia's grea test Aghter in life, and in 
undeath he W"JS nigh.unstoppable. 
The high steps 10 the temple po ured 
with the blood of his foes , their bodies 
heaped al the bollom In :1 greal 
mo und of death . In his angcr, 
Abhorash fed wildly, and his s trength 
grew c\'cn more, 

At Wsoran's '>'-urd, the s lain rose once 
more, Undead things bound to his 
will, and assailed their s liIJ. llving 
friends and comrades. Many legends 
say thai Nagash used his ,,".lSI magical 
powers to aid the defense o f his :Imes. 
Myths speak o f a mighty storm Ih:1I 
gatllcred alx)\'e Abhol"'"JSh. lightning 
crackling around the Vampire :ls he 
fought. siriking down those who 
opposed him. Abho r.£Sh 's blade fe lled 
a foc with e \'ery blow, :tnd nOI the 
s lrongest armor no r Ihe most sk!lled 
parry could defend agai nst him. 
Khemrians brought fo rth machineries 
of war and, though baltered by rocks, 
burned by alchemical fire and 
rrnnsflxed with bolts, he was 
Impossible to destroy. The l'llgh I'riests 
ofZandri invoked ancient magics to 
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curse the unllving warrior, and yet he 
fought on . 

fo r a full week the Vampi re general 
and his host of dead fought against 
the bronze-clad army of the Priest 
Kings, tenaciously defending the 
temple and launching devastating 
counter-attacks muuntl.--d o n a 
nightmarish sleed. But for all his 
ferocity and skill , :md lhe d eath of 
thousands of his foes , AbhordSh was 
u nable to SlOp Ihe Nehckharans 
stonning the court of his Queen. 

The te mple of Lahmia was put 10 thc 
to rch and many vampires died in the 
Dames. Of those who managed to [lec. 
most were huntcd down and killed by 
the vcngeful Nchekharans. Only the 
strongest and oldest Vampires 
escaped. amongst Ihem Ncfer3la. 
Abhorash, Ushoran and Wsoran. 

Abhorash was grief-s tricken and \'Owed 
vengeance upon all of humankin(i for 
whallhey had donc. His once proud 
realm , which used 10 be scat tered wllh 
oases and desert gardens, \V'.l.S now a 
lorched. barren land . NOI hing Uving 
stirred In Lahmla, though to th i~ day 
the dead do nOl rest in their gr;wes, 
such was the strength of Lhe magic 
unleashed during the titanic battle. 

The fornler commander o f Lahmia's 
army went northWllrds with four 
companions, sb.ying al l who crossed 
their path , and fed like wild anim:lls , 
gorging Ihenlsch'es after years o f 
deni:lI and restr.lin t. 10 this day, the 
Ore Shamans of the Badlands regale 
their Grcenskin cousins with myths of 
the Throatrippers who sh..-w live whole 
tribes. The l:hv:Irfs greatly feared 
Abho r.l.Sh, for oflcn they wo uld send 
supplies m an isolated stronghold o r 
mine only to find that all the 
inhabitantS had been butchered by the 
mercilC!S5 killer. 

The others fled to N:lgash who was 
pleased with his new alJies :md bade 
each of them lighl al the fore o f his 
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Undead horde. The Great 
Necromancer had become mighty, 
indeed, and the Vampires of I.a.hmia 
were his most deadly warriors. They 
learned much of the Necrom:tnt ic arts 
from their creator, and in lurn occame 
able 10 raise a ho~t of the dead with 
their own magic. 

Nagash had spent many decade) 
gathering togcther an Undead ho rde 
the likes of which has ne\'er wJlked 
rhe earth s ince. \'(.l lh the Priest King.<; 
igoor.tnt to his prt."SCnce he had rJidcd 
the nt:<:ropolises, and his arnly o f 
darkness was SCI to march south . 1·1e 
had sworn vengeance on the l'riCSI 
Kings and W"dS SCI to exact a 
terrible to ll. 

An army of chariots and skele tal 
regimenLS descendl:d upon 
Nehekhaf'J, but the brave 1x..'Oplc of 
that dC$ert land were nOt about 10 

give up. They had bel'n roused by the 
defeat of the L:lhmJan Vampire temple 
and were prepared to light. Under the 
leadership o f Alcadlzaar they fought 
valiamly, and Nagash was fo rced to 
reu eat. As Nag.1sh fl ed back to the 
nonh the fU'St seeds of discontent had 
been sown . Alre:tdy the Vampires 
blamed each other for the defea\. 
Ushoran want{'1J 10 rise :Igalns t Nagash 
and take comrol of what linle 
remailll."tt of his army, Ncfer:lla saw 
v.isdom in aJ lying with N:tgash and 
returning to found a new city of 
Lahmia. Wsor.Ul argued against ooth 
these courses o f action, and sought to 
go intO h iding o nce more with their 
dark lord, in o rde r that together they 
could uke control of the ..... orld 
through magic. 

Nagash ignored the pcny rivalry 
amongsl his most trusted servantS, 
and spread :1 plague across the land. 
He rJised thosc ..... ho died from thc 
terribk disease to create another vast 
arm y, bUI on the eve of the great 
battle the Vampires' divisions turncd 
to conflict. 'J11C she truebo rn Vampires 

who had survived Lhe burning of their 
tem ple fought with one anOlher. The 
fight was savage. no single Vampire 
able to better the next. For the whole 
night they battled b ut , as the sun rose, 
the Vampires ned from each other, 
hiding for fear thai th<.1' shou ld be 
destroyed by their enemies' minions 
as they s lepL So it was Lhat the 
Vampires were split apan . There is 
li ttle do ubt Lhat together they could 
ha\'e conquered the world but, 
bcc:tuse of their arrogancc and ,,"Jnity, 
they ..... ere dcstined to become bitter 
ene mies fur the res l of elem ity. I:ach 
now vies for power, creating their own 
army o f Vampire thralls which became 
known as the bloodlines. 

Nefc .... Jta ..... ent northwards, and flOW 

the Eternal Queen and the Deathless 
Coun ho ld t:ou nsel at the Silver 
Pinnacle. I-Ierc the L:ihmian trJdlt,ions 
are upheld to this day, an army of 
Undead warriOrs stands ready to 
guard against attack. Nercrata 's 
desccndants can be found all :lcross 
the Old World, as companions to 
dukes and barons, consort.~ and 
advisors to rich merchants :lnd 
mili tary leaders. Thus Neferata'S web 
cxtends and grows, unfolding 10 some 
distant and mysterious plan that only 
she knows. 

Elsewhere is told the ta le o f how 
Ahhorash slew a great df'Jgon in s ingle 
combat and rid himself o f the curse by 
drinking its blood. His greatest 
disciple, \l:~.I. I : lch Harkon, founded the 
1lI00d Dragons, who roam f.u and 
wide from their home in Blood Keep, 
honing their ski lls in bank so that o ne 
da)' th'-'Y may emulate their master. 

Next month: The hiStory of the 
Strigoi and Necracch bloodlines. 
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efenders of Ultramar 
by Imperial scrillener Graham McNeill ---------+. 

Prior to the 1Yranid attack on 
Ultramar, the Adeptu$ Afcchanicusjiled 
thl4. !?pore on the home worlds Q/ the 
Adeptus Astarres: 

Recommendations on the 
model of Hum. n Society. 
based UpOD cogeDt aDd 
pertinent observations of the 
stellar realm of Ult"mar 
Ref;1Q4{89: In my tIme researching the 
varied and multitudinous home worlds 
& bases of the Adepr:us Astartes. It has 
been a constant struggle to obtain the 
cooperat ion of the Chapter Masters. 
Information 10 date has been scant and 
based largely on hearsay from other 
units fighting alongside them. It was, 
therefore. with extreme surprise that' 
was extended every courtesy by Marneus 
Calgar. Master of the ultra marines 
Chapter when I s ubmiued my request for 
Information regarding the realm 
of Uiuamar. 

Situated deep In the galactic sout h-east 
in the Ultima Segmentum, Ultramar Is 
un ique amongst all the Chapter 
headquarters of Space Marines. in that 
while most Chapters operate from 
asteroid bases, lonely fortress 
monasteries and isolated worlds, the 
Ultramarlnes control no fewer than eight 
nearby systems from their home world 
of Macragge. Each of these worlds has 

Honored Lords. it is with the utmost vigor !lUI I uIge you to consider the cOlltclts 
o( this document vitd to the survinl of our beloved Imperium. The words it coelUM 
imput informatiOb gleuw:d at terrible cost from the ddut of the Tynnid Hive flee! 
Behemoth in the Ultima Scgmcfltum. The stdlu [Cllm of Ultnmu. cOlltrolled by the: 
Ultramuilles Clupter of Sp1ce Mnioes. bore the brunt of the Tyunid fiee!. UId il is. 
in PO small musurc. ihanks to the dcdiutioo, br lvery and Slcrlfice of the Ult~ 
that 50 much WIS lClroed IDd the iOVlsioD hailed. A leadiog luthority CD the Tyuaid 
m:e, the learoed Inquisitor Kryptmao sa ... II first h1.1ld the full horror of tbex alinl 
.tnd he mlized tlut the thrtlt pOSl:d by these: mOllSlroUJ txtugauctic CfUtu.rts call801 
lod must not be underestimated. The knowledge he ind others glined is tbe Gpt 
'giins! Hive Flu! Behemoth prompts me to compile the survivlng I'tCOrdJ from ,,,
duk times U I warning igiillS! future lapses in vigilance. 

As a prdude to this report I hm Itliched the follo ... iIIg ~tnct from the ExplorltOt' 
(iles iuthorcd by Explotltor Mlgos DUI Aquila. 

its own government. armed forces and 
Individual cultures. but all are utterly 
loyal to the Uitramarines Chapler. 
Initially. I was highly suspicious of the 
manner in which the Chapter has 
extended its control over such an 
unusually high number of planets. 
Indeed, when I questioned the people of 
lhese worlds In regards to thiS, I was 
mel with stony silences if not downright 
hostility. Such 'empire building' would 
be frowned upon under conventional 
ImperIal doctrine, but my investigations 
have convinced me that no such desIre 
exists within the Ullramarines. 

Scrivener McNeill. OOlM2 

The worlds surrounding Macragge are 
largely industrial In nature, though they 
are not polluted. polson choJs,ed 
wastelands such as Necromunda and 
Armageddon. I firmly believe thaI this fs 
largely due to the organizalional skills 
and far-slghtedness of the Chapter'S 
legendary Primarch Roboute Guliliman. 
Under his guidance these worlds 
wert. revolutionized Inro prosperous. 
productive planeLS where honest [oil and 
virtue were rewarded and tbe populace 
nourished like never before. [ found the 
Inhabitants of these. worlds to be 
Industrious, disciplined and intensely 
loyal Imperial citizens. 

Untlu other planets of the Imperium, 
these worlds 'are not required to pay 
Imperial tithes, When looking to their 
defense each world can re ly on the 
protection of the Uinamarines, but, as 
would be expected. each one raises 1($ 
own troOps. These worlds are nOI 
required to levy troops fot the. Impertal 
Guard, but such is the prosperity an4 
highly organized nalure of the 
Ultra marines realm that it. maintains 
hundreds of regiments which can fight, 
as and when required. throughout the 
galaxy. M well as their own defense. the 
worlds of Ulcramar prOVide recruits for 
the Ultramarines. and it is a souret. of 
fierce pride when a particular family can 
point to an ancestor who became -a 
Space Marine. 

Some twelve millennia ago, in the 
glorious days of the Emperor'S Great 
Crusade, the worlds surrounding 
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Macragge provIded the Chapter WIth 
hundreds or new recruIts, raw materials, 
supplies and all manner of support. 
Following the. break up of the old Space 
Marine Legions into the Chapters we 
rero.gnize roday, this tradition has 
continued throughout the m!l1ennia. 
Close ties have been maintained 
between Macragge and its surrounding 
planets, and it is not surprising that 
many of these worlds share a 
commonality "In language, culture, 
architecture-and governmental styles. 

It should not be Ihqught that these. 
worlds are identical EaC.h has its own 
particular character and distinctiveness 
which is dealt with in a later treatise. I 
shall confine myself to only the most 
general traits or each planet for now. 

Macragge Is a rocky world, protected by 
numerous orbital defenses and two vast 
polar defense grids. It is on this planet, 
In the harsh and unforgiving 
mountains. that the Ultramarines have 
their fortress , hOUSing the shrine of the. 
Prtmarch himself. Here the legendary 
Primarch'S body Is held within a stasiS 
field and is a place of great pilgrimage 
for all loyal citizens of the Imperium. I, 
myself, had occasion to visit thIs shrine 
and can honestly say Ihat I was deeply 
moved by the expcrfence. Truly was tne 
Prlmarch a giant amongst men. 

Taiassar Is a turbulent planet of 
tempests and violent seas, with but a 
single continent named Glaudor that 
saw the defeat of the base Orks In battle 
following the Great Betrayal. In 
contrast. the three worlds of Qulntarn, 
Tarentus -and Masali orbit a common 
center of gravity and outside the huge, 
enclosed agrl-cltleS are desolate and 
arid. Wind traps collect water for these 
domed Cities that protect verdant 
greenery and hundreds of square miles 
of agricultural land. Calth's populace 
HVf below the planet's su rface, far from 
the deadly rays of its blue su n. vaSt 
subterranean caverns, so fresh and 
spacious as to make a man forget that 
Df 'is underground, honeycomb the 
plan'ers 'crust and though the planet, 
like all others in Ultrarnar, is self
sufficient. a great deal of food is shipped 
[n from nearby lax. The planet's 
sbrpyards are justly famous and 
construct a sizeable proportion of the 
shipS In the Ultramarlnes fleet as well 
as those used by other arms of 
me Imperium. 

Both lax and Espandor are sparsely 
populated worlds towards the edge of 
Ultramar: la,t(. is a model of how an 
agri-world snould be managed and is 
O1Ie of the most productlve worlds in the 

SEGMENJUM 
SOlAR 

Imperium. Other Imperial commanders 
should take notel Espandor is primarily 
composed of forests and is rumored to 
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have been settled when traders were 
blown off course by a warp storm during 
the Age of Strife. 



D
R
A
F
T

glory of Ultramar is 
. Prandium. Its climate 15 

I beauty of its 
marks it as one of the most 

planers ! have ever had the 
to visit. My duties 

:=;;:~~': 1 shall certainly return to 
of the Ultramarlnes again. 

Scribe's Notc; Prand/mll was destroyed 
in (he First 7yrannlc War. stripped bare 
l?Y Hive Fleer Behemoth. 

Initial investigations into the 
emclging threat were undertaken by 
Inquisitor Kryptman. 

Person.l Log: 
Inquisitor Kryptm.n 
The fi rst recorded contact with these 
aliens was at the Tyran Explorator Base. 
in the farthest reaches of the south
eastern arm of the galaxy. It is fro m this 
world that they finally acquired a name 
- -ryranlds. Reports or devastated worlds 
and planets laid waste were logged and 
med by the Explorawr Base for many 
years until I began to see an underlying 
pattern emerging. I took ship 10 the 
Tyran outPOSt to further investigate 
these disturbing reports. Duri ng the 
journey I received a gilrbled report from 
Tyran. forwarded by Astropaths on 
Earth. A terrible vision of the sky rurned 
black by monstrous swamIs of hellish 
creatures. II was a dire warning of things 
to come. 

When my vessel arrived in the Tyran 
system. the navigational auguries could 
not at Or5\ divine the location of the 
Imperial outpost. Where I had expected 
to And a world covered by oceans, I 
instead found an airless dead rock, 
Stripped bare of all life. A weak 
transponder Signal was the only sign 
that this world had once been Tymn. I 
led an exploration team to the surface 
and dls.:overed no survivors, no bodies 
and no trace of the planet's attackers. 
Determined to uncover the tnah of what 
had occurred on1"yran, I refused. to give 
up and at last discovered a data codex, 
burled in a deep bore shaft some 3,000 
meters below the planet's surface. 

The things! saw on that code1C"chilled 
my blood lIke never before, and my 
admiration for Magos vamak. Tyran's 
commander, grew as I learned how he 
and his men had fought to the last 
against this terrifying foe before seallng 
the codex away so that others might 
learn from their deaths. Armed with this 
infomlation I left dead Tyran and set out 
to warn the Im perium of this deadly new 

enemy only to lind that the psychiC wake 
caused by thIs alien fleet had disrupted 
the warp to such a degree that 
communication was impossible. I 
immediately set course for the Thandros 
telepathiea boostec By the time I arrived 
at Thandros, the Tyranids had already 
attacked, and once more, there were no 
survivors. I made one discovery of note 
aboard the telepathlca matrix. In the 
crew quarters 1 chanced upon a 
translucent, filmy material, !ike shed 
skin, and a colorless ooze dripping from 
a bulkhead. Samples of these were 
taken, and although It was clear they 
were of alien origin. nothing more could 
Qcdlscerned without proper laboratorla 
factlities. The adepts of the- Machine God 
aboard my ship were able to salvage the 
telepathiea matrix (obviously the 
Tyranids had no use for such a device), 
and my Astropath was finaUy able to 
pass word of the Invaders and my 
discoveries to the Imperium. In return ! 
received orders to travel to Macragge, 
planet or the Ultramarlnes in the real m 
or Ultramar. 

Events had been set In motion even 
before my ship had arrived. and a dozen 
vessels already hung In orbit around 
M3cragge. Mile long Space Marine battle 
barges dwarfed strike cruisers arriving 
from the furthest reaches of Ultramar 
and every day more shipS arrived from 
the warp. The static orbital defenses 
were also impressive, ringing Macragge 
with a cordon of fire that. against a 
conventional opponent, would prove 
impossible to breach. It remaIned to be 
seen how they would fare against the 
Tyranlds. To further augment the system 
defenses, a battlefleet from the 
Segmentum Tempestus sector base at 
Bakka was diSpatched. I pray~d that it 
would arrive fn time. 

On Macraggc I met with Marneus Calgar. 
Chapter··MaSter of the Ultramarines, and 
even after [ had appraised him of the 
horrors approaching his realm. he was 
unperturbed. He merely sta ted that the 

- 66-

men of tJluamar would serve the 
Emperor until their las\ breath had been 
crushed from theIr bodies. I must confess 
thatl found (algar to be a man ofgre.at 
courage and could hope for no one bener 
to lead the defense of Macragge, 

Further lnfonnation had come to light 
wi th a survivor's eyewitness acroUl)1 of a 
Tyranid attack on rnesrellar Hner 
Galactis Luxor and the discovery of a 
complete Tyranid organism aboard lhe 
derel ict freighter Hammer if Foes, 
Adepws .Mechanlcus Genetors al the 
InquiSition fortress of Talasa Prime had 
deduced that, while [he creature was 
definitely. of'fyranld origin, it was noref 
the same force. that had atlacked Tyran. 
The implications of thLs were truly 
terrifying. Il was now (lear 10 us that 
there were in fact two Tyranid fieets , one 
leapfrogging the oiher In their 
consumption of worlds. 

A month later, with no sign yet of lhe 
Segmentum Tcmpestus baltlefieel, the 
TyranJds attacked Mac.rqgge. 

Ar thcJorflronr qfthe initial space 
batt/es, the captain if {he l1le I'icrus 
wi tnessed mucjJ thar will be C!f 
inreresr to starshfp capralns who 
mqy soon have roJace these. aliens. 

Yox- Log Record of 
Captain Lazlo Tiberius. 
Ultramarine:s Strike: Cruiser 
Y.e Victus. 745.M41 
«295/18 :45> Empero['s mercy. wbal 
are these things?, We are b.ut ants 
attacking a Grox agalnsr them! Every 
attack we make Is swept aside. Gigamic 
craft, like disgusting sea dweUlng 
monsters with curled shells and 
questing tentacles are surrounded by 
liny, daning ... shapeless things that I 
cannot find the words 10 describe. Each 
volley of torpedoes we fire is 
intercepted by swarms of these 
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(features. and our weapon decks are 
befouled by them. > 

«296/5:30> Whole squadrons of 
fighters and bombers are destroyed in a 
heartbeat, and while our lasers burn 
gapIng lears In the chitinous hides of 
these beasts we cannot bring enough 
fire to bear on anyone blo-ship to 
count. I saw the Imperator Rex pass (00 

dose to one ot tOO hulking craft, 
becoming ensnared by some loathsome 
organ that dragged the shIp Into the 
embrace of thousands of tearing claws 
a.nd scything blades that broke Ihe 
migh~ vessel in two. for every one of 
the smaller craft we destroy, a hundred 
times that number are vomited from the 
belly of the larger bio-ships. We must 
rttreat back to Macragge, we cannot 
flght!n lhls manlier and survive, To dIe 
thIs way is no service to the Emperor, 
and Wt' may yet find a way to fight thIs 
foe more effectively another day. > 

«298/03:23> We-are now commltled 
on a perllous course of action, With no 
sign of the Tempestus baulefleet. Lord 
Ca1g1lr has ordered the fleet to 
disengage and move outsystem. in a bid 
to draw the aliens onto the orbItal and 
polar defenses of Macragge, WIth the 
T)Tanld fleet spread out around the 
planet he believes we may yet be able 
10 cause enough damage (0 stop the 
aliens, May the fmperor prove him 
right, for we are lost If he is not.> 

«298/06:23> The hive fleet scatters 
before us! As though guided by the 
Emperor"s own hand our dIvine 
lII'eaponry CUts a swathe through the 
alien vessels. Spread out, they arc 
much more vulnerable to our righteous 
fire and our manifest supremat:)' is now 
becoming clear.> 

«300/11:59> We have to give our 
flghters more tIme! Concentrate all 
firepower on the main hfve shiplltls 
almost ready to go! See how It spills 
Irs lifeblood into space. Kill it, kill It 
IICtW! Reload, damn youl Full spread of 
torpedoes. Fire! f.1re! fire!> 

<:<300114:59> There! You see it 
perish7 Our fighters deliver the killing 
blow, and it dies. Such Is the fate of all 
lnvaders! Wait, .. the other ships, they 
drift now as though they cannot 
function wlthoul the guidance of the 
Ilrgershlps, We must strike while we 
have the advantage. Launch aU 
remaining fighters and bombers, 
prepare to attackl We shall reap a 
lOOody harvest [his day!> 

«300/1 7: 11 > Hundreds of [he 
Tyranld ships are dying. Without the 
main hive ship to direct their attacks. 

they fight in an uncoordinated manner 
and are easy meat for my gunners, 
Many of the hive ships have pulled 
back behind a screen of the smaller 
ships and are disgorging what appears 
to be a hall of spore-like organisms 
above the polar regIons of the planet. 
What exactly they are, our dIvination 
auguries cannot [ell, but I fear they 
must be some new and terrible weapon, 
My prayers are with the defenders on 
the planet's surface. > 

«301116: 11 > The Tyranlds are 
withdrawingl Their baltered ships fall 
back before us. The order has come lo 

give pursuit and eradicate them. Though 
we arc outnumbered, we shall prevail 
and destroy {he Tyranids. Through the 
flames of perdi(lon and for the Emperor 
we shall follow the al!ens to the edge of 
the galaxy if need be! The victory shall 
be ours.> 

rhis.fragment if a soldier's personal 
Journal was discovered on his 
dismembered lxxfy within (he 
southern polar dffrnseJortress, 

Journ.l of C.ptain Reno 
Scbasticn. Ultramar 
Defense AuxjJJi. 
Day 26: I was !ooklng along the barrel 
of my lasgun, trying to keep my 
breathing even, [ knew I mustn't show 
any fear in front of the men. I COUldn't 
see anything yet. but that dIdn't make 
me feel any better. Worse, In fact. J knew 

from space and turned 
The sky had burned with 
flee, but the massive guns,-;;;~i.'~·'iii.e. 
to down all of them, 

The sun was low and you had 10 

against the glare of sunlight on 
to make sure you didn'rgo 
J checked left and right along our 
positIon. Thousands of fellow Defense 
AuxillJa troops manned the firIng steps 
of the trenches, our strength bolstered 
by the presence of veteran Space 
Marines from the Ulrramarines 1st 
Company, I felt immensely proud to be 
fighting alongside them. Surely 
whatever was coming could not stand 
before such legendary warriors. How 
little [ knew, 

The ground shook as the Titans of Ihe 
legio Praetor shifted positlon, bra..c1ng 
their legs In[o a firing stance. The 
enormous machines must have seell 
something I couldn't. The air around 
them shimmered as th~ir void shields 
powered up and tbeir huge weapons. 
locked in place. I peered out onto the ice 
plains again and in the distance saw 
the Tyranid swarm for the first time, On 
the horiZon 1 saw a shifting, blurred 
motIon, a swarm of creatures too 
numerous to count speeding across the 
Ice fields towards us. A low, buzzing, 
skittering noise came from the 
approaching horde, InsIstent and 
grating on the nerves. l grabbed a palr 
of magnoculars from Trooper Park and 
trained them on the horizon, zooming In 
on the mass of creatures. 
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I'm not ashamed to say that my knees 
sagged and my heart skipped a beat as 
I saw the horrors that scuuled, leapt 
and thundered their way towards us, 
Beasts that defied any classiflcat!on of 
form swarmed forwards, streTching as 
far as the eye could see in all 
directions. Shadowy forms, lost In a 
haze of Ice crystals, came after the 
smaller creatures, massively built with 
scything legs and jaws as big as 
dropships. A suffocating fear rose In 
me. paralyzing my limbs and turning 
my blood to ice. [t seemed to me that 
there was no way we could fight these 
creatures. NObody could stand against 
these numbers, ] had to get away ... 

Then froUl amongst the lines of Defense 
Auxillia. a Space Marine Chaplain, as If 
sensing the beginnings of panic 
amongst us, began to sing the Banle 
Hymn of the Imperium in a loud, clear 
voice. Ampllllers In his suit of powered 
annor carried his voice across the 
trenches. Along the line, Space Marines 
and Defense Auxillia troopers began to 
join In and, llke water poured on a flre. 
the mounting panic was quelled. A 
resolute determination fllled me and [ 
could feel it spread to all the men of 
Macragge who stood shoulder to 
shoulder In the trenches. 

A deafening salvo of shells and rockets 
shrieked overhead and Impacted square 
in the center of the alien horde, 
throwing up great chunks of ice and 
broken allen bodies. The whole swarm 
was momentarily obscured as every 
Titan and artillery piece fired and 
engulfed the a\lens in fire and smoke. 
A huge cheer went up from our line, 
but died just as quickly as the 
aliens came on undaunted and 
apparently undiminished. 

Heavy weapon nre tore huge holes in 

the alien Charge as the range closed 
still further and r shouldered my rifle, 
watching the range counter on my 
rifle's scope unwind impoSSibly quickly. 
The numbers flashed green and [ pulled 
the trigger, a powerful blast-of laser 
energy burning a hole in one of the 
smal1er allens. Their speed was 
unbellevable and I only managed to fire 
about Ihree shots before they smashed 
into our line. 

Then they were amongst the trenches. 
Sickle armed beasts with sinewy arms, 
sIJclng and eviscerating. Six limbed 
creatures with slashing sword-like 
claws and whips that COnLscated with a 
crackling purple energy. Shark-faced 
living battering rams with giant razor 
claws and screaming roars. Blood 
splashed bright on the snow. armor cut 
through like paper and men running 
Insane with fear. The slW darkened with 
drooling creatures borne aloft on 
leathery wings. vomiting corrosive gobs 
of acidic fire. 

[ fought with my bayonet, hacking and 
ki11lng. I ducked as a snarling creature 
came at me, slashing with razor sharp 
claws likes scythes. J desperately 
parried and stumbled backwards, 
falling to the trench floor. The beast 
hissed. ready to pounce and 
disembowel me. Powerful muscles 
uncoiled as it launched Itself at me. I 
screamed, thinking that this was my 
time to die when a swipe from a Space 
Marlne's power sword chopped the 
creaNre In ""'0. Its severed thorax 
slammed into my chest and stiU Its 
fanged maw sought to bite me. I 
pushed the bloody mess away, repulsed 
beyond words. The Ultramarines Space 
Marine who had saved me dragged me 
to my feet, thrust me back (Qwards the 
firing step and moved on, firing his 
bolter at the aliens. 
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I was terri fled, but damn It. I'm a 
soldier of the Emperor and began firing 
into the swarm once more. Soon, 1 
estabtishe<l a rhythm. firing until the 
ritle's energy pack was dry. slamming a 
fresh clip in and repeating the process. 
Wave after wave of the aliens broke. 
themselves against our defenses and 
how long we fought for, I honestly 
couldn't say. My vision blurred with 
fatigue and snow-bli ndness, but It 
didn't matter, there were too many to 
miss. [ fired mechanlcal!y, any sense of 
my surroundings dulled by sheer terror. 

Suddenly it was over. Hissing deflance. 
the aliens pulled back OU I of our 
weapons' range. leaving huge mounds 
of corpses piled high against the defense 
line. A cheer went up from the Aux!!1la 
troops, a cheer that came oot from a 
sense of victory, but the simple elation of 
survival. A walling siren from the base 
loudspeakers sounded the fall back 
signal. aDd I cast my gaze around the 
trenches. I fell to my knees retching, 
overcome by the sheer scale of the 
slaughter. Thousands were dead, ripped 
to shreds and huge gaps had been tom 
in our llne. If the aliens attacked this 
position again, there would be no way of 
holding It. I gathered up my remaining 
energy packs and Joined the surviving 
defense troopers and Space Marines 
streaming back to the secondary line of 
bunkers and trenches. As 1 ran1 I vowed 
that 1 would make these. abominations 
pay a rearsome (oj) In blood for every 
yard they dared to advance. 

rhe 7:yraJllds use bia-constructs Q/' 
comparable size. to the God-Machines 
employed by our OWII hofy T'itan 
Legions. rhls extract demonstrafes 
the lethalifY ef these abomrnatfons in 
graphic detail. 

Neuro-path engrams of 
~ Princeps Sidarius C.lvin. 
Legio Praetor Warlord Tit •• 
Semper Sanctus. Northern 
Polar Defense Grid. 
745.M41 
03:34 hours: Channel 564!1vI3. 
Moderat!! [ read a Jam on the carapace 
rocket launchers I Fix it immediatelyl 
Salvo on grld reference 236 alpha, 303 
omega. Maximum burst. All ot'her 
weapons cycle allto loaders and 
contin ue to fire on sectors Tertlon and 
Primus. Watch for overheatingl Deus 
lux! Look at the size of that thingl It's 
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bigger than an Imperator Titan! By the 
Emperor's holy rule, we cannot suffer 
such a iliing to live. Moderati Araya, 
concentrate your mega-cannon fire on 
thatbeasl to our forward quarter! 

03,.58 hours: Channel 564/1v13. Damn 
It, I said to watch for overheats 
ModeratLDecius! Assign yourself one 
hour In the shrlving chamber upon this 
baltle's conclusIon. Princeps Calvin to 
Engineer Calder gIve me striding speed, 
we take the fight to the alien scum! [ 
seelJ.uid leakIng from its hide. Ready 
chain fist generators! And someone 
dear the smaller creatures from the 
legs of my titan! Tbey slow us down .. 

04:01 hours: Channel 564/1v13. Death 
to all enemies of the Emperor! Free up 
those turbo lasers Moderati Dec!us, 
bum through the tentacles! Gel that 
chaIn fiST free! Stepping back. No! We 
cannot movel Engineer Calder what the 
hell are ,you doing down there7 Give me 
power to the legsl What do you mean. 
we have power? Then why are we not 
moving? Imperatorl The joints are 
dogged with the corpses of the smaller 
beasts ... Emperor save US! 

04:24 hours: Channel 525/1v16. Left 
arm gone. Moclerati Araya dead and 
Moderatl Dec!us mortally wounded. The 
beast is upon us and I commend my soul 

and those of my crew to our beloved 
Emperor! The beast has destroyed Usl 
Like swarms of ants they climb the body 
of the God Machine and tear me down. I 
see them now at the armored glass of my 
control centre. c!awlng their way in. 
They wlll tear me apart. They will not 
take the Semper Sanctus from me I 
swear! Activation of reactor overload. 
Princeps Sidarius Calvin. Authorization 
code {classified}. May the Emperor and 
the Machine God forgive me for what I 
do now. Pints Reruml 
SCribe's No(e: The Semper Sancft/s was 
destroyed In a seif-inltiated reacror 
overload that destroyed the-. ntan and 
the Tyranid construct now classified as 
a Hlerophant blo-Tltan. 

Compiled.fivm the surviving powered 
armor suit logs, (heJol/owing teXt 
tells if the destructIon if the 
Ultramarines 1st Company. 

The Lament of the First 
"And thus were the battle brothers of 1st 
Company tasked with the final defense 
against the Tyranlds of Hive Flen 
Behemoth. The ferocity of the Tyranids 
was unmatched save by the 
determInation of the Company to defeat 

them. Even those brothers honored 
Tactical Dreadnought armor could 
stand against the foe in close com~. 
Only the rig.hteous fire · from Storm 
and heavy flamers kept the focat 
Multi-limbed creatures with claws _ 
swords of chitin moved like qulckslh 
and their blades ripped open armor 
bodies wlthequal ease. 
At the southern polar defense fortress, 
the vItal Eagle Bastion had fallen to the 
Tyranids, and the honor of retaking it 
was accepted by the surviving 
detachments of the 1 st Company based 
In. this region. The Eagle Bastion 
provIded a solid base to anchor the 
defenses of the fortress, and without it 
there would be almost no chance of 
continued resistance above ground. 
Situated on a rocky bluff overlookIng the 
entrance to the underground silos, the 
bastIon had been considered 
impregnable, bUI a Tyranid organism 
was able to Inf1luate through the oxy
reryc ducts and slaughtered the valiant 
defenders of Planetary Defense Auxillla 
tasked with Its defense. The vile creature 
was eventually destroyed. but not before 
an uncannily well-coordinated attack 
carried the walls of the bastIon and saw 
every one of the defenders killed. 
Brother Captain Dardinus led his 
brothers in prayer In the hou rs before 
dawn and began the assault on the 
Eagle Bastion at first light. 
Unbeknownst to Captain Dardinus. the 
deviant aliens had laid a trap for him 
and, as the men of 1st Company stormed 
the bastion, they found themselves 
surrounded, every avenue of escape 
blocked by terrifying creatUres bigger 
than a Dreadnought. Though they knew 
they were doomed, nOI a man amongst 
them was cowed, and each vowed to s:ell 
his 1Ife as dearly as possible. Pightlng 
back to back, the men of 1st Company 
battled for sIx. hours until at last only 
Captain Dard!nus remained. A beast 
from the darkest of nIghtmares faced the 
brave capta!n. Fully six meters tal!. with 
fOllr arms and a giant maw filled wi th 
serrated fangs, the HIve Tyrant seemed 
to regard Dardlnus with intercSl as 
though deciding upon his worth as a foc. 
Suddenly, the creature's scything talons 
lashed out and there was a burst of 
electrical discharge as the ca ptain's 
power sword parried the blow. The alien 
screeched and hissed, circli ng Captain 
Dardlnus more warily now. The beast's 
claws again struck at the brave captain, 
but he ducked, rolling beneath its attack 
and slashed his sword across the 
Tyrant's flank. Acidic purple ichor 
sprayed from the wound and the vUe 
creature shrieked In pain. Captain 
Dardinus scrambled to his feet and 
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parrled another strike of the Tyrant's 
claws, He bled from a score of cutS but 
fought with the strength of the 
Prlmarch. The Tyrant. attacked again, 
and Its barbed tall whipped forwards, 
punching through the captain's 
breastplate. As DardlnuS" reeled, the 
creature's chest spasmed and fleshy 
lengths of tough muscie fiber flred our to 
ensnare the captain. Serrated hooks tore 
into Dardinus' armor and dragged him 
into the Tyrant's embrace. 'The beast's 
talons plunged deep into the captain's 
body and tore thmugh his flesh, ripping 
him in two at the midriff. Thus, it was 
mat the Eagle Bastion was losl. 

AI the tOP of the world, in the nonhern 
polar region, the 1st Company 
detachments were unde.r the command 
of Brother Captain Adrasta. Despite the 
bravest resistance, the men of the 
company were forced underground. 
Unstoppable waves of the aliens poured 
over the defense silo. overrunning the 
surface outpoStS and bunkers, and all 
subsequent contact with the men of the 
1st Company was lost. By this time, the 
Tyranids were (arced to pay a heavy 
price fo r every foot they advanced. 
Running battles were fought amongst 
the gigantic coolant sto res and 
capacitors oE the defense laser batteries. 
The darkness was lit by the flash of 
lasers, bolters and the white heat of 
flamers. Screams. weapons fire and 
alien howls were the only sounds and 
many heroes were made In these dark 
and desperate rimes. Ultimately, there 
could be only one outcome to the battle 
and as the SUrviving members of 1St 
Company were pushed back ioto the 

Penitorium. every man knew that this 
was the moment of his death. Chanting 
the Catechism of the Warrior. the Space 
Marines fought like heroes of legend and 
sold their lives dearly. When the 
brethren of 3rd Company retook tbe 
defense silo. they discovered a mound of 
Tyranids, six deep. surrounding the 
Termina tors who died to a man In the 
subterranean darkness of their home 
world. The men of I St Company had 
broken the l'yranld attack, but at the 
cost of their own lives. 

As the las\ warrior of 151 Company fell. 
It is said that the flame that burns in (he 
Chapel of Heroes in the fortress of Hera 
guttered and died. And for a hundred 
nights, It could nOl be relit, a day of 
darkness and lament for each warrior of 
lSI Company~ . 

While baule raged on Macragge, (he 
war in space was still beingJollght. 
Marneus Calgar commanded the 
U/tramarinesjleel andfiled this 
reponjOllowlng the Battle q{Circe, 

Post ActioD Report: 
5U/ST/B.kk./745.m41 
My order to pursue the retreating 
Tyranid force was not given Ilghlly. 
Though the fleet under my command 
was vastly outnumbered, I knew that 
were I to permit the allen menace to 
escape, we would only have to face It 
again. The fleet harried the Tyranids to 
the edge of Ulrramar, giving them no 
succor or respite from our weapons, 
With no sign yet of the Segmenrum 
Tempestus battle!leet. 1 knew that 
constant pressure was the only way we 
could prevent the Tyranids from 
regrouping and destroying us. 

As we reached the outeml0Sl planet of 
Ultra mar. my AstrOpaths warned me of a 
great turbulence In the warp. II was 
approaching at speed. but whether It was 
the Tempestus battlefleet or the second 
Tyranid fleet. they could not say. I swear 
the next few minutes that passed were 
the longest in my life. Then a Storm of 
torpedoes and a veritable fusillade of 
laser fire heralded the arrival of the 
TempesTUs battlefleet. Nearly two 
hundred vessels. led hy the Emperor 
class battleship. the Dominus Astra. 
emerged From the warp. the anvil 10 the 
Ultramar fleers hammer. Caught 
between the twO fleets. the Fate of the 
Tyrallids was sealed. but the allen 
neither knows or understands the 
concept of defea( and continued to fight 
on. In the first moments of battie the PaX 
Imperaror and Clavis Regnl were 
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overwhelmed by swamlS of monstrouS 
creatures that completely obscured 
the masslvc Imperial cruisers wjth 
their numbers. 

Our experiences in fighting the Tyranlds 
had taught us that the aliens needed the 
largest hive ships to function effectively, 
and I ordered all ships to concentrate 
their firepower on a tentacled leViathan 
that lurked In the center of the swa.rm. 
Our shIps punched a hole in the Tyranid 
centre. scattering them.ln all directions. 
Screens of smaller ships blocked the 
way, and though our losses were 
grievous. our vessels were finally able to 
fight their way through to the hive ships 
and strike at the vile craft with every 
wea~on that could be. brought to bear. 
caught In the crossfire of two fleets the 
Tyranids were !lnally overcome, and 
after a brutal hour of constant 
bombardment, the remains of the hive 
fleet was destroyed and the battic. won. 

In triumphal proceSSion. the two fleets 
began the journey back In-system. As we 
passed the gas giant Circe. the fabric-of 
space was torn aside as the sC(ond 
Tyranid fleet emerged from the warp 
behind us. Realizing that the Tempestus 
baule!leet could not outrun the 
Tyranlds, Lord Admiral Rath decided to 
make his stand within lhe upper 
atmosphere of Circe. With tlte fate of the 
defenders on Macragge uppermost in my 
mind. I ordered the Ulllamar flee t not to 
engage and to return to Macragge. The 
Tempestus fieet would stand or fall 
regardless of whether my few 
cruisers remained. 

The previous Tyranid fleet had been 
weakened and trapped. This one was 
frcsh and undamaged. and as the 
Tempestus fleet turned at bay, tbe 
destruction wrought by the Tyranlc;l& 
was fearful. The Imperial craft could not 
breach Ihe solid wall of creatures thar 
protected (he hive ships. the great bell 
tolled along Ihe length of {he Dominus 
As(ra. and it seemed as though air WiU 

lost"as the hive fleet dosed for the kill, 
The enormous firepower of tne Emperor 
class warship punched great holes In th~ 
Tyranld neet. but for every hit tha.t was 
scored, another Impertal vcss:el was 
overwhelmed and destroyed by the hive 
ship'S protectors and. watching on lht 
hologlobe, I believed that our desperate 
gamble had failed. 

The TempeslUs fleet simply could not 
bring sufficient weight of flre \0 destroy 
enough of the hive ships to disrupt the 
Tyranlds. suddenly the Dominus Astra's 
engines flared as It powered deep into 
the heart of the Tyranlds and a flee!· 
wide communique sounded within the 
SacriSty of every Imperial vessel: 
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"Auenllon an vessels, this Is Lord 
Admiral Rath, II Is dear 10 me thaI we 
cannot ..... in this fight by utilizing 
conventional met.hods of warfare. I order 
you al l to disengage and withdraw. The 
tJcminus Astra shall be the fiery sword 
of relribution thaI ends th is war. I 
repeal, disengage and pull away. 
The Emperor'S blessing be upon 
you alwaysl~ 
Realizing the Admiral's plan, the 
rrmainlng capUlins pulled their vessels 
away from the battle. The Dominus 
AStra collided with the largest of the 
Tyranld craft and as the hive ship's 
tentacles ensnared the vessel. the 
AdmIral triggered his ship'S warp 
engines. Space was torn asunder as an 
uncontrolled warp vonex erupted and 
engulfed the hive fleet In its 
destructive embrace, 

The Tyranids were sucked Into obllv[on 
by the VOrtex, and when the corusca llng 
~7Irp field died down, not a single hive 
sltlp remained. The Dominus Asrra was 
gone, also. The great Bell of Souls on 
Terra shall chime a thousand times In 
recognition of lhe Admiral's sacrifice 
and his name sha!! be entered In the 
Chapel of Heroes as a Defender 
of Ultlamar. 

The Batde of Circe had been won, bllt it 
bid claimed nearLy lhe entire Tempestus 
batUdleet. A small force of cruisers 
rrmained to destroy any surviving blo
ships, while the rest of the fleet limped 
baek to Macragge. Contact had been losl 
wIth the defenders In the norlhern polar 
regions, and thus, I ordered the 3rt! and 
7th Companies ahead to bolster the 
beleaguered defenders. Only time would 

lell whelher or not they would arrive 
soon enough. 

Wlfh (he return qfthe Ultramarines, 
the remaining 1)ranlds were soon 
eradicated. Inquisitor Klyptman 
retumed with them (0 begin the task 
if cataloging the mrious 
1)ranid olEan/sills. 

PcrsoDiI Log: 
Inquisitor Kryptm.n 
Upon arrival on Macrngge folklwing the 
defeat of the hive Oeet In space, my first 
impression was of a hitherto unseen scale of 
slaughtet So numerous were the Tyranld 
corpses that a man could wafk from one end 
of the Ice fields to the other without once 
selling foot on the planet's surface. By the 
lime I arrived from 1'alasa Prime, Ordo xenos 
battlefield cleansing units had the situation 
under control and were follOWing my strict 
quarantine and species classification 
prolOCOIs. The defenses of the polar regions 
were heavily damaged and bore all the 
hallmarks of a truly titanic struggle. Gazing 
upon the disgusting countenance of these 
aliens for the flrst tJme, I realized thai not 
only musl we resist them when they invade 
ollr space, we must seek them out and 
destroy them, also. 

Venturing within the hallways beneath the 
polar fOrtTCSstS, I was rt'pulsed to find the 
internal architecture altered in "'~dYS too 
numerous to count. Obscenely organIc 
constructions filled the corridors, and 
despite lbeir destruction, it was impossible: 
not to feel that some presence of the aliens 
remained. Everywhere I looked, Ihere were 

Signs of fighting. Not an IIMI, ... ~_ 
been ytekied without fierce res1stanct. 
blackened walls and the stench of 
flesh permeated every surface, and 
shall ever truly be rid of that foul 

I began catalogil\g the many and 
Tyranid creatures In an attempt to 
some kind of understandIng 
abominable new race of aliens. The 
Magi of Mars arrived with commendable 
speed and began the iong task of col lectin~ 
specimens from amongslthe dead creawres, 
It will take many years of careful slUdy 
before lbe (fue nalUre of the Tyranids 
becomes clear. but several things are 
immediately apparent. 

~'rst, the presence of Genesteillers In the 
aUeo horde seems 10 point to them betl\g 
creatures of Tyrnnid origin. Early genetic 
scans appear to tndicate this, but it "'ill 
require a more detailed Investigation to 
verify it These creamres have long been 
thought of as IndJgenous to the moons of 
Ymgarl, and how they came 10 be there ..... hen 
they are possibly ofTyranld origin remains a 
mystery. In light of this new information. I 
rerommend a xtnocldal campaign against 
this species be mounted Immediately by tbe 
Adeptus Astartes and that all Inquisitors 
Increase their vigilance [n regards to 
Cieneslealer Infestations. 

Secondly, having seen the destruction 
wrought by the Tyranlds against the realm 
of U1tramar, I cannot Stress enough the 
danger posed by these creatures. They are 
the ultimate race of predators, consuming 
with no thought for anything except the 
absorption of the next race. KnOwing what [ 
know now, I cannot help but feci that this 
may not even have been a true Invasion. AS 
Incredible as [I seems. this may have been a 
learning experience for the Tyranids. I have 
perused several post-aCllon repons all 
claiming that the Tyranlds would rapidly 
adapt w whatever the defenders could throw 
at them. [(this is the case and the assaulron 
Ul tramat was but a probing thrust, tfieo we 
must maintain a constant vigil on the 
galactic rim and strengthen our military 
presence tenfold jf ..... e are ID resiSt a more 
determined Tyranid invasion. 

Thus. I submil my Kpor1 aM ,s,in I fjlt you 
10 xt ..-ith III possible hull m this INner I 
bcIicYc tlut should on ulKkrcstinutc this foe: d 

.ill be the beginning of the eDd fOf builUlUly. 
The: Tyr'Dids '~DDOI be bngUcd ..-ith, 
,moacd .ith or (ostro 10 somm. They 
absolulely wdl DOl 51op. IJId tile: oaly "-IY ..-e 
UII clefat them is 10 be ~dy. to lI$C lhe: lime 
the Uhnmuina have bought ..-ith Ihcir lives 
10 better ~rc OUOOIU for the; DC:XI Tynnid 
invuioD. It nuy DOt be IOOQ, bu. it will OOIl'lC. 

AlIC! ..-e must be ruc:ly for it 
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Scenery ideas for your VAMPIRE COUNTS Army 
rhe dead are risillg from their graves alld Illmgering after tlte flesh of the living. Cas/illK off the shackles 
of death, these corpses a"swer Ihe sile,,' call of their lords, lite VA MPIRE COUNTS! Wit" all lite 
excitemellt of lite re-released Vampire COUllts hovering OI'er tiS all like it black cloud of bloodthirsty bah', 
we have decided 10 showcase all ample sampli"g of chamel scenery from five us Games Workshop Staff 
Memhers. Maybe all of these morbid scenery pieces will get YOllr erea/h'e blood ... I1I11,jltices .. .jlow;tlg! 

Roben Hawkins is a devoted disciple \0 the powers of Undealh! Not only does he feverishly collect a 
Vampire Counts amlY but he 111 so bui lds some amazingly decrepit scenery during thc hours before the 
su,; rises. Whut is more horrifying than a charnel house, whose contents never rest 100 soundly and 
when cal lcd dark master, rush to do his bidding? Rob used a combination of Games 
Workshop I a building produced by a company called Mouse Models. the makers of 

/!,Ow''''.,m"""" gravestones and tombs for railroad enthusiasts which are 
perfect for use in your games of 
Warhammer! To personalize th is 
model, Rob applied the skull icon 
from the skeleton shield sprue to the 

sides of of his building, 
as well as hits from the Chaos 
spiky hilS spnlc and, of course, a horde of skclctal 

Rise From Your Grave! 
Rob's Ccmetery Galc is a massive piece of scenery! By using al l sorts of hi ts. 

ranging from old metal tombstones, that arc still available through our Mail Ordcr 
service, to plastic zombies and skeletons. Chaos spiky bits sprucs. more Mouse 
Models and even some Forge World resin walls which make up the actual focus of 
the piece. You can almost see the dark winds of necromantic magic rolling through 
his graveyard. 

Rob used a piece of hardboard \0 serve as a stobIe base for his creation and worked up 
from there. He glued the gravestones to the base, CUlling :t few at angles to achieve a 

the look of :tn ab,mdoned lind decrepit chunk of land. The 
walls were si mply bought at a Games Workshop retail store 
and spruced up with various bits. With the' fini shing touch of 
the old Epic modeL Mortarion. this graveyard is 
suitably creepy! 

Placement of the dead returning to life is si mple: chop off 
the bits that would be disappearing beneath the soi l and glue 
the model to the b:tse in II manner that stresses the fact lhat 
they're trying to pull themselves free and ooce again join the 
land of the li ving. A little bit of sand. glued over lhe base 
lind the topS of rolling heads alike. add to this morbid scene! 
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Column of Doom 
Ty Finocchiaro has mastered the an of making quick. grellt looking. scenery. Don '\ believe us? Check 
Games Worluihop website: www.games-workshop.com and take a look at his current project on 
defend against a Tyranid assault! When not toiling on our sile, Ty digs into all kinds of modeling ,d'"",",,,1, 
We cornered Ty and asked him to construct something lhul any Vampire Count general could build. 

The basic shape-was based on a cardboard toilet paper roll, which was later covered in a layer of sand to give 
il an interesting texture when p3intcd. The bonom of the pillar was a precut circle of wood boughl al A C 
Moore and has a piece of piasticard wrapped around it and superglued in place. The top was of the tube was 
sealed otf with a circle of plasticard and two more pieces of card were 
wrapped around it to match the bottom. 

The group of skeletal bodies were litemlly piled on top. glued together 
in a twi sted mass of bone. The chain was a simple conversion made 
from the Zombie regiment plastics. Take two of the chained bells from 
the sprue, cut the bells ofT and glue the remaining lengthS of chain 
together. Simple! Ty glued an e.l"tremeiy damaged corpse (also from the 
Zombie regiment bo;i:ed set) to the chain ... the message is clear: don't 

mess with the Vampire Counts! 

Chad has always becn fascinated with the undead. In fact, his 
points to the fact that he may really be a necromancer ... or worse, O~· " ,. 

dead! On a recent trip to London, he had a chance to v';i,s~;;,~,~~~:g~~',~l 
knew hc had to capture the ancient site in his scenery, so hi 
immediately! The headstones are from our Arcane Architecture line as 

the plastic zombie and skeleton sprues. The barren iree is from 
scenery and the actual monument is another re.~in 

Forge World topped by a statue convened from' :::::!J 
looks like Death has an eaglc-eyed view of the t 

Boneyard! 
In this graveyard (seen below), Chad 

small headstones (made with wooden 
with the helmet ornamentation of 
Brctonnian Knights. The gate and 

created from bits from the ~"~:~mn;~:~~fi 
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Ed Phillips. our very own Mail Order Supervisor. is always thinking of new ways to 
convert models or build scenery to add to hi s massive Vampire Counts army. He believes 
(and rightly so) that the main strength of the undead is their ability to cause fear and dread, 
sending the ir enemies packing! S]XX>ky scenery can have the same unnerving effect. He 
also says that exciting games of Warhammer always benefit from the presence of 
striking scenery. (Smart man, this Ed! ) "You only have to look as far as the local video store 
to find dozens of scary movies to give you inspiration for Vampire Counts scenery pieces." 

To make some really quick scenery. Ed has used the Warhammer 40,{)()() gothic ruins with 
a twist. By using a really dark color scheme and adding sand for moss and static grass vines 
(made from floral wire). he made these plastic buildings particularly 
evil looking! 

Unhallowed Hills 
A quick lrip to the hardware store gave Ed 
the necessary components to make his ) 
hills ! I" insulation foam and a 
Wonder cutter will let you rough out 
a hill with almost no effort llt all. Ed 
dotted his hill with a few gmvestones 
and even dug out a rectangle to serve 
as a freshly robbed grave. He used a 
modeling knife to carve out the steps as well. 

Ed used store bought trees (bare of foliage. of 
course) to add another level of creepiness to his 

-- ..!'. 

large tree (above left) was just one way to __ ...... ~f!: ~_+ __ 
homemade variant. Ed took a wire 

j ""," "" wrap cords of modeling puny over 

all done putting your hill together paint 
acrylic house paint. Once its dry. paint 

... ti'!J'ro,,, and then give it a li ght drybrush in 
with Bubonic Brown. Then paint the top 

Green and cover it in PVA glue and flock. 

Zombie Swamp 
TIlere's something horrifying about a corpse s iting up in a ]XX>1 of stagnant water and then lurching 
toward you. Ed decided that he needed to explore this facet of undead existence, so he made this 
zombie swamp out of a c ircullif piece of 1/8" hardboard, sand, flock and a copious amount of Gloss 
Varni sh Citadel paint! First. Ed built a rocky outli ne using gravel and PVA glue. l-Ie also glued sand 
to the base at the same time, to mllke a suitable surface to pick up paint when he drybrushcd the 

swamp. The land was painted in the same colors as the sides of the hill and 
the water was done in Regal Blue with swirl s of Scorpion Gn.'Cn. This will 

a suitably di sgusting tone to your body of 
water. Ed added 
swamp grass which 
he purchased at a 
hobby shop and then 
nocked the base. 
After that, Ed 
finished it off by 
pouring a pot of 
Gloss Varnish paint 
over the surt'ace of 
the water and 
waited for it to dry! 
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The Roadside Shrine 
In Rick 's scenery. all of the pieces have been based 

around ex isting Forge World models. By just adding a few 
extra bi ls \0 the exi sting resin, you call alter it to fit in with the 
dark and insane world of the Undead. The roadside shrine wa.~ 

a res in model based on an illustrnlion from the last edition 
of the Vampire Counts book (which also resembles a 
particular scene from the 1992 film , Bram Stoker's 
Dmcula), Rick decided to fmi sh the resin kit off 
with addi tional bits like severed heads on spears 

and the rotten carcass of a wolfman. 
crucified for his crimes ugainsl the local 
count. Holes were drilled inlo the resin 

base to hold Ihe spears which were 
superglucd in place. The rOlting body 

was pul logether from two 
zombie anns and the torso 

in the noose. which 
had ils head neatly 
removed and 
replaced with a horse 

skull . Additional 
'canines' and cars were cut from a plastic 

wolf head and glued on to make it more 
wolf-like! 

Calling Forth the Dead! 
This scenery conversion was very simple. Using resin wall comers (59.00 at a Games 
Workshop Hobby Center) you can add onto the basic shape. First. Rick took a plastic 
gravestone and glued it down to the base. Putty was then mounded up around the 
IOmbstone and in front of the stone, as well, so that 
when you press the zombie torso into the greenstuff 
it looks like he's straining \0 pull himself free. Take 
n sharp pencil or pin and press into the putty to give 
it II sandy texture when it 's drybrushed or, better yet. 
glue .~ome sand and slllall stones to the putty. After 
it's dry you can paint it up. Add a few more plastic 
skulls or bones to the base and you' ll have one scary 
piece of scenery! 

Shackled Beast 
The more twisted lords of the undead, like the insnnc 
Necrarchs, like to naunt their power over the living dead. 

Who knows why this zombie has been chained to this wall, 
but the minds of the Vampire Counts have become warped 
by all their years of undeath. Rest assured that they're not 
tell ing! This is a simple conversion us ing both zombie and 
skeleton plas tics. with a length of chain made in Ihe same 
manner as Ty's piece. 

We hope that all of these pieces of scenery have 
inspired those of you who have fallen in line with the 
forces of undeath. So all you need to do now is get 
down to the dirty business of c reating your own 

spooky scenery! 
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~
~~;~~~S~i<O''''''i';' ~I"",,,d.bk for those Warhammcr players who choose to iligo themselves with the 

flesh and blood of the living. Three m~d modelers have sought to 
that one cUr the O ld World will bcJODg 10 tbe living dead! 

1"",." ." 'h, 
1.Io''''m do •• 

promi!le$ of fresh blood. ~ftd ht 
sernals in tow for us 10 peruse 

K08!l is ODe of Rob's many vampir;c 

''''';;,;, .. , WhClI Rob begins working 00 I modeling 
project. no shiny metal hil or pwtic piea is ~fc from his 

grup! To make this dynamic miniature. Rob used Ibe legs. 
shield Ind NnDer pole from Ktdl. the lor:oo of the Red 

Duke IDd Voo UUlciDJ noqrd. The CroWD wu 
,aken from the hcad of • mounTed wighl. This 
'III"" tUI dong the Ctown 10 !IC:~utc il from the 
wight's crlnium lod glued 01110 the fLmclICd hud 

of Ihe vilmpirc. The sweepins f'OK of Ihis model 
only Sl:rvts to ."(tIIOllc this powerful chu"tcr! 

.. ilb the bmily curse. Muduk WCOI mId 
InllSformtd. tuoing bi, lilk ""The Wolr for bis 

I"~';ry' "d "'p","i",h" o.lhe h.l11ldkld. As 
"',.m, .• lilbiliIY. Selh. 

DillUtri 's brOlhu lnd superior. scnl hIm 10 
Mordhdm. bUI Muc!uk thrived io lhe hellish cify 
.. tclurlltd, eveo more powerfultb~n before! 

1'k Wolf W:iS uealed with Ihe Red Duke's body. ~ 

Cha!» shield ar><! .11 lite lopped wilh, 'pike 
uken from Ihe OlIOS spiky hi" 'prue. The 

-t~:~~~:is mlde up of I suleul sleed. In Empire 
:) jewekrs chlin. ph.s.!ic skulh.lhe Red 

Duke', hor!IC's beld IDd I bil of modeling pUlly 10 {ill 
;11 lbe gaps. 'The 10m.bsIOI)C!l were CUI from lefl over 

plutie ""ucs! 

Rob decided thlt th, Zombie boxed regiment WUII'I 
g<l9d a>OUllh to field wilhoul tinkerinll wilb them 
{i"l! Whcne>'cr I Vampire Count 'll'iOli I hattlc witb I 
blled foe. you cIa be sure tlul he WOII', 'll'ute Illy time 
bobler;og his raoks wilh some DCW troops. 

r'1'''' .om,"'o .... ere made wilh plutie bits from botb 
the zombie box ud the Empire rellimeDt boxed 91:1. 
Try nuking. rtgiment of zombia u5ing rhe DCW 
dwuf plllltks lod mix Ihem ;nlO YOUt ninioS unit! 

Neiman Kimmel olKe CODltolled h~ owa nmy bUI had m061 \:If 
his powerstrippc:d ~w'y io a faldul Nllle wilh. Slaoo l.or.d. He ... '''' 
DOW scrvcs lhe Voo Kossc!!. bidillg his lilm' uOlil he cao 'll're51 
PO'll'er from Ihe vlmpirts lad bd lhe Legioa of Ihe Infernal 
Skull is hili 0'11'11. 

Kimmel i, 1 simple OOIl\'erS;OIl. Rob used Ihe 
body of lhe: NetromuDdt Arch RcdemplOf for Ihe 
h.lsi.! of his model. The suff wu made: {rom a 
plislic SUklOD spen wilh modelioll pUlly Iddcd 
to Ihe skull II the lip of Ihe speu 10 
t fl:,lIe 1 torch. 

wn lurned iOlo 
I wigbl during 
W.lu,b·s reign II 

Blood Kq He oow 

kids Ihe Hellfire 
Knigb" (Wighl (mIry) 
in the scrvi{e of the 
Von Kosses. 

For KOlh's upper body 
Rob mcd Krel l's tona.oM 
the u:e from 1 W'lIhl tomh 
guudiao. For ,be bnee Rob 
dttidcd '0 m.ke usc of I Blood Orison wd's 
welpDD. and lhe arm lhat'S holdiog i, belooll' 
10 I plostit Chws Wmior. To finish off 
Ko,h's body. Rob used tbe lcgs of 10 Empire 
koigbt. 

'The rock KOlh', Slud ,uads 00 is a piete of 
quartZ 10d the hisc: i.! lillered by III sort, of 
plutie. skeletoo bils IQd 10mbstoDe!. 

tl-bke sure you keep In ey' out ror 10 anitle 
dcuiliag how Rob nukes dl of his gtell 

comillg next ll!:o;ue of While Dwarf! 
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For <I. atOll: dYI!.lfnK 
wyv~m "'1"'8' from our W_ ... ttl 
10 Iht.$C mODUrOIl$ 
First. Rob glued hi, b~1 to 

wjth • knglh of wiro:.. " ...... 
well: Iben glued 10 Ihe 
erUlure. Ind lOy glp5 wct( 
Green Styff. Using I sblrp 
Ic~lured Ihe pully 10 blend 
resl of the model. Next. Rob bued 
model with siod Ind pitslic '.mb" .... 
.... hich hc purcbiscd from MoullC 
Models. I tom~ny Ibi! exdusively
milkes cemetery models. LUllr. Roh 
finished off his ..,;oged terror ..,ith <I. 

good byer of painl. 

~~ ~ G .1.. I.. Child mikes usc of cvcrytliio8- he even used Ihe left over pbslit sprue 

11 "'An" ,f\fi"T\la-" fTimes. ThckS'oltwoofhisclClioosmlCtw.lly 
.M shilVcd 10 rC5tmble TOUghly 

Mierzwa ,plains His __ h i~' .~ ,. ,b •• 

AI firS!, Child willi tbinking 
his SCilretrOW5 in pbtc 

skeletons, hut lor the time Ind 

movies. Clad u15. 
'ihe gICI Ihi08 ilbout 

SClrccrows is llul you 
o-n crule them using just .hoot 

illlythl1l8! I cbose pieces from the empire ITlilkry sprue.lombie spruo:s. 
etc." Ch.d tried 10 milh them iIlI8'u~me u be could ind yel still 

rc"in I little-bit of chmn. 

Chids stilnd.ud be.Te. i$ probJ.bly ODt of Ihe most bilutc tbinS' 
wc'vc KeD ill quile I ...-!iile! Docs Ihis IUlomlton go ~'''h';"!l''~ 
to fill ilS bucket? Only Chid would know Ind hc'lltOl 

~Goo) 
A Corrupted Empire K'&ijht 

\ThaI b'1!cr bltsphcmy could thae be ,hill I righteous Knight of the Empire 
NIIJc only 10 be summOlKd bJ.ck 10 the world of the living by the 
IICCrOlNnt;c ritul? ImigiDt lbe d,sgusllod horror Ihis foul (relIY'e "ok' ""'2 
pul their hilb in lhe might of SigtrllT. Think ilhout the poon'":;'::~;~a 
~bo;JmlDilioo in combU. Then imagine ilD enlire regiment of II 
ayofIC in Iheir ""th! 

Tfiis ,0D~enioo Willi extremely tiIlIy 10 pu,togc,hcr! All you DCcd t 

dipped in blood red p.tint 
the spbllcr effect on the 
hib Ind' jlws.. This 
close eomblt 
monster hilS 
shredded his blest 

foc ud is looking 
morc victims 10 slice Ind dice. 

Pi ioting Ihese monSlen 
mostly woodeD. 
dryhrushiog should do "," ',K>. An 
to th~ '!fuge ~nd hinrre tulUre 

addition of Ihe cow 

)OU'rc ICd] 10 SliIT! piioting. The skull Will removed {rom I wni,h, lod !he rCSI of Ihc 
m'.~lurc is ~impJy Ihe klder from the plmic Empire Knighu regimenl bo~cd se t. Wilh I 
fgiTlhly morbid color scheme. this con vcrs ion could CULly fit into your Vampit( Counts Army! 
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Andy Chambers, 
the Wamammer 
40,000 Overfiend, 
has been 
overseeing the 
hallowed pages of 
Chapter Approved 
since time 
Immemorial (or at 
/eas t WD 227). BY ANDY CHAMBERS 

8,..tlnls, CJIIH8Ie1ll1. Em .. ro" a.1I •• lc ..... I. Illmnt lIallo.1II Ch ... er lI.rewed c.I .... n. For IIIls moatl,'s Inlsslvt I .... 
.. lIln til. lllOrtunlIJ t. c.ne Ihldlll .. I ......... I'"al" llle.ll. 0 .... ' II revtsn .. me II dtt g,eatlMlre".' tn ........... ,.nll 
SNet ....... CUller. 1111 Ibrlm"'''la,. wIt ........... R 1f1lll1llOlt ..... " known .... re1ll8l: .... SIlIC ...... '*'lItII'I II' 
die 41st ..................... . , ........ ,..,. ...... n".,. frllllU. _ .lrHIIV'" lllllleeIeIIl •• nacll' ........ r.-
.tnllMa .,.... ..................... ". ,"'ItC' -...rart: .. ........... 1IIIMttJ ••• IIMrwtH claude ... ,..... 11&1....,.. .. cerMfll ... .uuv. T. ace .... ., die .... 111.1 u.esa..,.., If die III .. rI ... sc: ..... r ..... IllS CI 111111 • 
..... SUW roe"" Tm.'" SeMI .. S .. rntI, .......... ,.. .. 1IMi ernl ...... ,.,. 

ULTRAMARINES SPECIAL CHARACTERS 

ANCIENT HELVETICUS. BEARER OF THE BATTLE STANDARD OF MACRACCE 

SPECIAL RULES 

ANCIENT HELVETICUS 

5 5 4 4 2 5 4 9 3. 

A Uttramarine3 army 01 1,500 points or g,oator may Irdude Anckmt HoNoticus {it is assumed that 
the onny r&pl'e&ents ~ 0 pIII1 ot the lIIl~ra Chapter In t:Xmbat). 1f YOIJ d&cIde to Include him, then 
he counts u one 01 the He choices lor lhfIarm~ but the onny must still be led by II Hero, Chaplain 
or Ubfarian Ancient HeIvaticus must be used exactly as descr1bed beloW and may not be given 
adcIitionalequipmoot lrom the Space MarIne Atmory Helvelicus can DliIS&d rllgilrdess 01 whelhlf 
tho players have agreed 00 the usa of l5J)eCial characters 100n>1 worry, tha rulel 
are balanced I), 

Note: AIthoogh ffliJ cIIanIct&r ent!)' portfIys ArIc:hmt ~, ~ can be UUd wffllouI modifation to 
reprosenr atl)' of thII Ancients who carried t/le Ballll« 01 Macragg6 over till !ofIQ /!/story ot tml UlIlJlMrioos. 
Wlrge.ar. SaMer of Macragge. Termill8lor hooo!'s (bonus included aboYil) , bolt pistol . frlg 
grenades, krak glllOftdlls, power fisl. 

Banner 01 Maerag~: The Banl'l8f or MacfllWl Is the Ultramarinas' Chapler banner Ind ... auch. has the combined el1ecl 01 bolt! the Sacrad 
Standard and Holy Relic wargolf ~8ITIli (sae Codex Space Marines l or details). In a~tlon. Ancient H&tvelicus and any Ultramarines sqWld he)oins 
becomas lsariGsa and automatically pas!lGS anV Morale checl< or Pinning lests that helthey htove 10 l ake. Even effects which oormally forca I foil 
bacl( move to tBka place with no Morale Check taken are ignored by the banrnlf bearer and rhe I.Ifl~ he aoeompanleB, Finally, the presenca of the 
Sannar or Macragoa Is an unwolooma sight to their 1IIIlImIeII-lt letts them that they . ,1 faclflg the entire mighI of the Chaptar. This Is repre5lnted 
by all enemy units within 12" 01 the bannef bearersuflering·l kl their leaclership vaiuas lor any Morale chect;11tIey 1111 forced to make. If Ancient 
Helvellcus Is lulled, Ihese benelits no tonger apply to wtIoeYer pIcb up the bamtr (see below), Also, ItlIIse ben8fits do not apply If AncI9nI 
Hetvetlcus Is InskIe a WIhicIa, bunl<.er or oil-table In_. 

Banner of Macragge I l.Immary: 

1) Counts IS I Sacred Standard (6" range. +t combat resolution) and a Holy Relic (206" range, +1 Attack once per battle) , 
2) Hetvelicus and unil Joined become rearleSJ. 
3) ·1 to e'18my Morale checks within 12" 

F0f'8l worn: Only the most deVOUI and dedicated of the UIt1amarloes are even coosidered lor the position of Ancient. Those that ara chosen have 
the weight of len IhoI.isand ~a!ll of IIICf8d lradllion to fulfill , never 10 (Jishonor the bannat. never to tal<e B step back, and CGI1aWy never, ever to 
lose rt in bailie. The lleroa dedicahOn of the Anc!eoIs m9llfllhat they .,.",. OYfIfcorna even ooath wounds 10 fiOhl 00 to prolect the barmer. To repl'lsoot 
this, Andant Hetveticus' armor SiJYe counts as blling invulnerable. IQ he may ignore any wound he luffara 00 a D6 fQII 01 3 or more, even ~ 
which allow no armor savIflg throw 

Protecllhe flagl : If Ancient Hatvetlcu. Is kJlled, leave the mo<IeIln place to show where the bennar has tiliten. Regardlese of the mission being 
played, the Ultramarines pleve, now also has 10 lulfil l the victory cond itions lor a 'Rescue ' atandard mission (see PllIiI& t43 ot the Wartlammer 
40.000 11.I1&book), traating lt1e sadly departed Helveticus mil"lialule as lt1e objective. If the UltramaMas ploYEIr is not In posaes$lon 01 the banner al 
!he and ot the battle, he loses regafdleSi ot any other victory conditions. If he has the banner then he only wlr.s If he hn fulfilled the Victory 
conditions 01 the orlgonal mission. as well (hey, you'ra the one who chose to bring the tNoo In the Nflt place). bul he C8fI be sacurG In the knoWledge 
that he hasn' t statned the honor 01 the Chapler by losing the banner 

IndepenMnl Character: Ancienl Halveticus Is an independenl character and follow. all the special rulel u delailed In the 
WamamrTlGl' 40.000 rulebook. 
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90 CHAPTIR .,'ROVIO 

ULTRAMARINES CHAPLAIN CASSIUS 

CHAPLAIN CASSIUS 

Points WS BS S T w A Ld Sv 

Cassius 142 5 5 4 4 2 5 4 9 3. 

An Ull ramanl'llls army 01 any size may Include Chaplain Cassius, If you decide to include him, 
then he COl.lnts 115 Oflfl of the HQ cOoIces for the army and may act 8.S the army'& commander, il 
desired. Cassius must be used IIxactly as de&<:ribed below, aod mav not be given additJonal 
equipment from the Space Manna AITl'IO!'Y. Cassius can be used regardless of wl1eth6r the playe,s 
have agreed OIl the lISe of special characters (don't worry. the rules IIrB balancedl) . 

Wllrgear: BoItpistoi. lrag gnJr\ades, crozius arcanum {counts liS power Wllllpoo), rosarius 
(4+ i.wulll9rabia saving thfO'W). Terminator honors (bonus attack Included above), bionics. 

SPECIAL RULES 
Tyran ld Hunter: Cassius Is one oltha lew surviving Ylltera(1$ 01 the l irst Tyrannic war. He has 
rought in many battles against the Tyfllnids arld understands them all too well. His hard won 
lI~pertencll has 100 the U~ramarines to victory agalnsllhese aliens, overooming both Ihalr 
hel!'lOUB weaponry and Inhuman constitution. Cassius and any Uftramarines squad IIId by him 
may fa-roll fts dic9to woond against Tyranlds tor any soots laken llSIng rapid firn and/or pistol 
weapons. If \tie seoond roll still rails to woond, \tie dice may not be (8-roIled again. 

Great Knowledga: Any Urtramarines unit within 6" ot Cassius may ra-roll its Morale checks, 
accepting the second resu lt as linal. Note that this ability ean be used even II a Morale eh&ck 
Is passed on !he l imt roll, so yoo ean use ~ to try to make sum that the Ultramarinas tall back 
In di!Wdvantageous or outright dangerous situations (Cassius counsels with both strength 
and wisdom). 

Independent Charaeter : Unless aeoompanled by II bodyguard, Cassius Is an Independent 
character and tollows all the special rutes as detaJled In 1tle Wamammer 40,000 rulebook. 

Bodyguard : Cassius may be accompanied by a bodyguard as detailed tor a Chapiain in the 
Codex Space Marinas army list. 
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CAPTAIN INVICTUS OF THE 
ULTRAMARINES FIRST COMPANY 

CAPTAIN INVICTUS 

Points WS BS s T w A Ld Sv 

Invlclus 142 5 5 4 4 2 5 4 10 2+ 

An U!tramarirlas army whK:h contains ten or more Veterans or Terminators (Including his 
bodyguard) may Include Captain Invlclus. II you dacid8 \0 include him. then he counts as one of 
the HQ choices lor the army. Capta iPl Invictus must be used lI)(actly as described below and may 
1'101 be given additional equipment from the Spaw Marine Armory. Invictus can be used regardless 
of whether the players haVII agrood on the use 01 spec!al characters (don" worry, the rules 
are balancedl). 

Wargear: Terminator armor (save shown above. also gives 5 .. Invulnerable save), te leport homer. 
Terminator honors (bonus included above) , plasma blaster. powllr fist 

SPECIAL RULES 
Plasma blaster: ThG plasma blaster was a specially built combi,wlIspon craftlKl by !he famed 
Artificer PulUS in the 38th Milloonlurn. It incorpoflltad two plasma guns on a weapon mount 
suitable for replacing the storm bolter on a suit 01 Terminator armor. The plasma blaster count$ 
as a linked plasma gun wtllch is always stalionary. this means ~ may always rapid lira es il 
slatio<1ary. even If Invictus moves. II1Id re-raj ls his To Hit dice, minimizing chances 01 
an ovemeat, 

Weapon 

Pissms blaster 

RoO 

". 
so, , Ap , Note, 

Linked wespon, repid lire, gels hot! 
alwsy. count. s. lIationery 

Independent Cheree!er; Unless accompanied by s bodyguard, Invlct\J& Is 811 independaflt 
cl1arBCIer and loIIows ali the spe<:lai rules as detailed in the Warhammer 40.000 rulebook. 

Bodygusrd: As captain 01 \tie 1st Company, Inv;ctvs is ablato equip his personallroops to the 
highest standard. As such Ile may alther choose 10 be alXompanied by a Command squad 
which must be upgraded to wearing Terminator armor (+25 pts per model) or accompany a unit 
01 Terminators Of Veterans instead. lIa unh 01 Terminators or Veterans is ehosen. ead1 model 
In the unit may be giVen up to 5Op1s of sclditionaJ equipment 'rom the Space MatiMs Armory. 
In either case. InvlcllJ9 ceases to be an independent cl1arBCIer. as he leads the unit Instead. 
De,lsner's nole - this opens up a ~ 01 unlqua options lor equipping squads, psrticLlarty 
veterans. However many 01 the mora ... esoteric comblna~ons may well require some heavy 
miniature conversion work to acl1ieve. you have been wamedl 
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Big Pete Haines 
has been putting 
a lot of thought 
into the variant 
army lists for 
Codex Tyranids 
recently. 
Coincidentally, he 
has been 

behaving rather strangely and was 
last Sighted clutching his head and 
howling aThey',s coming!" over 
and over in a despairing voice. 

The Tyranid hive fleets have now 
• been assailing the Imperium for 250 

years. In this time, whole Chapters of 
the Adeptu5 Astartes have been lost in 
the maelstrom of bailie along with 
countless millions of Guardsmen. But 
now deeper knowledge of the Tyranid 
way of war is being gathered , every 
fragment paid for with human flesh 
and blood. 

One reaUzation has been that the 
swarms that descend from the hive 
fleets in the early stages of an attack 
are often significantly different from 
those that follow. The list in Codex 
Tyranids Is designed to represent a 
typical swarm. This article, however, 
features a variant Tyranid list that deals 
with the first wave -the seeding 
swarms - the harbingers of doom to 
countless worlds and their cultures. 
Note that you will still need Codex 
Tyranids to use the seeding swarm. 

Mycetic spores are more than just the 
Tyranid versions of drop pods, they are 
a vital part of their ecology. The 
Tyranids are a space-dwelling race but 
their prey is terrestrial. Mycetic spores 
are one of a number of different spore 
types used to seed target planets. 
Some types affect the weather, others 
the flora and fauna. and some even 
introduce new species. Militarily, 
without mycetic spores the hive fleet's 
ships and their Nom Queens would 
have to risk planetary defenses and 
waste valuable energy to feed. With 
mycetic spores the hive fleet can 
gather around the prey planet and 
bombard it with seeding swarms, only 
descending themselves when all 
resistance Is crushed and all the juicy 
bio-matter is ripe for consumption. The 
release of seeding spores is analogous 
to a person pouring. sniffing and 
sampling a fine table wine before 

TVRANID SEEDING SWARMS 

drinking it. The main course may be 
yet to come, but the meal has started. 

Mycetic spores are not as 
sophisticated as drop pods, but the 
sheer numbers of spores dropped 
ensure that some will get through the 
planetary defenses. As with any 
contested landing, the first few minutes 
are critical. If the seeding swarms can 
establish safe landing sites, then 
Tyranid reinforcements can be directed 
to those locations and, in short order, 
massive concentrations of Tyranlds 
can be built up ready for the hive 
mind's signal to attack. ff , however, the 
seeding swarms can be defeated, then 
there is nowhere safe for successive 
Tyranld swarms to land. and planetary 
defenses will continue to claim a high 
toll. With no chance to build up, the 
Tyranids that have landed can be 
counter-attacked and driven from the 
planet altogether. 

No two hive fleets are exactly alike, 
and no two swarms from the same 
hive fleet need be exactly the same. 
Subject to this, seeding swarms have 
some similarities because of the job 
they do. If you think of a swarm as a 

single large predator then. if it is a 
complex swarm relying on several 
genera operating almost symbiotically, 
it can be hamstrung by planetary 
defenses upsetting its balance. Even 
against a planet with minimal planetary 
defenses. heavy losses can be 
incurred, so the creatures in the first 
swarms down have to be robustly 
simple In their approach . 

If robustly simple sounds right up yOU! 

street. read on, because the seeding 
swarm is a different type of Tyranid 
army. It relies on the most numerous 
creatures In the swarm - those thai 
occupy the Troop slots on the Force 
Organization chart. Heavy losses 
during planetfall are cancelled out by 
launching successive waves. with each 
subsequent brood having the same 
role as its predecessor. If one Is 
destroyed. the next wlll replace it. 
Other broods manifest a chemical 
Imbatance that ensures that they are 
unusually hyperactive. They are faster, 
stronger and even more ferocious than 
their kindred, but the rate at which they 
expend their energy causes them to 
burn out within minutes of their landing. 
These ploys are represented in game 
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terms by some changes to the way the 
mission to be played is selected, 
variations in army composition and. 
most importantly, two special rl:J les 
which characterize seeding swarms. 

SIlIINI SWIIMI
n •• llla .IC~I' 
The seeding swarm has a Strategy 
rating of 4. This means that when 
determining the scenario category the 
Tyranid seeding swarm player will roll 
four dice and select the highest rather 
than simply rolling a single dice. If the 
seeding swarm player gets to choose 
the scenario then the Tyranids will 
automatically be the attackers and the 
scenario category will be Battle. Page 
t 29 Oflhe Warhammer 4°1000 
rulebook explains the rules for 
choosing a scenario and mission 
more fully. 

AJI three Battle scenarios use the Deep 
Strike special rule. This is detailed on 
page 132 of the Warhammer 40,000 
rulebook. All models io Tyranid seeding 
swarms MUST arrive on the table by 
this method with two exceptions: 
brOods with the Infiltrate ability may 
deploy conventionally in accordance 
with the mission rules. Lictors may use 
Secret Deployment as described in 
Codex Tyranids. 

Mariner Weiss heard the screams 
above the roar of the storm and 
thecrash of the waves around the 
Ship. He checked the emergency 
transmitter for the fifth time and 
found it was stili inoperative, before 
drawing a laspistol and opening the 
communrcations cabin door. Rve 
meters away from him along the 
hallway a growling Hormagaunt sat 
on the chest of an armsman, 
gnawing at his throat. To Weiss it 
looked /ike the worse parts of a wood 
scorpion and a redback-hunting 
lizard, only ten times bigger. 

With a hiss it tumed and leapt. Weiss 
slammed the door but to his dismay 
the creature had got its claws 
between the door and the frame. 
Weiss jabbed his laspistol into the 
gap and fired frantically until the 
snarling stopped, he then carefully 
opened the door and fired fWO more 
shots into the twitching monstrosity. 
SteppIng gingerly past it he made his 
way carefully to the main deck to 
report to the captain. 

Across the night sky the engorged 
clouds dispensed an endless torrent 
of viscous green globules which 
pulsated as they fell. 

The Faithful Traveller was 400 klicks 
out from Mhakkan and still some 700 
klicks from its destination port, 
Kiris/7~ In the middle of the roughest, 
coldest ocean on the ptanet. The 
spores had been dropping for the 
three days during which the Faithful 
Traveller had been at sea. They had 
listened to the broadcasts, but it had 
never occurred to them that they 
could be in danger this far of(. 

the coast. 

Even here, though, the crew was 
falling to the Tyranfds. Unknown viral 
conditions, fevers brought on by the 
oppressive, unseasonable 
temperatures and finally the ho"or of 
facing the Hormagaunts released 
when B spore hit the ship. After the 
one he had killed there were still nine 
unaccounted for lurking in the depths 
of the super-freighter. Other things 
were in the ocean, too - the 
engineers reported scratchlf/9 noises 
agaif1$t toe hull. Ev.en the water was 
changing, a sickly purple crust 
spread for miles ac[oss the ocean 
/ike a majJve plague. Weiss saw 
Captain Balfour and doubled towards 
him trying to stay icy calm, but he 
couldn't shake the thought that this 
wasn't their planet anymore. 
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For other scenario categories, il there 
is a Deep Strike option in the scenario, 
then it may only be used by Tyranlds 
such as Gargoyles, that can Deep 
Strike as part 01 their normal profile. 
Other broods are set up as specified 
lor the mission. These missions can be 
considered to represent the seeding 
swarm being attacked when it is 
already on tha ground. 

SliDING SWARMS - COMPOSITION 
Seeding swarms use the following 
units from Codex Tyranids: 

HQ 
(). t Hive Tyrant, Tyrant Guard may 
accompany the Hive Tyrant 
but cannot be an HQ 
choice themselves. 

HQ OR ELITES 
Tyranid Warriors. 

ELITES 
Tyranid Warriors. Uctors (no more 
than one liClor per brood). 

TROOPS 
Hormagaunts, Termagants, 
Genestealers. 

FAST ATTACK 
Gargoyles, 0-1 Raveners. 

HEAVY SUPPORT 
O-t Zoanthropes (no more than 
one Zoanthrope per brood). 
()'2 Carnilex. 

The only Tyranid modals excluded from 
a seeding swarm are Biovores and 
Ripper Swarms. Blovores are not 
included as the hive fleet will already 
have saturated the target planet with a 
spore mine preparatory bombardment 
if the mission calls lor it. Ripper 
Swarms will come later when 
organized resistance is crushed and 
the business of consuming the planet's 
bio-matter is begun. 

If you use a personalized Hive Fleet, 
you may still use it as a seeding 
swarm. If you have a new genus of 
Hive Tyrant or Carnifex, then you may 
use 0-1 Hive Tyrant and 0-2 Carnifexes 
as shown on the Seeding Swarm 
Composition chart. Ripper Swarms 
never feature in seeding swarm forces 
so cannot be used. New genera of 
Tyranid Warrior or Gaunt can be used 
freely in whatever category of the force 
organization chart Codex Tyranids 
specifies (see Hive Fleet List Force 
Organization on pg38) . 

94 CIW'llR APPROVID 

The twin suns were blotted out by 
Tyranid spores. Thousands of 
deafening, wet detonations sounded 
as the pulsating spores slammed 
into the ground and split apart like 
overripe fruit. Sergeant Reilly rolled 
onto his front and wiped mud and 
sticky Ichor from his eyes. He 
watched in disgust as the spore that 
had landed In the midst of his squad 
oozed a glistening amniotic fluid 
from the myriad cracks in its outer 
shell. Reilly knew the drill. He'd 
destroyed spores like this before. He 
unsnapped a krak grenade from his 
combat webbing and pushed himself 
/0 his feet as the spore began to 
ripple with inner life. This was when 
the creatures were vulnerable) 
before they had a chance to break 
free of their protective cocoons. 

The rest of the squad began picking 
themselves up as Reilly shouted, 

fEROCITY 
Some broods may be mutated to 
maintain terminally-high adrenaline 
levels. This state is induced quite 
deliberately by the hive mind to tum a 
brood into even more vicious killers 
than normal. 

Any normal Troops choice can be 
selected to be Ferocious. To do thfs 
they replace a Fast Attack choice on 
the Force Organization chart. The 
Troops choice is now a Fast Attack 
choice, leaving the vacated Troops 
choice free and reducing the number of 
Fast Attack choices remaining by one. 
A unit may not be both Feroc/ous and 
Without Number (see later). 

The effect of Ferocity is 
boosted Strength and speed 
(+1 Strength, +1 Initiative) . 
Ferocious troops move in a 
blUr, their bodies wracked 
with uncontrollable shaking 
and their eyes lit by 
berserk rage. 

Ferocious troops must 
assault !I there are any 
targets in range and must 
perform a sweeping advance 
instead of consolidating 
whenever the option exists. 

When a brood is subject to 
Ferocity the normal proviso 
that Deep Striking troops are 
destroyed if they land within 
I ' 01 an enemy model does 
not apply. When deploying a 
Ferocious unit using the 

"Rre in the haler His arm drew back 
to plunge the grenade home when a 
three fingered claw ripped through 
the sppre's outer membrane and 
punched through the sergeant's 
chest, bursting from his back jn a 
shower of blood and bone. A blur of 
motion, a/most too quick to follow 
and the creature was fr88. Its talons 
and claws fore through the squad as 
its mutated adrenal sacs pumped 
horrifying vigor through Its alien 
metabolism. Within seconds the 
infantrymen were dead, shredded 
strips of bloody flesh. no longer 
recognizable as human. The 
genestealer did not pause to savor 
Its handiWork, the chemicals 
thundering through its body drove it 
onwards in a frenzy of slaughter. 

Soon it would be dead, but until than 
it would exist only to kill. The 
perfect predator. 

Deep Strike rules, any enemy modelS 
that are also under (or partially under) 
the large template may be attacked in 
close combat. This is done in the 
Assaul t phase IWd is conducted 
normally with the Tyranlds counting as 
Charging. Such is the Ferocious troops' 
state of agitation that they burst from 
the spore almost as soon as it lands 
and leap on the nearest enemies 
without hesitation. 

This is shown in the diagram below. 
The large circle shows the Ordnance 
template used to deploy the Deep 
Striking Tyranids. 

The three models dlr9(;tly under the 
lemplale can be attacked. as can the 
partially cOllered model, without having 
to roll a 4+ to see If the partially covered 
model 1$ effected. 

I 
1 

I 
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Tyranids cannot live long in such an 
agitated state, and Ferocious broods 
suffer appalling attrition due to 
biological system faHure. At the end of 
each Assault phase of the Tyranid 
playe(s tum. whether the unit has 
been in close combat or not, resolve a 
Strength 2 hit on each boosted brood 
member, with no Armor save. These 
tests do not begin until the brood is 
actually on the table. 

Whilst the negatlve effects of 
augmented Ferocity is potentially 
crippling. these broods are able to 
swiftly overwhelm key pOSitions while 
other Tyranids are still emerging from 
their mycetic spores, their sacrifice 
opening up the defenses for those that 
follow. If the Tyranids are not arriving 
by mycetic spore then they deploy 
normally, but otherwise follow the 
Ferocity rules. 

WITH.IT •••• EI 
Any normal Troops choice can be 
selected to be Without Number. To do 
this they replace a Heavy Support 
choice on the Force Organization 
chart. The Troops choice is now a 
Heavy Support, leaving the vacated 
Troops slot free and reducing the 
number of Heavy Support chorces 
remaining by one. A unit may not be 
both Ferocious and Without Number. 

Without Number has the effect of 
making the brood the first of a series of 
waves, each consisting of an identical 
brood. Without Number broods are 
always subject to the Sustained Attack 
special rule (see page 137 of the 
rules). When the brood is destroyed or 
if it is falling back and the Tyranid 
player chooses to remove it, then an 
identical brood re·enters play during 
the next Tyranid tum, arriving by 

myceticrspore. Tile replacement brood 
can therefore Deep Strike even if this 
Is not allowed in the scenario being 
played. If the scenario allows 
Sustained Attack anyway, then Without 
Number broods re·ent~ r play using the 
Deep Strike rules rather than coming 
on the table edge . 

If one of the incarnations of the 
Without Number brood is lost while 
performing a Deep Strike then its 
replacement arrives in the 
following turn. 

The first Chimera skidded to a stop. 
Clay's squad dismounted while the 
rest of the Company roared on. 
Sergeant Clay formed them up 
faCing the power station 
administration building in a loose 
skirmish order and began to 
advance. Mycstlc spores had 
penetrated the planetary defenses 
and landed in and around the hydro
electric faCility. The upper floor of the 
administration building had a gaping 
hole in it; the squad's job was to 
check it out. They had barely gotten 
within 500 paces when a horde of 
fanged and clawed Hormagaunts 
leapt from the building's upper 
windows and bounded at them. The 
Guardsmen obeyed their training 
and Sergeant Clay's terse orders -
firing short control/ed bursts from 
their lasguns as the Hormagaunts 
closed. They were too many and too 
fast to be stopped by lasguns alone, 
thoogh, and the Chimera added its 
heavy weapons to the salvo, rfpping 
a hole in the brood just as the 
squad's heavy bolter coughed into 

TlCnGS 
A seeding swarm arrives from reserve 
in a piecemeal fashion, so early on in 
the game you will have to play 
according to what arrives. Taking a 
Uctar and some Genestealers to 
deploy conventionally can be quite 
effective. as it gives the enemy 
something to focus on and ensures 
that at least"part of your force is 
immediately available. 

Because you will be landing amongst 
the enemy. firepower is not as 
important as normal, a seeding swarm 

life. The sUlViving Hormagaunts still 
came on and were tensing for a final 
teap when they were enveloped in 
roaring gout of fire from the squad's 
flamer. A last Hormagaunt, its hide 
blackened, made it through the fire 
and lejJpt forward landing before a 
Guardsman, plunging both of its 
sword-like talons through his torso 
with a triumphant hiss. Before it 
could move, Sergeant Clay's 
chainsword swept across its chest 
Knocking it on its back while he 
calmly put four bolt pistol rounds 
through its head, 

~There you go lads, not so tough 
eh?~ beamed the SerQeant but there 
was no answer from his squad. 
Following their gaze. he saw another 
brood as large as the last dropping 
from the building while yet another 
seemed to be maSSing within. Even 
Nat/Janiel Clay, twelve years a 
veteran~ hesitated briefly before his 
stoic sense of duty reasserted itse". 
"We may need to put some overtime 
in today, men/ he said, with a feral 
grin. "FireI" 
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can get away with being armed solely 
with tooth and claw, but It will need 
some monstrous creatures or loads of 
rending claws to deal with 
enemy tanks. 

The hive mind's leadership is essential 
to suslain the swarm through the 
heavy losses it will doubtlessly lake. 
Don't skimp on Synapse creatures, 
because the cOflsequence of running 
out is a 101 of Morale checks against 
very low leadership. Earty In the game 
you may only have a single Synapse 
brood or creature on at any moment in 
time. If so, concentrate on keeping 
them out of the line of fire but within 
Synapse range of the lesser creatures. 

Broods taken as Heavy Support with 
the Without Number rule are very 
useful and can be hurled into combat 
secure in the knowledge that they will 
be back. large Hormagaunt broods 
are ideal choices in this regard. Their 
combat abilities are fonnidable, being 
more than a match for Imperial Guard 
and Eldar Guardians. With an 
advantage in numbers they can even 
threaten Space Marines - remember 

Space Marines have got to fail their 
armor saving throws some timel 

Ferocious broods are marked for death 
the moment they are selected, so it 
does not pay to invest too manX points 
in them. They are great for tyJng up 
dangerous enemy units who are in the 
strongest defensive positions ~ f they 
arrive laler, then they become really 
useful reinforcements as thein spores 
drop right Into ongoing combal6 or onlo 
enemy fire bases. Small broods of 
Genestealers can be particular1y useful 
in this role, as in their boosted state 
they are able to lay waste to pretty 
much anything they can jump on 
before they die out themselves. 

So how do we balance II all up? The 
best way 01 showing the true potential 
ollhe seeding swarm menace Is via an 
army list. J designed the fotlowing lisl to 
be representative of a seeding swarm, 
and a swift glance should show how 
scary this variant 01 the Tyranids can 
be. I have used the standard Tyranid 
lisl with no biomorphed genera 
although there Is no reason not to use 
your own hive fleet. The seeding 

swarm is, in fact, absolutely ideal for a 
hive fleel thai specializes in hordes 01 
the smaller critters. 

I have selected one HQ - a very tough 
Hive Tyrant whose presence should 
cause a lot of worry. As he is quile 
likely to appear in the middle ollhe 
enemy forces, the Psychic Scream 
should be elfective. When playing 
against Andy Chamber's swarm 
recently I was impressed by the way 
Warp Field protected his Tyrant from 
my missile launctlers, so I have 
casually stolen ttte Idea. There are 
times when a venom cannon, fOT all Its 
Ihree shots al Strength 8, Just isn't the 
1001 for the Job, so I have selected 
Warp Blast to frighten Space Marines 
and punish anyone grouplnylogelher 
100 tightly. 

I really like Ihe new Tyranid Warriors, 
so I have included three broods as 
Elile choices. I have lound the safest 
place for a Tyranid Warrior Is often In 
ml!lse rather than being a target, so I 
have equipped them all with rending 
claws to ensure that they can hurt well· 
armored enemies. Venom cannons are 



D
R
A
F
T

the only Tyranid guns with decent 
range, so r Included one in each brood. 
Devourers are great close-up, and I 
reasoned Ihatthere would be times 
emerging from a mycetic spore when a 
hail of death might be useful. 

Due 10 the seeding swarlT) rules, I 
knew Ihall would be using lois of 
troops and decided to stick to 
Genestealers and Hormagaunts. The 
plan is to land in numbers and get into 
m~lee very quickly. Three Hormagaunt 
broods make up my Troops selections 
and i included a mutant Hive Node-in 
each of them. The vagaries of 
Reserves and Deep Strike being what 
they are, it is quite possible that these 
broods will have to operate away from 
the hive mind for some time, so having 
a leadership value of 10 will help 
prevenllhem from adopting instinctive 
behavior when I least wanl it. 

Two Hormagaunt broods were selected 
as Heavy Support to benefit from the 
Without Number rule. These will 
ensure that the swarm will keep 
coming and that even on the lasl move 
of the game there may be more 

Tyranids arriving. The other Heavy 
Support pick HAD to be a Camifex, as 
these rampaging monstrosities have 
ttie capacity to rip, rend and lear their 
way through virtually anything . Even 
the normally invulnerable Land Raider 
Is just so much food packaging to the 
Camifex, so It is certain 10 draw 
masses of lire. 

For Fast AttacK choices I took a 
standard Gargoyle brood, primarily so 
thai I had a few more things to shoot 
with on landing, and also because with 
their bie-plasma the Gargoyles can be 
surprisingly dangerous. For the other 
two choices Ilool\Genesteater broods 
with the Ferocious rule..-There will 
inevilably be ga(nBS where the 
decision point is Whether one or two 
firabases can be held. The 
Genestealers will be h.urled at tt'\e 
'ira bases. I don't expect them to live, 
but I do expect ttlem,lo get lfielr claws 
bloody very quickly. IdeaHy, the 
damage done by these broods will be 
sufficient 10 give the hordes of 
Hormagaunts and Tyranid Warriors the 
chance to gel the Job done. 

As is often true with armies lacking 
firepower, by giving your opponent lots 
of difficult target choices you maximize 
the chance of them getting it wrong at 
the key time. In this army the T\,:rant. 
Tyranid Warriors and Carnifex are what 
will really worry an opponent. 
Everything else is really a decoy but a 
potentially deadly decoy if not treated 
with the proper respect. 

I fTlake no claims that the seeding 
swarm Is invincible, indeed, I can tell 
you for certain that it isn't. What I do 
claim rs thallI's the type of army that 
will have your opponent watChing the 
game from behind the sofa and 
developing a tendency to look up a lot. 
just in case. All in all, seeding swarms 
have te(ritying potential. but throwing 
your broods at a planet is a gamble 
that could cost you. The resultant 
battle is likely to be intense and brutal. 

What more could you want? Have fun. 

HIVIFlEET 
CAllTlllRIDAE: 

HO 

SEEDING 
SWARM 

Hive Tyrant with scything talons & 
venom cannon; Warp Blast, Warp 
Field & Psychic Scream. 158 pts 

lUTE 
3 Tyranld Warriors 
Two with devourer & rending claws, 
one with venom cannon & 
rending claws. 120 pts 

3 Tyranid Warrior. 
Two with scything talons and 
rending claws, one with venom 
cannon & rending claws. 111 pts 

3 Tyranld Warriors 
Two with scything talons and 
rending claws, one with venom 
cannon & rending claws. 111 pts 

TROOPS 
9 Hormagaunl1l 
with Hive Node mutant 

9 Hormagaunts 
with Hive Node mutant 

9 Hormagaunts 
with Hive Node mutant 

FASTATTACI 
6 Genesteaiers 
Ferocity 

6 Genestealers 
Ferocity 

9 Gargoyles 

HEAVY SUPPORT 
16 Hormagaunts 
with Hive Node mutant 
Without Number 

10 HormaQaunts 
with Hive Node mutant 
Without Number 

Carnifex 
with venom cannon and 
scything talons 

100 pts 

100 pts 

100 pis 

96 pts 

96 pts 

90 pts 

170 pts 

110 pts 

133pts 

TOTAL 1.495 pts 
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racnca shlno. th •• pOUlgh' on 
ane panlcular anny eVllr, 
month. wtth a veteran pla,er 
taklnl ,OU through sime tactics 
.nd sua,.gl •• ,., th.I, , ••• , 118 
'ore •. Thl. manth, M.Uhow 
Sprangal •• k •• ,th •• dVa.' •••• 
•• d dl .. dV •• ' ...... n.'dl ••• D.'" Ang., •• avonwt •• 'ore •. 

As well as being a 
regular player of the 
much underrated Sisters 
of Battle, Matthew 
Sprange a/so fights with 
the difficult to use Dark 
Angels Rsvenwing. 

The 2nd Company of the Dark. 
Angels, known throughout the 

galaxy as the Ravenwing, are noted 
for their experience in reconnaissance 
and fast strike missions. Their skillful 
use of Bikes and Land Speeders 
enables them to engage armies many 
limes their size and emerge victorious. 

Within Warhammer 40,000, the 
Ravenwing represent a truly unique 
force. They are not simply another 
Space Marines army but instead have 
a completely different mode of 
wartare, forcing players who use them 
to adjust their normal tactics 
appropriately, Whilst they are usually 
regarded as a niche army, the 
Ravenwlng does have a lot to offer to 
the discriminating gamer. 

100 UmCaallllNaUS IAIIIIIWING 

DARK ANGELS RAVENWING 
ADVICE fOR USING THE DARK ANGElS ElITE SECOND COMPANY 

1. They are fast. Ravenwing units 
have the ability to keep an enemy 
totally off balance, feinting attacks , 
then striking in weak positions, They 
are also superb at taking objectives, 
absolutely necessary in Take & Hold 
and Cleanse missions. 

2. They are tough. Every biker has a 
Toughness of 5, enabling them to 
withstand a great deal of punishment. 
Even elite units such as Eldar Howling 
Banshees, the bane of many Space 
Marine armies, need a 6 to wound 
them in combat. Also, every unit 
receives a 6+ jlnk save and this must 
not be underestimated. It has won me 
more games than I care to rememberl 

3. You need very, very few models In 
a Ravenwing army, allowing players to 
assemble a force in an Incredibly 
short space of time . A standard 1,500 
points army is likely to have less than 
twenty models - you could paint the 
entire force Inside one weekend! 

4. They are an elite force from the 
greatest Space Marine Chapter in the 
Imperium. What more needs to 
be said? 

HEIOINS THE RlVENWINO 
When putting together a Aavenwing 
army, you need to keep several things 
in mind. Your force will be very small 
and, whilst you may be able to paint it 
qUickly, your opponent can destroy it 
even faster on the open battlefield. It 
is imperative thai you maximize on the 
destructive capabilities of your units in 
order to ensure that when you strike, 
your opponent will feel it. 

The Master of the Aavenwing is a 
compulsory purchase but, in a normal 
1,500 points game, steer away from 
giving him a Command squad. You 
will find that he Is far more flexible if 
he can join and leave squadrons at 
willlhroughout the battle, rather than 
being tied down to just one. You are 
also required to take twO Bike 
squadrons, and these will end up 
forming the core units of your force, 
so do not skimp on the upgrades. 
Make sure tllat ypu have the 
maximum five bikers in each 
squadron, with an attached Attack 
Bike if you have the points to spare. A 
Veteran Sergeant in each will allow 
you to field power weapons and fists, 
essential tools as the bikes wlll spend 
much of their time assaulting the 
enemy. Furthermore, the chance to 
take two special weapons in a single 
squadron greatly increases their 
firepower. J tend to choose a mixture 
of flamers and meltaguns, as you wilt 
rarely have the opportunity to use the 
rapid firing plasma gun to full effect. 
As an aside, it is usually worth having 
a Chaplain or Librarian leading one of 
these squadrons, as their lethal close 
combat prowess will be enough 10 
crush entire enemy squads and could 
well swing a vital combat in your favor. 

The periphery of your army will be 
comprised of Attack Bikes and Land 
Speeders, but these lTJust still be 
considered essential units. The Land 
Speeders are the fastest units you 
have at your command, whilst the 
Attack Bikes grant a much needed 
anti·lank capability. Their Toughness 
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and armor can also be used to stall 
lethal close combat squads for many 
tums, allowing the rest of your army 10 
deal with weaker enemies. 

.. TIE .. mlnELD 
II may be presumed that the 
Ravenwlng will excel al some 
missions allhe expense of others. 
However, you really do have the tools 
10 lackle every mission in the rule book 
wilh a degree of success, though you 
must accept that command of the 
Ravenwing is not for the faint-hearted. 
Your enemy will always outgun and 
outnumber you. II can be very 
daunting to set up twenty-odd models 
on the table when the other player has 
well over a hundredl 

It has to be said that the Ravenwing is 
not lor the novice player. However, 
once they understand the key 
strengths and weaknesses of this 
force, any player with a good grasp of 
the rules may find the Ravenwing to 
be an extremely capable army. 

The first mistake many players make 
is to assume that, as a fast attack 
force, the Ravenwing operates best as 
a stand-off type of army, using speed 
and concentrated firepower to achieve 
mission goals. This is not strictly true, 
and players using these tactics will 
find themselves outgunned and 
running for cover every time. It Is 
necessary for you to get your Bike 
Squadrons into assault as quickly as 
possible. After all, if they are in close 

combat, they cannot be shot at! Use 
terrain to cover your advance and do 
not be afraid to dash through a thick 
wood or overgrown ruin if it gets you 
Into contact with the enemy a tum 
sooner. I have yet to lose a biker from 
failing a Difficult Terrain test (I am 
going to regret saying thatl). Aim to 
get a shot off from the squadron's 
special weapons before the assault is 
launched, destroying that all-important 
tank with the meltaguns or annihilating 
a counter-attaCking squad with the 
flamers. Once in the thick of things. 
your Veteran Sergeants will make 
short work of their opponents, whilst 
the high Toughness of the bikers wit! 
allow them to survive the inevitable 
return attacks. Once the enemy 
breaks, the bikes' movement will 
enable the squadron to run down 
most units. 

The Land Speeders should be kept 
further back and used to attack enemy 
flanks and grab objectives. In this way, 
the Land Speeders will ultimately win 
more games for you than any other 
unit. But to do this, they must stay 
alive. as obvious as it sounds. It 
should go without saying that a Land 
Speeder must always move over 6" 
every turn so will only take glancing 
hits, even if it carries two weapons. 
They will lose firepower, but will 
certainly last a lot longer. On top of 
that aid to survivability, you also have 
the famed 6+ 'jink' save. 

Now, when reading Codex Dark 
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Angels , many players dismiss this 
ability as almost useless. However, 
you really do have to field an entire 
Ravenwing force to fully appreciate II. 
You see, when your opponent fires a 
missile launcher or similar weapon at 
your Land Speeder, he will 
automatically assume that it is going 
to be destroyed or at least be unable 
to fire next turn and will start hunting 
for another target. When you make 
thatB+ 'j ink', it will cause a degree of 
consternation, as he will now have to 
find another weapon to fire at it. When 
you start making consecutive 'jinks', 
he may well start tearing his hair oul. 
As the Land Speeders are usually so 
important to achieving mission 
objectives, this little ability is a 
potential game winner. 

I must make another note about Land 
Speeders at this point. Players 
generally detest using their heavy 
weapons against them, as they know 
full well that multiple bolters, shuriken 
catapults and the like, tend to be far 
more effective at bringing them down, 
and it leaves the big guns to fire at 
more important targets - such as your 
Attack Bike squadron which is 
sneaking behind a hill, trying to get a 
good shot at an armored vehicle. The 
Land Speeder's own guns oUlrange 
these weapons, especially when the 
enemy starts moving about in reaction 
to your fast moving forces, so there is 
no reason to get within their range . At 
all. Make him concentrate his heavy 
weaponry on your Land Speeders, 

certainly take it. Remember that a 
heavy bolter is just as good al 
supporting your advancing bikers at a 
range of 36' as it is at 12'. 

In the early stages of battle, you must 
try to get your bikes into close 
combat, whilst your Land Speeders 
stay in the rear and on the flanks, 
preferably hidden from the bulk of the 
enemy army by large pieces of terrain. 
Try to destroy key units with a 
combination of shooting and assault, 

targeting the greatest threats to your 
army - tooled-up close combat 
characters, heavy tanks and large 
numbers of basic troops which 
can overwhelm your units by 
sheer numbers . 

• MIST ELITE MRCE 
Admittedly. a Ravenwing army is not 
for everyone and they do not forgive 
any mistakes you may make in play. If 
you like your units charging into the 
teeth of enemy fire, explosions 
blasting all around them, then the 
Ravenwing is not for you. If you like 
the sort of army that can gouge out 
huge holes in the enemy's line in the 
first turn, then the Ravenwing is n01 
for you. 

However, if you are looking for a new 
force that you can take the time to get 
to grips with and actually makes you 
think whilst you are playing, then the 
Ravenwing may well be suitable. You 
may have to persevere, bUt remember 
that no matter how many troops, guns 
or tanks the enemy has, the 
Ravenwing do~s have the capability to 
overcome them and win. 

There is one last thing to consider. 
Any player who can take a Ravenwing 
force to a tournament and do well -
say, come wlthln the top 10% - is, 
without a doubt, an extremely good 
Warhammer 40,000 player. The 
challenge is there, if you are up to ill 

EXAMPLE OF A 1.500 POINTS RAVENWING FORCE 

NQ 
Master of the Ravenwlng 255 

Interrogator Chaplain with bike, artificer armor, bolt pistol, Blades 156 
of Reason , melta bombs. 

TROOPS 
4 Ravenwlng Bikers with twin-linked boilers, bolt pistols, , flamer 258 
and 1 meltagun. 
1 Veteran Sergeant with power weapon who is stubborn. 

4 Ravenwing Bikers with twin-linked bolters, bolt pistols 285 
and 2 meltaguns. 
1 Veleran Sergeant with power fist who is stubborn. 

FAST ATIlICI 
Ravenwl ng Land Speeder with heavy bolter. 60 

3 Ravenwing Land Speeders with heavy bolters & assault cannons . 255 

NEiVY SUPPORT 
3 Ravenwing Attack Bikes with twin-linked bolters and multi-meltas. 225 

TOTAL COST: 1,494 points 

rather than your bikes, as the~Y~C~a~"l;'_":;;;;;;;;~~;;;;:~~~;;;;~;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;J 
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SPOTLIGHT ON 

lESSIO 
Break out the garllcl This 
Whole Issue carries the 
unsavor, reek 01 
putrelacUon and. With our 
crucWxes held high. we 
now meet the man behind 
thoselanged denizens 01 
the night. Sa, hello to the 
Games Devaloper 
responslble'or the new 
Vampire Counts armies 
book. Alessio Cavatore. 

Come on then, Alessio, 
introduce yourself! 
Well , I was born in Turin, Italy. I have 
always had a strong love for model 
soldiers. As I grew up, I was fascinated 
with gaming book:s of all kinds, and 
before long I began writing my own 
scenarios for them. I guess the games 
developer was lurking Inside me even 
then! 

WD250 
(November 20(0) 
Dog. of W .. 

Can you remember your first exposure 
to Warhammer? 
When I was old enough, I joined my local 
roleplaying games club. It was at this 
club that I saw a game of Warhammer 
being played lor the I1rsl time. 

Around this lime, a bad accident 01 my 
own doing (the gory details have been 
left out to protect the innocent) left me 
with a badly broken leg and I found 
myself stuck In hospital. A friend of mine 
gave me a copy of Warhammer while I 
was there, and from that point on I 
was hooked. 

So, how did you proceed from playing 
games to writing them? 
, didn't really have a writing background 
as such before joining Games Workshop. 
My lirst love was playing the game Itself. 
I used 10 field a Skaven army, although 
generally I prefer playing the gOOd guys. 
After many years of playing, I decided to 
enter the Italian Grand Tournament. To 
my surprise I won and, in doing so, got to 
speak with the people who were at the 
time setting up Games Workshop Italia 
(which was based at head office). After a 
brief chat, they decided that my grasp of 
English was good enough for the job of 
translator, so I set off for Nottingham. 

How did you find moving to 8 foreign 
country and straight Into 8 new Job? 
It came as a big shock to my system. I 
had taken a big gam~e in dropping out 
of my last year at university to pursue a 
career here at Games Workshop. I was 
working on translating the Warhammer 
fifth edition Magie supplement, and 
spotting some inconsistencies in the 
initial print run of the English version 
brought me into contact with the 

Games Developers. I found myself 
working with Tuomas Pirinen (author 
of Mordheim and the driving force 
behind the sixth edition of 
Warhammer) and Rick Priestley and 
forged a solid friendship with them. 
Then came the staff tournaments 
and I surprised everybody by 
winning in 1998 with a Bretonnian 
army. By the time the 1999 Staff 
Tournament was played, I was 
the firm favorite to win and did 
not disappoint. This, in 
combination with an opportune 
discussion with Rick and 

Tuomas, led me down the hallowed path 
to Games Development. 

The first original written piece you 
produced was fiction (the 'field 
surgeon' story for the Dogs of War 
Armies book, back In 1998), Is writing 
fiction something you want to 
move Into? 
I don't see myself as much a writer as I 
do a games developer, although 1 do 
enjoy writing stories very much, For me, 
writing is the ability to make people 
dream. To be able to give people dreams 
is a dream In itself. One 01 the biggest 
problems I came across as a writer was 
building up the confidence to write In 
English. It is a definite psychological 
barrier, but the more I wrote, the greater 
my confidence grew, I don't get enough 
time to write as much as I would like as I 
am busy finishing my degree (in biology) 

You used to have a reputation as a bit 
of a 'power playar'. Do you feel that 
this Is undeserved? 
I will freely admilthat my style of play Is 
that of a power player. or 'rules lawyer' 
as they are often known. Being so 
competitive has, however, given me a 
distinct advantage in my job. By pushing 
the rules to their furthest definitions you 
can see how easy they are to bend and, 
In dOing so, you can try 10 combat that 
abuse. I think my tenacity to slick by the 
slrictletter of the rules combined with an 
attention to detail honed from my time 
spent as a translator allows me to pen 
rules that make sense without the need 
for lengthy discussion. 

The whole process of games 
development is very rewarding, It makes 
me feel great to creale these games as 
they are better than any computer game. 
In a computer game you play against a 
machine, whereas with Warhammer you 
meet real people who have real lives. 

Tell us about your first big projects for 
Warhammer. The Dogs 01 War army 
list, for Instance. 
I was given the Dogs of War project for 8 
variety of reasons. Firstly, many of the 
Units are from TIlea. They're part of the 
family (Tilea in the Old World 
corresponds to Italy in the real world!). 
Secondly, having recently completed the 
Empire Armies book, writing the updated 
Dogs of War was an obvious choice. 
They are mostly human mercenaries and 

- -------------------
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share many of the same traits as the 
men of the Empire. they are all humans. 
after all. One of the biggest problems I 
faced with the Dogs of War is that there 
are too many obscure units, each with its 
own special ru les. This posed a problem 
in that each unit has the potential to 
fundamentally mess around with the 
original Wartlammer rules and create 
hOrrible complications. 

When writing an Armies book, It must 
be difficult not to keep making armies 
tougher and tougher. 
It is a strange dilemma that a games 
developer must face. It is all too human 
to try and make the current army you are 
working on the toughest yet. After all, it is 
your creation and you want illo be the 
best. At the same time you know that th is 
is wrong. We would risk having a terrible 
escalation of power with each book 
released if we couldn't keep this way of 
thinking In check. What you need to 
achieve Is a SOl50 balance, although it is 
a difficult process to master. 

Where do your influences come from? 
A wide variety of sources. Naturally. 
J.A.R. Tolkien (author of fantasy novels 
The Hobbit and Lord of the Rings) 
inspires us all in Games Design, but a 
combination of films, comics and books 
all keep me imagining. 1'1) watch a film or 
read a book and want to better it. 

Ok, lei's talk about Vampire Counts. 
For over 200 years, the vampire has 
been an Integral part of our popular 
culture. Are you a big fan of the 
vampire In literature? 
I am not a massive follower 01 vampire 
myth os. but I would class myself as a 
fan. nonetheless. I saw Bram Stoker's 
Dracula (by Francis Ford Coppola) and 
was inspired to read the book. The book 
is fantastic and has all the elements of 
every vampire that has ever been 
created in film. 

You contributed to the first Vampire 
Counts book, but this time you were 
the main writer. The Vampire Counts 
are still quite new as a Warhammer 
race In their own right (previously 
being part of the generic Undead 
Armies book). When working on the 
rules and background, did you have 
free reign? 
On the Vampire book, I have been given 
far more autonomy than ever before. 
However. Games Workshop has a 
very defined style of writing and 
imagery. and there are a 
number of particular 'do's and 
'don't's. The whole of the 
Warhammer world has a dark 
underlying tone to it. 
Personally, I would prefer to 
write about definite good guys. 
but understand the need to 
keep with the theme of the dark 
world that we 
have created. 

Well , thanks for your 
time, Alessio. 
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or ... ·Ask Dirty ,stevel" 

[)car White Dwarf, 

rYe bet!n collecting Warhammcr 40K 
for about 4 years. I have recenrly 
changed and tried Warhammer. I 
wanted to collect Dark Elves, but r 
don 't know much about the rules. The 
''arhammer ruJe.sbook has most of the 
statS for them and I heard that there is 
a Ultle booklet thai also has some of the 
rules, but I don't know what any of the 
char.lctcr.o look like. I read about some 
of the characters like me Assassins and 
Corsairs, and th(:y sound pretty good, 
but wh:u do they look like? What I 
would like to know is when is the army 
book coming a lii for the Dark Elves? 
,'hcrc arc books for the Empire and 
Orcs. but why isn 't there one for Ihe 
Dark Elves? 

Si ncerely, 
Kevin Hargrud 

As II tunIS out, Kevin, the Dark eJlles 
are about to hit the \,fTarbammer scene 
really fJlg with a large part of the 
army's new miniature line being 
sculpted by Chris Htzpatrick. Look jor 
the ar",y book and a BOA1tOAD of 
new minlall/res to be released right 
arOllnd Ibis year's Games D(IY! 7rIlSt 
mc ... everythlng YOll ever wanted to 
know about the sit/Isler fnhabiumts oj 
/V(Iggarotb will be 111 your local 
retailcr jaster than a jrenzled 
Witch Elf! 

Dear White Dwarf, 

Me and my friends 10\,(, Warhammer 
'10,000 (Space Marines in partiCular) 
and we have arguments about which is 
the best and strongest Space Marine 
chapter of all. I, myself, play the 
honorable Black 'Icmplars, extremely 
dediCated warriors ro the last, some of 
my friends play the untrustworthy 
Blood Angels. some the mysterious 
Dark Angels, others lhe ferocious 

Space Wolves. We came up with this 
idea: What if, In a future White Dwarf 
you had a Bailie o(thc Chapters to find 
out which is the strongeSt, a 
toumament, a battle to the death, and 
so o n. I have been playing for almOSt 
two yt:arS now, and I hope you can 
decide for us which chapter is the beSt 
of the Emperor's finest warriors, 

Andrew N. Solic 
Pittsburgh , I'A 

In truth, Andrew, there it 110 one 
chapter oj Space Marines that Is tbe 
toughest or the beSI. l1ach one hus its 
own lIdl'anUiges and dlsaclvantages in 
order to balance them Ollt with other 
armies in tbe 40K fmiverse. That, 
coupled witb tbe ralldomness oj a die 
roll (like the rtllidom and chaotic 
nature oj war) makes II hard jor 
gllm eS to be WOII jllst by playing a 
panlcularan,,),. As J've beard oftell on 
the field oj battle, ~The dice giveth alld 
the dice taketh away. W 

Dear White Dwarf, 

I am a devoted Dark Angels player and 
a White Dwarf .subscriber. I've played 
for almost four years now, and I've 
c..'Ven st:med my own Codex: Obsidian 
Angels. It 's working prelly well. 
Anyway, I wa5 wondering.. . Space 
Wolves have hatred towards Dark 
Angels, right? You hit on a 3+, e tc. nut 
why shouldn't lhe Dark Angels have 
SQme kind of hatred towM<ls Chaos? I 
mean, after a ll , there are the Fallen 
Angels, and we wam revenge! I thInk it 
would be sweet if you wouid let Chaos 
and Dark Angels have a feud . There are 
rules about Cypher and the Fallen 
Angels, but lhat really doesn 't display 
(heir hatred towards Chaos. I think 
Chaos players would agree rhat it 
would be fair to have some kind of 
special rule (especially if they gct to hit 
o n a 3+ in close combat1) besides the 

Have a question about 
when new armies are 

coming out? Need some 
advice about painting 
or modeling? Ibis is 

the place for 
your inquiries 
and opinions! 

Write or email us at 
the addresses below! 

rules for the Fallen . Nobody plays 
special characters much, anyway. 
Thanks fo r your time . And I was 
wondering, when do you think the 6th 
edition Bretonnian anny book will hit 
the shelvcs? 

Thanks, 
Brock: Claymn 

As I am stili a novice jflrseer, my 
joresl8ht only has /imfted power. But, 
as jar as I can tell, I datl't see the 
Bretonni(lII book comin8 out b('jore 
the fall oj this year. 

Hatred rules jar Chaos ... tbars a pretty 
cool Ideal As always, house rules art' 
COMPLBTELY en couraged u'ithin 
gaming grollps. Try and set up some 
bonuses alld restrictions with yOllr 
opponoms, and ixwe a go at trying 
them Qut I" a jew gmues! 

Want to send a letter to the Mailbox? Write us at : Games Workshop, Attn: White Dwarf Staff, 6721 Baymeadow Drive~ 
Glen Burnie. MD 21060. Or. send us some emlli! at WhiteD @gumes-workshop.eom, but remember to give us pennission to print your 

emails. We can't use them if you forget! 
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THE OUICKAN -THE DEAD 
A Warhammer Battle Report by Phil KellY and Alessio C""'atiI 

Unless you have been hiding behind 
the sofa, you w tll know thaI this 
month seeS the r!!lease of the new 
Vampire Coums, and what better 'wy 
to cclcbr.ttc this than " blood-soakeu 
batt le report s howing off th is 
fearsome army. 

The lrickiesl decision to be made for 
this batlle report was which of the 
Vampire CQunlS bloodlines to use. 
A1lhough many suggested giving the 
new Strigoi a chance to gel their 
claws diny, we evemually decided 
on Lhe mood Dragons, the 
quintessential Vampire wanior.'! . The 
decision was a IInle biased ; il was 
in triguing 10 see just how polen t the 
new V".unpirc Counts army was w hen 
the onus is on rock hard troops and 

not necromantic magic. The lucky 
player who led the 13100d Or.lgons 
on the banlcfield was to be Alessio 
Cavatore, the author of that dread 
tome, the Vampire Counts 
Armies book. 

To oppose the infernal knights were 
the Skaven, us ing the Ravening 
Hordes army list. Taking the mtmen 
to the fore was Phil KC) lI y. White 
Dwarf 's resident Skaven player. The 
Skaven, renowned for their sneaky 
tricks and total lack of honor, 
conlr.lSted nicely with the martial 
discipline of the Blood Dragons. 

The scenario was to be a Meeting 
Engageme nt, which is hasically very 
5imilar 10 Pitc hed Bailie , but with an 
intere5ting (wist. Before the battle 

begins, each player need.!i to number 
his units in a marching order, and 
must deploy the units in exactly thi5 
sequence. the first unit placed in the 
centre and the rest working out from 
this point. This provides an 
interesti ng mission where the ba ttie 
can potentially be won or lost before 
the game l.'"Ven begins. 

Given Alessio's tactical wizardry and 
Phi l"s predilectiOn for figh ting dirty, 
only one thing was sure: things were 
going to get very, very messy ... 

(Note: 1be Vampire CoulIl.s army 
was .still being developed al the time 
Ibis battle was played ami therefore 
some (/ellll/s and points values may 
not entirely correlate with those lit 
the Vampire COImts Armies book). 

l"hit. ;. ~ ....... 1 Co.IC Crcpr ¥III; DcdUd. • be. anny of tIM: dud UOIKd Ccidaa Font Wr IMI'CIa to ...., <*C apia. 
bel ... to pi .... Woody .,. ... tk JOlt bdJy 01 dw E.api,"" .of to w.ad I ""'" EM. pnau I1ICI pulICe i1 bclore lUI 
troopt. lOt to til"Oft • Dwuf daI d the ... Oft blood. We NK"- to rtd ....... or • ..labl"". 

V. DccDl had foqIIl 1t..t ntmc. bcfOfC. Tbry had • ..., .... of bebW.8 .p (rom. " ...... 1& tbe Jlliu 01 
Ccicbbci. whn tlaty Iud .... acd ClIO'" to poIC I _brut. [wry tieClo.: Of JO he Iud \0 IRe • pm" 

of lUI f.. lnuaorhI ,_pam.. oeIO thr Itnddicld .- but thr Skm:.. t1Klt laIo tfacir "'no .... 
TlIey lived IOf a tw.d1.1 of yan. • arc bIialt of III tyc: lot lbe cttrNl wznion of biJ 

order. AM .,. OM 01 ... will rae. W Ibc -uk Of tile toIIr .. to lishl him fiCr ...... 
The ..... caa.- of U U.dtacl ...... nmthrd behiad _ 

DccW •• led dw: ..,. ...... f ... of bli,lt.Rd UQ. 0)9tt 

Wd. ....... awn .t ~ ,..w. qQw fOlQb. He Iud 
... .. _ ...., .-. tMII to C' ............ time ...... 
..... ... . f'!M _ ...... <lou ... '" ot. 

__ ...... WWC .... (;oW "' ...... "' ..... ..., -_ ........ ... ... ..,"'-r .......... . II.... "'JiiIca. 
'NL ... .......... "'V ...... _ ....... 'w .... 
....... ..a.I Ariptiee - ....... DtWd ... NVI_wftt 
.................. odoooI """'" '" ... _ ... 
1IC.ip_ ......... H. ... 10 foeL ..d be g. hi ..... 
.... .u .... it die OW w.w ., su.e. ftFC *' .-
lii:dy 10 rcmn 10 ..... tKtia _ dudly trapJ. .......... 

.an: awri&I ...... IlB lI.dc ld.p .... ., .. min: ..". of 
,...... 1M c..iIbkia _ ftcrc: he: was ,;.e. the. ... ef 
udcath. .. _ opa J'M rc..-r .... . iIl 1'hiI ..... die 

vcnad WOIltI ~ to lie uUai, 
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WARHAMMER BA.TTLE REPORT THE QUICK AND THE' Ol".' ---------------- -------- -+--
EVEN THE DEAD CAN BURN 

Phil: The Undead: 
unbreakable 
hordes of 
magically rai$ed 
corpses, most of 
whom could not 
fight their way out 
of a wet paper 
bag, but some of 
whom could take 
on a Oragon and 

walk away with a nice new sui t of scale 
mail. No mailer how hard you hit them, 
they never run away. 

The Sk.:lVcn: potentlallyextremdy 
po\.veriul, with a good selection of 
excellem specialized troops. In units. 
they haxe a Ilery nigh effective 
leadership. but glvc Ihem a good hard 
slap and off they go. Famous for hiding in 
ho les when Ihe going gets tough. 

Which Is kind of what I felt like doing 
when I swapped army lists with Alessio. 
The Infamous Blood Dragons. Three of 
the blighters, and oh. I see they'lle 
brough.t their mates. 

In all the amlies I've faced since the new 
Warhammer came OUI, the Undead arc 
the only o nt:!; who h:l\"t: massacred me. I 
knew what I had done wrong, and il was 
simple enough: never, (.,,\'cr go toe to toe 
with troops rar harder than your own. 

So my stralegy, basically, wa. .. 10 ensure 
th:u we fought on my terms. The Blood 
Drolgons are Infamously bad at magic, so I 
decided to outclass them In that field at 
leasi. Warlockll co the fore.! Besides, a 
Sk:wen Warlord would cnd up liS so 
much bad kebab meat in a challenge 
against a Vampire Count. II Grey Seer 
with the F/mnill8 Sword of RbI/In (Lore 
of !lire, givi"1!, a Grey Seer 3 Auaclc;, 
hining on 2 + . with a Strength of 7) 
sccmed like a much bener bet. Backed 
up by II Warlock Engineer with a couple 
of scrolls , I could be confident of having 
the monopoly Oil magic. 

110 

5c{:ondly, if I was to engage the Vampire 
Count and his mounted WighL~ , [ was 
going 10 do it in as underhanded a Woly 
as possible. Hit a unit ofcall1llry in the 
flank and you only ha\'t: to worry about 
figh.ting two or three non-charolcter 
modds (God bless cavalry bases) . All you 
nced is a nice big unit to be the decoys; 
when they're charged. you flee with that 
unit, the e nemy fails their charge, you 
rally the fleeing unit nCX1 lum as they 
pass your General, and hit Ihe offending 
unit in the flank . Oldest sneaky more in 
the book. Chances of me successfully 
puillng lIon Alessio CaV;1I0fC: nIl. 

Still, [ had plenty of Olher tricks In the 
bag. Globadiers. for instance. Against a 
unit of hea~Hy armed, high toughness 
elite troops in tight formatIon , like Gral't": 
Guard, they can really earn their points. 
Back them up with a Warpfire Thrower 
and your units could weU be charging 
low grade charcoal rather than 
armored Wights. 

I took the Rat Swarms because they are 
Unbreakable, ~n excellent trait against 
really expensi"e units. Whilst the ancient 
and powerful Lords of lhe Night are 
playing at being sewt:rjaclc;, you can 
concent r ... te on hilling the resl o f the 
am)y where it hurts . The unbreakable 
Doomwheel can tic up big units 
Indellnitely, electrOCuting them with 
impunity. It's belIt deployed on the flank, 
so it doesn ' t zap your own units. 

I didn 't h:tve much In the way ofJe:aalls, 
so that freed up a Special choice for my 
personal favorites : the Rat Ogres. Pump 
them full of Skavenbrew and o ff they go! 
If you 're lucky, these monStrous hybrids 
wi ll then suffer rrom batred, making 
them nlgh-unstoppahle due to their high 
Attacks and Stccngth. II nice big unll of 
StomJ\'ennin is also worthwhile; their 
halberds take t.hem up 10 Strength 5, 
worrying ellen for bwed c-... ll3lry and 
hea\'ily armored Infantry. 

The Gutler Runne~ were to infiltrate the 
o ther flank, ideal for restricting the 
Undead'S shiny new mar<:h moves, and 
buying me a bit more time. Finally, the 
ubiquitOuS Slrnvenslalles; totally 
inllaluable cannon fodder, completc:ly 
disposable, underrated and cheap as din. 

Well , I had plenty of lools for the Job. All 
that remained was to see if I could 
use thell!. 

SKAVEN DEPLOYMENT 
E figured that I had a couple of aces up 
my slet:'l'e as far as the marching order 
wa.~ concerned. Small units like the 
Globadie~ and especially the \l'arpfire 
lbrower an: invaluable, as they both 
count as units and ;lre cxtn:mely 
m:lIleuverable. You can place IbeS(: 
troops down first wilhOut committing 
;lnythlng at all In the way of manpower, 
making your opponent respond and 
hopefully fOl'(:lng his hand. r chose the 
Clanrnts as the L"entral anchor, a nice big 
unit for my Gem:ral to Ic~d, bumping his 
leadership right up 10 10 whilst 
remaining within 12" of practically the 
entire anny (always good procuce) . My 
Slaves guarded the left flank againsl the 
Black Coach; I was confident that so long 
a.~ thL')' stayed within 12" of the Grey SL"Cf 
they could hold offlhe Black Coach 
indefinitc:ly. The Stormvemlin and the Ral 
Ogres were placed so that the Rat Ogres 
could hinge round :lIld flank anything 
that hit Ihe center of my lines. The Rat 
SW'.trms were OUI front; they were 10 Stop 
the cavalry in their tracks, if possible . 

The Doomwheel went far out right, so 
that It could hug the impassable terrain 
and ultimately hit the Undead battle lines 
in the flank . Alessio deployed In a fairly 
textbook liI.shion, keeping his hardest 
urulll close together to prevenl a 
dislocaled battle Une. 

AU in all, I was pretty happy with the way 
deployment had workcd OUI. 

Here goes nothing .. 
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IN THE NAME OF ABHORASH! CHARGE! 
AJesslo: I 
haven 't even 
finished the 
acmy li sl yet , 
and I already 
have to playa 
battle report . 
\'felrd. Well, 
that's the way 
things go 
around here, 

because we work so many months ahead 
oCthe release date.~. So don 't wo rry if 
you ~cc a few differences here and there 
between my list and the final one that 
will be published in the book. Hopefully 
il will only be a few minor details . 

Rlghl, let 's think about the list. I'Ub(: 
playing a Blood Dragon army and, 
therefore. I 'll start with a solid unit of 
fully equipped Black Knights. A5 for 
Char.'lCICni, a Count tooled up [0 fight 
and his Thrall Banle Standard Bearer 
(carrying a War Banner) will lead the 
Oll'll.lry. I nomlally choose a Wnilh at 
Ihis point, but J JUS t love Ihc Blood 
Dragon on fOOl widding the sword and 
dagger combination, so he will be my 
ncxt Thrall. He 'll lead one of the 
infantry uniLS. And to finish , nI take tht: 
mand:nory Necromancer, bec:iusc th~ 
8100d Dragons arc not great with magic, 
and I n~e:d some defense: (te, Dispel 
Scrolls) ;n case Phil takes a Grey Seer as 
his General. As for my Core Units, I'll 
hal'e: a solid block of armored SkelJies. 
TIley are a bit pric~y, bur th(.1' have a 
nice 4+ armor save in close combat due 
to thelr hand weapons and shie.lds, and 
I'll try to raise some: more of them 
during the game. I feel that fewt:r, ocner 
cquippt:d Skeletons fit bent:r with the 
Blood Dragon theme, and for the samt: 
reason I'll be ficlding no Zombies. A 

pack of fast Dire Wolves is a must to try 
to outflank the Skaven, and ~ band of 
Gho uls will be useful to tackle small 
annoying Slffivcn units such as Warpfire 
Throwers, Globadiers and eyen 
Gu\{er Runners. 

'Ib match the llIack Knights 1"11 also 
deploy a unit of Gravc Guard equipped 
with the dre:ld BOImel' 0/ the Barrows, 
allowing Wights 10 hit on a 3 + in close 
combat. 'nlar' s a unit that can probably 
hold its own in a fight evcn without 
characters leading it. 

I then decided to buy a Black Coach, 
since Sk:l.ven cannot easily havc Strength 
7 hitS that would destroy it in one blow. 
Furthemlore. a tet'TOI' causing unit will 
probably be useful, and the extra punch 
of the Coach will do nicely if I manage 
to coordinate it with my cavalry. Sim:e 
my anny is mostly comprised of t\.;oo big 
hlocks of .... nher (:x-pensive infantry, 1"01 
growing increasingly worried about 
Warpfire Thmwers. A small unit of Fell 
Bats 5hould help fighl that menace. 

The battie plan is si mpil', I truSt my 
cavalry to smash Ihrough anything, and 
J"ll therefore try and aim II at the 
enemY'1i mosl expensive uni t. The IWO 
blocks of infantry shou ld follow lhe 
cay.dry to e ngage the Skaven tine In the 
front while my ca\-alry turos around 
behind thdr lines after ha\'ing broken 
through. [t 's vit.al for your cav:tlry 10 
ha,"e th i~ kind of inf;mtry suppon, 
otherwise the enemy will have time to 
rum and charge your cavalry whiht it 's 
ruming around after !.he breakthrough! 
With a biT of luc;k, my Dire Wolves or m y 
Black Coach (or both!) will make it to 
the Skaven !lank, and thai should spell 
doom for the "HOlen. Of course, I know 
!.hat Phil ls a very clever player, and I'm 

sure !.hat my carefully thought out plan 
will soon oc reduced 10 a mess where 
we are bOlh trying 10 ~ulVive and snatch 
defeat out of the jaws ofviclOry . .. 
the other way around~ 

UNDEAD DEPLOYMENT 
We srancd wilh sclcctlng our spells and 
my Vampire Count gOt Gaze u/ Nagasb 
and [I/vocatloll u/Nehek. My 
Nccmmanct:r rolled Curse u/rears and 
val/bers Dallse Macabre. but I decided 
10 give up the Curse (quite difficult (0 

cast for a second h,...,cl WIZard) in fa\'Qr 
of onc. more Im)QCatluli o/Nebek, my 
favorile Necmmamic spell due to its 
~'ersatility and variable casting cost. 

Then, we moved on to deployment. My 
first mistake here was thinking that a 
Mt:eting Engagement would be ea~y. [t'S 
not. [I requires careful planning, and 
you rea lly have to thInk ahead when you 
write your order of march. 
Underestimating this poim, as [ did, 
It:ads 10 a mess in your deployment. As a 
re~ult, lhc initial position of my units 
was not exactly perfeci. If I deployed my 
General wilh the Black Knights as 
planned, my Dire Wol .. es \\'Quld ha\'(: 
l>cen OUt o r his 12" radIus and, 
therefore. unable to march. SInce I really 
wanted the Wolves to outflank the 
Ska\'c.n. taking advantage of the entJrel}" 
o pen lefl flank, I had 10 deploy my 
General with the Skeletoos. If I had 
been facing an amlY with a 101 of 
shOOllng, I wouldn't be ablt: to do that, 
bet":tusc my Count on his steed would 
have been a perfect target for missile fire 
In lhe middle or a unil of infantry. 

At the end of the deployment 1 was 
relatively happy with the slluation on 
the flanks . Nothing was SCI to ~tOp my 
Dire 1X'01\'es, unless the Doomwhcel 
deci(lt:d 10 lurn and kJll [hem (but that 
would have laken an Unbreakable unit 
out of the centcr, Stm an advantage for 
me) . On my rightllank I was wnfideOi 
that the Black Coach ~upporlcd by the 
Ghouls could take care or the Slaves and 
Gutter Runners . My FeU Bats were also 
In a good position 10 lake care of the 
Globadiers and the Warpfirr Thrower. 1 
was definitely le~s confident about the 
e<::mer, where Phil had too many 
worrying unIts. 'Iwo Unbreakable unilS 
(the Doomwheel and ROll Swanns), a big 
pack of frenzied Rat Ogres and two large 
unilS of Skaven were scriou51y 
Outnumbering my two unIts of infantry 
and onc cavalry. 

I thought that II W'JS .. ital to gel to the 
Slffiven flanks quickly, before !.hey could 
overwhelm my center. Winning the ro ll 
10 choose who gOt the first tum was a 
good Start, and I decided to seize the 
initiative and go firsl . 
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WAR1lMtJf£R BATTLE REPORT - THE QUICK AND THE DEAf) 

SOUL GNAWER'S VERMINHORDE 

CHARACTERS 
LORD: Skaven Grey Seer Soulgnawer (230) with 
hand weapon, \Varpscroll (50) and a Warpslone 
Amulet (30) . 310 pts 

HERO: Chieftain Finqul (50) heavy armor (4) , 
great weapon (4) and Skavetlbrew (SO). 108 pts 

HERO: Chieftain Einhorne (50) heavy armor (4) , 
Battle Standard (25) (mu Bantler (25». 

104 pts 

HERO: Warlock Engineer lllOq (60) with an extra 
level (35) , hand weapon and IWO Dispel Magic 
Scrolls (25 each) . 145 pIS 

CORE 
24 CianralS (120) with lighl amlOr, shields (24), 
hand weapons. Champion (10) , 
Siandard Bearer (10) and Musician (10) . 174 piS 

24 Slo rmvermin (168) with heavy armor, 
halberds (48) , Champion (10) and Musician (10). 

236 p ts 

112 THI QUICK AND THI DIAD 

20 Slaves (60) with hand weapons and 
Standard Bearer (10). 70 pts 

3 Rat swarms (150) 150 pIS 

SPECIAL 
5 Rat Ogres (200) and 4 Beasrmasters armed with 
hand weapons (40) . 240 I)ts 

Warpflre Team with heavy armor, hand weapons 
and onc Warpfire Thrower. 70 pts 

4 Poison Wind Glo b adiers (100) with light 
armor, hand weapons and poison wind globes. 

100 p ts 

7 Gu tter Runners (98) wilh 2 hand weapons (14). 
112 p ts 

RARE 
Doomwhecl (180) with scythes and an Engineer 
armed with hand weapon and pistol. 180 pts 

TOTAL 1,999 pts 
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THE WARHOST OF VON DECHIEL 

CHARACTERS 
LORD: Blood Dragon Vampire Counl Gregor 
von Dechiel (205), extra level (35), full plate 
amlOr, shield (3) , barded Nightmare (18), 
Sword oj Striking (30), Ring oj the Night (30) and 
Red Fury BLoodline power (25). 346 pts 

HERO: Blood Dragon Vampire Thrall lUych von 
Tchaikov (75) with heavy armor (4) , rwo hand 
weapons (4) Blademaster (25) and Red Fury (25) 
Bloodline powers. 133 IJts 

HERO: Blood Dragon Vampire Thrall 
Piotr Vozht (75) with heavy armor (4), barded 
Nigh tmare (12) and a Batde Standard (25) 
(War Banner (25». 14 1 pIS 

KERO: Necromancer Vacharos (65) with extra 
level (35) , hand weapon and 2 Dispel Magic 
Scrolls (25 each). 150 pts 

CORE 
9 Ghouls (72). 72 pts 

6 Dire Wolves (60) with Doom Wolf (10). 70 pts 

24 Skeletons (192) with light armor (24) , hand 
weapons, Champion (10), Standard Bearer (to) 
and Musician (5). 241 pIS 

SPECIAL 
21 Grave Guard (252) with heavy armor, shield 
(21), hand weapons, Crypt Keeper (12) , Standard 
Bearer (12) , Musician (6) and the Banner oj the 
Barrows (45). 348 pIs 

8 Black Knights (184) with heavy annor, shield , 
hand weapons, lance, barded Nightmare (16) , Hell 
Knight (16) and Musician (8). 224 pIS 

3 FeU Bats (60). 60 pIs 

RARE 
Black Coach (215) drawn by rwo Nightmares and 
crewed by a Wraith anned with a great weapon . 

215 pts 

TOTAL 2,000 pts 
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WARHAMMfR BArrL/;' REPORT TIlE QUICK AND THt" ot'An -------------------------t-
VAMPIRE COUNTS TURN 1 

Alessio, The I)in:: \'('o l\'cs slancd the ir 
flanking mo"c on the lefl, and the 
Black Coach . Ghouls and Rats 
ad\':tm:ed al fulllhrottl e in the 
gr:m; .. -yard o n the right. TIley reallr 
looked cool amo ng the tombstones! 

In the cemer my Black Knights mo\ocd 
forward to meet with thc GcnerJI.. 
who lef. the Skeletons and joined 
them .. The two units of InfJntry 
positioned themsd\'cs o n thc flanks o f 
my C:l\rJlry. I was no t adV'Jncing fast , in 
order to give some time [Q my 
olllflanking forces . In the Magic phase 
I gOt only nve dice instc;ld of six. 
because Ulood Dragon Count..~ 

generate onc less Power dice than 
other bloodlines . I'hll 's Fourth and 
Second Level Wizards granted him the 
same numbc!r of dice ru; I had! I Hrst 
attempted 10 caSt ImXJC(l/ ion ofNcbek 
with o ne dice on the easiest level 
10 create a new unit of 
Zombies whhin 18w

, 

114 THE QUICI IND THE DEAD 

This laaic is a bit o f a gamble, I know .. 
with only a fifty .. firly chance o f actually 
raising Ihe new unil even if Ihe spell is 
.. .-ucccssful . The idea was 10 force I'hi! 
imo a difficult choice with his Dispel 
dice .. I failed 10 l'aSt the Necromancer 's 
o ne. and Phil dispeUl-d the Cou nt"s 
II/vocation . 111c Count then cast Gaze 
of Nagasb on the R.1tS. '10 my surprise 
Phil gambled on a Dispel roll, failing 
it , and sc\"Cn of the fift een wounds of 
the Rats were gone! I vr.lS really 
pleased by this . Unbrcak:lblc Rat 
Swanns really arc a pain. and they 
were now reduced 10 a number Ih:1I 

my caV'J1ry unit could hope to kill in 
one go, allowing me a chance for a 
precious overrun move. 

I was still smiling when Phil Slaned to 
mo\'e, and o nly thcn did I realize a big 
mistake in my movement .. In my 
ellgcroess 10 chase the Warpfire 
'1lrower with the Fe ll Bats .. I had 
moved them in front ofthe Black 
Coach, so tha t now I didn' t ha\"C II line 
of ."i ight from lhe Coach to me Slavc."i .. 
What a s rupld thing to dol Now Ihe 
SI:n"CS would be able to march mwards 
the Coach and maybe charge it in their 
second turn ! l)oh! 
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PhJJ: Well, I'm still not used 10 
Undead moving that fast I I fondly 
remember the days when n:deploying 
like that would be practically 
impossible fo r dead guys, 

My Movement phase was a little 
simpler, as 1 intended 10 hang back 
and le t them come to me, The 
Skavenslaves and the Gutter Runners 
were the only troops to move 
forward to my real degrct:! , plugging 
the gap on Lhe left flank SO that the 
mack Coach could not circumvent 
them and get into the thick of my 
battle line. 'r11C Warlock Engineer left 
the Slaves when he realized what thc 
Grey Seer had planned for them! The 
GJobadiers stuck dose behind them 
to pre\'cnt an aerial charge from the 
Fe ll Bats, The Rat Swarms piVOted 
into the center of the line, the 
Warpfire Thrower sticking close 

SKAVEN TURN 1 
behind them, The rest of the units 
edged forward into positio n; wilh no 
fast moving troops, it was inevilable 
that I would have 10 receive the 
charge of the Black Knights 
somewhere along the battle line and I 
was detcrmined to exploit it when 
it happened, 

My Magic p hase began much like 
Alessio's, with a small decoy spell , 
intended to see If I could usc up 
some of Alessio 's Dispel d ice, and so 
cast Steed of S/JflcIOW$ on [he W,'lrpfi re 
thrower, Su re enough, he decided 
that he l'Ould not afford such <I 

dangerous toy whipping around 
behind his lines, and dispelled it. '111C 
Grey Seer's Fireball, aimed at the Fell 
Bats (very valuable to Alessio) , was 
also an a ttempt to draw out lhe 
Dispel d ice before I sem serious fiery 
death soaring into hi,~ ranks, It was 

successfu lly cast, and managed to 
cause an unexpected four wounds, 
killing two! My initial grin dripIX"<i 
my face when I saw that this 'success' 
had le ft the Black Coach with line of 
sight to my Slaves. Some decoy, that 
was not Illy intention at a ll . 

Still , I was left with fQur dice and 
Alessio had no ne, so I sent a 
Conflagration of Doom tow:.rd his 
nice big unit of Skeletons, Surc 
enough , out came the Dispel scroll. 
One down, I lhought. .. 

The Shooting ph'LSe saw the 
Doomwhecl earth a IighUling bolt on 
itself, causing the machine to Jose a 
wound, and Irritatingly it also fried a 
nearby Bcastmaster! The Warpfire 
, 'hrowcr had a bit more luck, but, 
a ltho ugh it inflicted two wounds on 
the Black Knights, their amlOr 
protected them from harm , 
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WARHAMMER BATTLE REPORT TIlE QUICK AND TlfE DEAD -------------------------t--

VAMPIRE COUNTS TURN 2 
Alessio: Str:lngdy enough, it was a 
well.! rellcf to lose my twO fell Bats to 
the Grcy Seer's Fireball . My CO:lch now 
had a line of Sight to the S l:l\~s! 

Without hcsltation I charged It into the 
puny Skaven, while my remaining B:u 
charged the Warpfire Thrower. The 
Skaven war machine fl ed out of reach 
of my Bat and the Slaves passed the ir 
1erTOr Icst. How dare they! Well, I'll 
lUSt have to s laughter them in d ose 
combat, I thought as the terrifying 
Undead carriage erashed intO their rank 
wilh the Ghouls close by for suppan . 

My cay.a lry Inched its way forward to 
givc time for the """'0 infantry 
units to get into a better 
positio n, sUghlly ahead of the 
Black Knights, tcmpting the 
Skaven to try an 
uncoordina ted charge. 

The Wolves, now slowed down by the 
absence o f the General within 12". 
continued to go around the large rocky 
hill on my left. 

118 THI QUICK DDTHI DIAD 

I rcpeau:d !he same SC(IUenCe as In the 
previOUS Magic phase. but Phil 
managed to s top me every time. The 
Close Combat phase s tarted wi th an 
appalling roll of a I on the dice to 
de termine the l3lack Co .. ch 's impact 
hilS. AI the end of the fight , I had 
scored four wounds o n the Sla\'cs and 
they c .. used none in re turn, but the ir 
ranks, banner :md o utnumbering 
bonuses meant that I had losl the fight 

by onel The Coach lost one of Its four 
wounds and I staned TO h:lVC a b .. d 
feeling about the fight. luckily, m y 
Gho uls wen: not far off. 
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SKAVEN TURN 2 
Phil, The game was beginning 10 
become more interesting, and the 
next few moves would be crucial . The 
Gutter Runncn;, intending to charge 
the nearby Ghouls and remove them 
from the equation, fail ed their Fear 
test and spent the rum quaking in 
meiT boots instead. 

The Warpfirc Thrower rallied, 
unsurprising as it was only within a 
couple of inches of the irate Grey 
Seer. The GJobadiers, ho ..... ~cr, failed 
meir n '.fror tCS t for being near the 
Black Coach on a disastrous ro ll of 
II , Oecing toward the table t:dge. No 
problem, I lho uglu, they'U no doubt 
raUy next tum, and they' re not much 
use just now, anyway. 

The Rat Swarms again moved into 
position, ending in front of the big 
unit of Stonnvcnnin. I was carefully 
aligning my troops so Ihat if the Black 
Knights charged the Rat Swarm, they 
would gCI ;I. bunch of Rat Ogres in 
the side for their trouble; and if they 
charged !.he Rat Ogres, it would be 
!.he S[o mlVCntlin that hil them in 
the flank . 

The Clam-ats wheeled to face the lone 
FeU Bat, while the Chieftai n with the 
Rat Ogres ran over [0 interpose 
himself in between the rallied 
WarpAre Thrower and the Fe ll Bat. 
The Doomwheel managed to sneak 
itself alo ngside the flank of the 
Skeleton unit, ready 10 trondle inlO 
the bony fo rmation in the next turn. 

The Magic phase began in much the 
same way, Alessio dispelling my Swed 
of Shadows on the Warpfirc Thrower. 
l'he second Ffreball, sc..'Cid ng [0 

obliterate the last Fell Bat, was also 
dispelled, leaving me lo ts of lovely 
dice for a second Conflagration of 
Doom. If this drew out anQ[her 
Dispel scroll , It would be time for my 
Warpscroll to rip its way through the 
Skeleton unit. Sadly; the 
Conflagration miscast, and the Magic 
phase ended . 



D
R
A
F
T

WtlRHAMA'ER BtlTTLE REPORT THE QUICK AND THE DEAiJ --------------------------i--
VAMPIRE COUNTS TURN 3 

Alessio: My GhOuls charged the Slaves 
in a desperate attempt to save the 
Black Co:.lch from the :.lccu rscd nil· 
things that were dcs troying il l 

My Black Knights we.re now too dose 
to the Rat Sw-,um and charged in. To 
CO\'er their Icrt (b.nk, my I:l..~ t Hat 
sacrificed Itself by flying in fro nt of the 
Rat Ogres. I ang.led the frontage of my 
model so that the R:lr Ogres would 
have 10 aUgn themselves by facing the 
hili o n the risht :tnd, s ince they had to 
overrun because: o f the ir frenzy, I wa.s 
hoping that they would run up to and 
into the sheer cliff (very difficu lt 
terra in!) . If It worked. th:ll would have 
taken a big threat off my left . It was a 
WOrthy sacrifice! This was a clear 
examp le of how fre"zy can be a 
double-edged weapon. The extra. 
att'ack and the immunity 10 Pl.ychology 
make It powerful , but the (:l.ct that 
fnmzfct/ troops havc 10 charge 
and overt'\ln aL'IO makes i[ easy 
for the o pponent [0 lure pan o( 
your force a .... 'lIy with some 
opendable troops. The Grave 
Guard advanced 10 protect the 
Knights' right, and the Skeleto ns 
placed themseh'es berwecn the 
Doomwhecl and the cavalry. whlle Ihe 
Wolvcs fina lly made il arou nd the hm. 

118 THI GUICUND THI DIAD 

In the Magic phase I twice trit.'d to 
raise a new unit of Zombies 10 help 
the Coach and my St.'1.'Ond attempt (a 
mighry 16 wilh three d ice!) was 
successful . A new u nit of eight 
Zombics appeared from the woods o n 
me Slaves ' Dank. I was suddenly mo re 
hope(ul about the s ituatio n on the 
left flank. 

My hopes faded again when the 
charging Ghouls only managed to kJII 
a single Slave and sulTe red a C2suahy 
in retum (Curses! Whal are these 
Slaves made of?) . The fight was a draw, 
and Phil regre tted the dt.ocislon or not 
buying a Musician for his unit . My 
Black Knights. with a V:ullpl re Count. a 
Vampire Thrdll and a Hel l Knight In 
the first r,l.I1k, 

un.~urprlslngly wiped o ut the 
remaining Rat Swarm. They decided 
nOl to ovcrrun though . because if they 
h:ld donc Ihat and charged into uU' 
Sto m l\'ermin . they would have also 
offered the ir Oank 10 the Rat Ogres. 
I'm sun.- th:u .. g iven the chan(,."e, the 
Rat Ogres wou ld have preferred 10 
sbm inlO my Gencra.\ ·s unit rather 
than having to waste their stn::ngth on 
the .... >ailing Fell Bat. 
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Phil: 
Alessio 

had charged my 
Rat Swarms and, 

according 10 my plan, the 
S10mwcrrnin were there 10 back 

them up, and the Rat Ogres were in a 
poshion to flank them . My pl:m had 
come to fruition . Apart from one 
perfectly pb.ccd spanner in the 
works; Alessio's initating Fell Bat 
And so my R:II Ogres spem their 
considerable strength ripping an 
overgrown flying mouse into pit.'t:cs 
rather lhan supponJng my !XJOf 
old SIQnnvcrmin. 

A.'I the Chieftain with Skavenbrcw had 
10 ch:trge the Black Knights , due 10 
being/relined (I W'AS getting a bll 
tired of thal.. .) I rell I ought 10 
support him, so In went the 
Stomwcrmin . r stuck the Doomwhcel 
into the flank of the Skeleton unh 
too, as it would :dso tic up this unit 
and stop if smashing into one 
afmine. 

Again, I failed the Glo/)adier.i ' It=5t on 
Leader.ihlp 10 and 01T Lhey ran, taking 
a neal 100 pointS off the field without 
causing a si ngle casualty. However. 

SKAVEN TURN 3 
me Gutter Runncr!i had fin:llly 

mustered the courage to charge into 
combat with the Black Coach, which 
was a blessing. 

My Magic phase began with a failed 
Creeplllg Death at Ihe Grave Guard 
and a dispelled Fireball, and ended 
calaslfOphically with my Grey Seer 
miscasting a Wall of Nre, sending the 
(irey Seer smashi ng into the Clanrdl 
behind him with unholy forec . I-Ie 
would only regain his spellcasting 
abilities on the roll of a 6 In my 
subsequem M:lgic phases. Oh joy. 
I thought. 

My spirits were r:Lisco sligh lly when 
the Warpfirc Thrower 10rche(1 51.:< of 
lhe Grave Guard, and the 
Doomwhccl shattered tWO more of 
the Skeletons with electric force . Its 
impact hits accounted for four more 
and, because it was Unbreakable , it 
stayed lim\ly embedded in Ihe 
unifs side. 

The combat in the center of the 
b:mJeficJd \V.l$ a mess. No m:mer 
wh:1I I threw:..t the l)iack Knights , It 
bounced 0 1T their amlOr sa\"e The 
Blood Drago n CoUnt. bound by 
honor to challenge, was faced by Ihe 
unfonuna[e Slormvcmlin Champion, 
who was duly reduced to ribbons by 

the Vampire and his Sword of Power 
(5 Attacks, hilling on 2s and 
wounding on 2s1 Oh, come on!) . The 
Thrall by his side killed a further two, 
and thc rest of the Black Knights 
impaled another. Nonetheless. my 
e lite ratboys held their ground. 

As for the Black Coach fight, Ihe 
Slaves would most likely ha\'e scared 
off those Ghou l5 If 1 had only 
invested in a Musician . Always pay the 
points for a Musician. SOny, I don 't 
think I stn:ssed thai enough: AI.WAYS 
8LN A MUSICIAN! Just do il! l:very 
time I think I can gel away with it and 
save some poin t5 (10 points fO 

upgrade a SI:l\'t!. which would 
nonnaUy buy you another 3 Slaves) I 
get into a combat thllt comes down to 
the wire and regret it. At the end or 
[he day you' ll hate yourself if your 
elite unit runs away from a man 
with a pair or bongos or a 
knackered trumpet. 

This turn the Slaves hdd thdr own 
again, mainly due to the timely 
intervention of the GUller Runners, 
and finally pUt paid to the Ghouls. 
But it had nOI been a good rum, no t 
at all . 
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WARHAMMER BATTLE REPORT TIlE QUICK AND THE DEAD -------------------- ---r-

VAMPIRE COUNTS 
TURN 4 

Alessio: The b;td miscast by the Grey 
Seer was good news and compensated 
for the Gutter Runners passing their 
l error test, which I was really hoping 
they would full . I charged my newly 
... .I.1sed Zombies Into the Slaves' nank, 
and they managed to pass both melr 
fear tests (mey managed to pass the 
one for the Ghouls as well!) and their 
Panic lest for being charged in the 
Ilank. These stubborn Slaves jusl 
refused 10 give ground! ( wondered 
what kind of horrible death the Grt.1' 
Seer had promised them In C'olSC 

they fled . 

Both the Grave Guard and the Dire 
Wolves attempted to charge the 
Clanr,lts with the enemy General , bUI 
were miles out o f "',lOge (1 didn' t have 
anything to lose In declaring the 
charge, because I couldn' t march, 
anyway) . The Th ... .l.1I in me Skeit:ton 

unit could have moved in the ranks 
to figh t the Doomwheel. but dcrided 
to stay wherc he W,IS, ready to receive 
the Rat Ogres' charge (a "ery wrong 
decision in hindsight). 

The Ghouls failed to rally and kepI 
running like Ihe cowards they are. The 
M,lgic ph;tse was ineffective. !LS bOlh 
my attempts to boost Ihe numbers of 
lhe unhs of Zombies and Skeletons 
were d ispelled by the tr.lumatized Grey 
Seer. l 'he Clo~ Combat phase looked 
beller as the Coum chopped the 
frenzied Chieftain to tiny bits in a 
challenge (four wounds!). The 
SIOOlwemlln m:lIl:lged to dr.tg down 
onJy one Black Knight before being cut 
down in return, and they lost the fight . 
Now outnumbered by!ear-causing 
enemies, Ih<.1' hOld to flee, and my 
Black Knights pursued them but cOl1ld 
not match the Slormvennin's amazing 

speed (they rolled a 12; Skaven are 
cen alnly good at neeing!), ending up 
2~ behind them. Well. at least we 
captured the rat:l ' Army Banner. 

Thc charge of [he brainde:ld Zombies 
proved not terribly effective as the 
Slaves managed 10 kill one of them 
befort' they could ;llt3ck and kill [wo of 
the SIc-.wen. '(be Black Coach managed 
to score nOI a single wound, and the 
fight ended once more tn a d ..... w. Alas! 
( was destined not to conquer these 
unbelievable Slaves! 

The fight between the Doomwhed and 
the SkeWes carried o n with both sides 
doing nothing and then refusing to 
break. The ibl Ogres in front of my 
unit looked ominously huge and 
ferocious ... 
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Phil; With the greatest of glee] 
ch:uged the Rat Ogres into the 
Skeleton unit, I knew what these beast.! 
wen: capahk of. and I was confident 
Ihal o-en the Blood Dragon V:unpirc 
Thrall. five Anacks or no , would om 
blunt their frt:nzied assaul t. The rest or 
Ihe Movement phase was basically my 
Warlock Engineer meandering OUI of 
chuge range and my Warpfh:e Thrower 
getting into position. 

The Magic phase \VAS paltry, indcc:d, 
as my Grey Seer was Mill trying to 

rt.>cover; for the lime being he 
couldn't outwil a Zombie. 

SKAVEN TURN 4 
nit: Warlock, now spoilt for dice, 
im.:sistibly C'.t.S t Cn.'epi'lg Death o n 
Alessio's Grave Guard, but then 
caused no wounds. lYpical l 
The W'arplin: Thrower overshot , 
killing only onc of the Grave Guard, 
and the Doomwhcel failed 10 fry any 
Skele tons o n Ihe right flank (Skryn:: 
war machines either work 
magnificently or not at all . Sometimes 
thL')' aplooe). 

The Close Combal phase was far 
mon:: eventful with th~ Gutter 
Runners hiuing wilh 13 of the ir 14 
lIttac~. They even managed 10 sneak 
a wound past the Black Coach '~ 

To ughness 6, 4+ amlOr save and 5+ 
Ward save! TIle doughty 

Slaves, holding the flank up 
pcnnanently it would seem, killed 
another Zombie and, despite the 
Wraith reaping Slaves Uke com with 
his scythe, the Skavcn won the 
combat by two. Yet more Zombies 
collapsed back into the canh . 

The sinking fcding that had begu n to 
set in evaporated when my Rat Ogres 
thundcrt.'<I into the Skeletons. '!\vo of 
the beasts set about the Blood Drngon 
Thrall, causing four wounds and 
kiUing him before he could fight backl 
The resl o flh e Rat Ogres munched 
three Skeleto ns, and the Engineer and 
his Rats even managed to kill one. 
Alessio lost the combat, and four 
more Skeleto ns crumbled as their 
necromantic magic faded . Although 1 
was in deep trouble in the center of 
my battle line. the [wo battles on the 
flanks were looking pretty good. 

&c.icIc ...... ,... �M_ ___ -_ ........ _ .... ........ - ...... -........ u.w_.,.,. •. 
.a-a af ..... Irok 

SIiWd tIIaNed tile Hcntd 0.. IV _ 
_ dy wbcft lie left tJ. Bet..d thea 
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Ale ssio: The Wolves abandoned Lhe 
Skele tons 10 their bilter destiny and 
charged the SIonnvermin 's exposed 
flank, while Ihe COU ll! separalcd 
rrom the Black Knights and cllarged 
the e lite Skaven in rhe front. The 
cavalry rdonned on Ihe Spol facing 
the CI:m rats ' flank, while th e Grave 
Guard charged them in the rront. 
Things were looking bad ror the 
Grey Seer! 

To my surp rise. the Ghouls ra ll ied, 
regrouping in Ihe shadow or 
the manse. 

In th e l\bgic p hase I tried 10 charge 
the c;:avalry Into t.he Clanrats' flank 
with Danse Macabre, but Phil 
dispcUed it . [ then failed to caM 
InvocatIon oj Nebek 00 

the Zombies. 

122 DEAD 

The Grave Guard managed to kill a 
single Clanrat and had one or their 
number s lain by the humble Skaven 
warriors, losing the fight to Ihe 
tatmen ranks and numbers. Next 
tum, the Skavcn wou ldn "t be that 
lucky, because thc Stonn\'crmin were 
cu t to biLS by the Vampire Count, 
fleeing lowards the ClanraLS. They 
were run down by the slavering Din: 
Wolves and the enraged Blood 
Dragon, who bolh then im pacted 
imo th e fl ank or the Skavcn 
General's unit. I I seemed like 
I waS trashing the 
Skaven center! 

~-- ---

On the sides, the siruation was 
somewhat different: the Skeletons 
gOl w iped out by the rampaging Rat 
Ogre~ and Doomwheel, and the 
Black Coach and Zombies managed 
LO lose by 3 againsl the Gutter 
Ru n ners and the invincible staves! 
My left flank \Vas fa ll ing to plecesl 
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lbe. #list. 01 hi=! t aafNioa. 
So.IMUW'I;r Wllth«i u tM. Vaapire CH .. 
lIAIIhcd iato tile a.a& of tbe Claarall. 
Tk Grey Sea btw ,&'I ....d.~ ltuap 
Iud poe dmtK.dJy WfOIIt. He toaId 
rcmemba tbe _ bd 01 po_a expiodiaa 
Ht of IUs IIlad. nilt .. him bK1r. OIdO 

tbe _it ..tit ndr. forte .... t he _ tliU 
toWUcd ill the bloody hfI that .... OIKC 

tbe Cbanl bdai.d him. ht hII IIlt.d 'hi 

... IILII, "it" pa.. ... he toUd 
IlOl u..<C8Cpk. 

A patk of hLd. -.om:. wida .... ("r 
...... -white &)'0 Weft -.... bit 
_iOA to the r ...... ., '-' .. 
CIaar.u _ dapcrud, 4d C, .. 
aplllt ~ bolt of &tIIKlMI ~ nc .. 
"" dud .. with ..... 01. tw. .. he 
totdd le.1 dlt ,..a,. of • uit: ~ 

PhiJ : Oh dear, oh dear. My 
Clanral unil was unerly doomed. 

With the Gr:tVC Guard in the front 
and the Vampirc COUnt and his 
slavering Wolves in the flank., they 
were more de:ld than [he corpses 
assaul ting them . And in their midsl. 
around 300 poi nts of catatonic Grey 
Seer, waiting to be run down and 
stomped into the ground . Sighing, J 
made what moves I could, crunching 
the Ra[ Ogres and the Doomwhccl 
through the impromptu grJ.veyard o f 
the Skeletons' remains [0 face the 
Vampire and his boys after they had 
put paid 10 my poor o ld Grt..>y seer. 
111e Warpfire Thrower moved forward 
10 give those Ghouls a basting: 
hopefully Lhey wou ld be olfbefore 
tOO long, as they were taking up a 
valuable COTncr of thc battlefield and 
could still make their presence fclt . 

Both Gav Thorpe (in his capt/city as 
referee) and] were looking solemnly 

lbe Sea' 'J hpI It be neW h,-,-otircd 
by tbe cf(Kic.cy " ith w.. tbe BIPod 
Dnsoo V' #lpirc "" dr.rotIp his CLIIII'III
SomctlWaa .18 .rOllg. Inn he COII~'I 

rcmctnbcr fin Somdlu1l8 lMl dUI 
NRdI of fur_ 

Saddcaly, tbe Cn::y Sw·, oIOtatnl 
"1-=" kicked II witb I rok of 
Wc.w-. ... Ius #I$d ILfUlmd for IU. 
to IJC' 0111 They wetc .11 goiIIa 10 die! 
Tht fog i. hd mad du~ mo.iJ,. I 

path to tal~lt/oa... 

s..lp,ftr taraed 10 lac _Iod c-si-=-, 
..... 0¥cI" by the pukd m;c 10 ,be 
left. aMI .a-aed at the lOp of Itis I ..... 

"TANCl! Exrr NOW! aulCK~1CKI" 

Almost Uftmtdi"dy be "" hi. dwIow 
bill- aad drc«.b ;.eo I ....-w. 
........................ !onoklow 
ru. ud rlisme hilll aIo the &it. The 

SKAVEN TURN 5 
at the situation in the center of the 
battlefield when s imu ltaneous ly a pair 
of proverbial lightbulbs appeared 
above our hC:lds. I f I was lucky, J 

could gel ou t of lh is One in it typically 
Ska\"en fashion .. 

My Magic phase ro lled round and first 
01T the mark was Steed oj Shadows o n 
lhe Grey Secr, and to my immense 
relief. AlessiCJ fa iled 10 dispel it. With 
a cry of "See ya suckers!" the Grey 
Seer magically flew across the 
barueneld, landing just behind ~ nice 
big pack of Rat Ogres, safe as houses. 
I couldn't believc my luck; I must say 
I have never thought of using Steed oj 
Sbadol1.'s like lllatlx:fore! 

"lbe Warlock Engineer l"aSI CreepltlS 
Demh on lhe Ghouls, kUl ing one, as I 
had Pen-rer dice to burn and 
cverything else was in combat. They 
he ld fast. Despairingly, I used my 
Warpscroll on the scavengers - a 

v~ ... can .. ita • ., ,_til the: 
rub wnln _ _ 1fICCd. itJ oWe ~ 
u it .bed • Woody tniI towuda _ 
He eoaid bur its doaty dwIk ... wonh it 
Iud lpoln ti.cnc: &ad linnc .. iIIoitItI 
hollll puhcd bps. EYiI red I!'f" bon:d 
deep _10 b. IiOIll 

Sl.i&(y tbe tpdJ "" tomp&ctc. ~.d. WJth 
I bIood~rd!iIa $C.n::«b. the shadow 
stdlioa boiled .to- lhe Ii:. urryie, lhe 
Crey Sect at .obWevlble. .peed ItrOM tile 

b.lttJd:icW. TIne spcB-~ rmrwcd il.1o 1M. 
.wow « tilt lid Opa. d~ .. 
~ • it lad IfIf'CVCd. &ad he. IucW 
oWly ................ bwu. T ...... 
.. ... his Chan.. bJcU, tile V .. pm 
Coat R .... dIca ... wi6 .. wohcL 
~ k""'- ...... Wood _ do 
Wiahtcd sro,u1d. ot. weD. .-.u .... 

waste of points, but I didn 't fancy m)' 
ch:l nccs of using it CO I1.~trucliveJ y:1.I 
this point , anyway. Sure enough, I 
ki lled another, but on a double I the 
Ghou ls held fast.. The Warpfire 
Thrower sent a tOITCnt of liquid 
namc, killing another, but yet again 
they ro lled snake eyes for thelr 
Leadership test: these Ghou ls were 
hungry and , whatever I threw at 
t.hem. t.hey were going nowhere . 

I'redictably, the CI ~nr.lt.s were 
butche.red by the Vampire Count, 
although the. ra lboys managed to save 
a lot of what was dished out to them 
(the extra save you get from a hand 
weapon :md shield is:1 real bargain). 
Sure enough" tile Clanrats ran, and 
were CUI down by lhe. Wolves and the 
V-J.mpirc Count , who pursue.d them 
off the table. 
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VAMPIRE COUNTS 
TURN 6 

Alessio: AAAARRRRRGGGGHHHH! !!! 

The coward had fled! He abandoned 
his men and fled aWdY to hide behind 
the big Rat Ogres. He spoiled my 
\ietory plan, taking aU the Victory 
points he represented bc...-yond my 
reach. Blood red hatred filled my eyes! 
After swallowing my impotent 
fruSlrntion I had to admit that such a 
sneaky act was extremely in character 
with the Skavcn and, at the end, I even 
saw the funny side o f it . The Ghouls 
made a last (yery desper.lIe) allcmpt to 
charge the GUlle r Runners Aghling the 
beleaguered Black Coach, but wen: far 
o ut o f reach. It was too late for 
the Coach! 

My unitS of Wights were nOW facing an 
empty table edge and had no thing to 
charge, so I turned my Black Knights to 
face both the Doomwhee l and the Rat 
Ogres, making sure that the 
unavoidable Anal charge would have to 
hit them in the front . At th Is point J 
had to decide whether I wamed to risk 
my General against dIe might of Clan 
Moulder and Clan Skryre by joining the 

124 IlID THE DEID 

Black Knights once more. I decided to 
gamble and hope that my Vampire 
Coun t was enough to break the Rat 
Ogres and will me some points. Once 
again frenzy was a dubious adYantage. 
because it meant that I km ... ·w that I'hll 
had no cho ice but to throw his Rat 
Ogres at my waiting Vampires and 
Knights in dle last turn o f the g:une .. a 
ri~ky business, Indeed. Would it also 
give them the impact they needed to 
defeat my armored caV'.ury? We would 
soon And out. 

In my las t Magic ph:tse I first tried to 
fry the Ooomwhecl with Gaze of 
Nugasb, bu t failed to cast and then 
U"ied to charge my Black Knights into 
the Rat Ogres with ~'(mb('l's Dlmse 
Mucubre , but Phil dispelled it. 

,~, 

shon Close 
Combat phase saw 
the demise of my Black 
Coach at lhe hands of [he Gutter 
Runnel"li and, of course, of the two 
Slaves left , still proudly carrytng their 
tatlercd banner! I could hardly believe 
wh:u these scum had achieved! 

1b add insult to injury; the Ghouls 
running to the rescue of the Coach 
panicked because of its destruction and 
fl ed. wit h no chance for me to rally 
them! No comment! 

Now all that was left was to brnce for 
impact and wait for Ihe finaJ charge 
(ha t" would probably decide the 
outcome of the game .. 



D
R
A
F
T

Phil; Waht:yl The Slaves finally killed 
the Bl:I.ck Coach, forcing the Ghouls 
to run on Ihe lasllurnl Excellent 
news! That was such a bonus. J knew 
thai mey would hold il up, but I had 
no idea that they would evcnlually 
take il down. II jusl goes (0 show 
how no matter how hard the 
assaulling ford:: Is, how many spedal 
rules iI h;l..~ . or whemer il has a 
grinning terror-causlng meat grinder 
sitting atop ii , you C".lO always rely o n 
the combination o f Standard. rank 
bonus and outnumbering. But. in 
reality, [ was vcry lucky. as AlessIo 
could have smashed my center to 
pieces had the Infcrnal thing 
gOllen through. 

SKAVEN TURN 6 
Of COUf"$C , he had anyw:ly! Wcll, it 
W'olS frcrlZ/cd charge time again with 
the Ral Ogres, and I thought II only 
decent to support them with the 
Ooomwheel fo r the impaa hi~ . The 
Gutter Runners sncaked fOI'W'.ltds 
slightly. claIming a table quancr, and 
the W:!.rpflrc Thrower maneuvered 
round 10 take a paning shot at the 
Gravc Guard . 

The Magic phase was uneventful; my 
Grey Seer still couldn ', gel it 
together, and my W:lrlock Engineer 's 
Creeping Demb was dispelled. 

The "W,trpflrc Thrower, utterly rellabk 
all through thc game, spewed a 
stream orvldous flame into the I"dnks 
o f the Gra\'c Guard, killing four and 
reducing thc m below half strength . 

The battle hung in me balance . 

The all important co mbat 
had arrived : my 

frl!rlzied Rat Ogres and the damaged 
Doomwheel against the Vampire 
Count. the TIlrall witll the Battle 
Standard and the Black Knights. The 
Doomwhc..'cl's four Impact hilS 
smashed on(: Knight apan, but the 
majority of the damage clanged off 
their unholy arnlOf. The Engineer 
atop the Ooomwhc:."C1 and his 
swanning charges were unable 10 

make their presence felL Although 
the Rat Ogres caused a mighty five 
wounds, the Ulack Knight's 
revoltingly reliable saving throw 
san:d all but one from a gory de:uh. 
In retum, the Vampire Count slashed 
his way througll thc Rat Ogres until 
he was awash with gore, causing five 
wounds by himself! The Thrall addt:d 
another wound to the tally, but the 
rest of the Undead forces could nOi 

take the last wound from the 
Doomwheel. Combat resolution 
pro\"ed that the Vampire had truly 

earned his title, the Rat 
Ogres ran, tails 

bc(v.'rtn their Jegs, 
and all that 
remained was 
to count 

the c05t .. . 
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Phew! That was 
close. If the final 
dlarge of the Rat 
Ogres had beeD 
more successful and 
they did not break, 
we would havc 
probably ended up 
with a draw. 

My General proved to be a veritable 
killing machine, but that 'S appropriate 
for a Blood Dragon Count. Of all 
V.unpires, only the Strigoi can m:uch 
lhe Knights of Blood in close com hal. 

I WAS astonished by how easy it was 
for the Rat Ogres to rip my Thrall 
:tP:1M and then proceed to wipe out 
my Skcietons. but then my Count 
cxaCtl..-d a bitter revenge on those 
monsters and finally broke lheir 
fighting frenzy. 

Okay, so lhe bulk of 
my Skaven ran away. 
l'lands up who's 
surprised! 

Seriously, though, 1 
failed to punish 
Alessio for his few 
mistakes. A 101 of the 

things [hat went my way were due to 
luck. But the major thorn in my side 
was nOi the indomit:iliJe Blood 
Dragons. not the cowMdly Globadlers 
running off on Turn 2, and not the 
horrible oUlnurnbcrcd-by-a!eur
causing-cnemy rule. It was the magic. 

What a damp sqUib. One lousy 
Ffreblill and my Grey Seer'S brain 
dribbles out of his ears. A bit of a 
waste of points, It just goes to show 
how thoroughly miscasts can ruin 
your game if you rely on magic, and I 
hare to say it , but I was doing jusl 
that. A well placed Waif 0/ FfN' c:m 
completely stymie your o pponents 
;Idvance, [he Conflagration 0/ DOOm 
can chew through whole units, the 
Flaming Sword can cut down the 
hardiest character. But it was nOi to 
be; my magic \V'.lS c.::xtrcmcly sketchy 
throughout. Although , admittedly, the 
well-limed use of Steed 0/ Shadows to 
haul my Grey Seer's furry butt out of 
the [ire was a highlight and 
definitively Skavenesque. 
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RIDE THEM DOWN! 
My 131;l(;k Knights wert' splendid and, 
led by the powerful Count and his 
personal Bank Standard, carvc..-d a red 
path through the Skaven army and 
ccnainly \von the game for me. The 
Growe Guard took a few full hits from 
lhe Warpfire Thrower and still made it 
(0 the end of the game; a remarkable 
feal in itselr. The Dire Wolves and Fell 
B:IIS perfonned well, but the Ghouls 
and t.he Black Coach really 
disappointed me. not being able to 
take care ofa unit ofSkavcnsla\,('s! 

To lheir credit I h:lve to say thai Phil's 
Slaves were the toughest Skaven I've 
evcr seen. fighting on against/car-and 
Icrror-causing enemies unlil lhere 
were only twO of them left. How very 
un-Skavenish of theml 

EEK! 
It W.lS wonh it Just for lhe look on 
Alessio's face ... 

I think that I playcd better tm\r.lr(is 
the end of the game, as at one point it 
looked like I was in for a re,ll 
drubbing, but I managed to pull 
things back and nearly walked away 
with a draw. If my expensive Rat Ogre 
unit hadn' t charged on the la~t turn :L~ 
a cons(:'quencc of them being/nmzied 
from the Skave"brew, r might bave 
gotten away with it. Fre"Z)' call be:t 
real p:lin in the tail sometimes; lOr all 
Its benefits, a C',lIlny player will use it 
to drdw your uni t OUt intO an 
awkw-drd position and then smack 
Into them so hard that their frenzied 
grins are wiped offthcir faces (or get 
them pursuing a che;lp unit into lhe 
middle of a marsh, oller a cliff, or into 
the midst of sClleral hundred 
angry troops). 

For me, one of the most outstanding 
:ISPCCts of the day "WAS thc left flank ; it 
seemed to be a B;lttie Repon in its 
own right, centering around the 
Skavcnslavl's and the Black Coach. 
The tide of lhat mini-batlle swung 
back and forth continuously, and 
ultimately my Slaves were my ;unlt of 
the match ' due to their incredible 
len;lcity. I love these :s-cabrous little 
runts, they never fail to bug your 
opponent. and when they arc ncar 

My offensive Magic phase was a bit" 
weak (I got only [\\'0 spells through in 
all the b'1J.me!), but that's normal with 
Blood Dragons. There is a price to pay 
for being a WS 9 annored Wizard I 
Thanks to Phil"s b:ld luck with his 
miscasts though, I managed to defend 
myself quite weU from t.he Skavcn 
magic (except for Ih;1I d:unned St(!(?d 
0/ Sbadows on the Grey Seerl) . 

Overall, the b:ntle was great fun . 11 
was qultt' a competitive game, with 
bOlh me :lIld Phil playing hard to win 
(the son of games I really like), but 
Wl' managed to keep it very friendly 
and we bOlh rcally enjoyed it. 
Combined with the splendid models 
and scenery we were playing With. il 
really was Warhammer at its best, and 
I hope you cnjoyed reading about our 
battle at least as much as we did 
playing it. 

your Generallhey can tic up pretty 
much anything. Oh yeah, and they 
evenrually killed off that nasty old 
Black Coach, a major bonus. 

Also o n the plus side, it made me grin 
to sce the R:u Ogres munch that Blood 
Dragon Thrdll like so much dog meat; 
if the Vampire had been given timc to 
retaliate, it would have been quite 
another story. Ifs :I real sh:lI1le I didn't 
get the hypt:rnctive monsters into Ihe 
Black Knights ' flank in conjunction 
with Ihe Stonnvermln on Turn 3, 
inslclld of having to charge the 
awkwardly placed FeU Bat (nice move 
AlesSiO ... ). That was my best chance by 
far, as the Doomwhecl would have 
tied up the Skeletons on the right 
flank for:lt least a tum. and that lone 
Bat l"Ould well h:we been the fulcrum 
that tipped the game. As a result, m)" 
carefully prepared flankJng maneuvers 
came to nothing, lind I ended up 
doing exactly what I dldn't Wd(U 10 do: 
taking o n tht' V:1I11pirc Counts face 10 
face. And they aren' t preny. 

VICTORY POINTS 
SKAVEN 

VAMPIRE COUNTS 

DIFFERENCE OF 4.27: 

1,035 

1.4.62 

M INOR 
VICTORY 


