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The News

The sylvan allies of the Wood Elves revealed! Plus details on the new
Warhammer World Citadel Miniatures Hall.

The White Dwarf team
The White Dwarf team have been busy this month. Hear them weep...

GAHMES WORKSHOP

Willow: Road, Lenton, Nottingham, NG7 2WS New Reledases

More miniatures of the highest quality.
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NEW LINE CINEM “"i | , "/ Head of the "Eavy Metal Team and ardent gamer Keith Robertson gets
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| his spot of glory this month.
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Updated rules for the Chamber Militant of the Ordo Xenos. & ‘ How to convert the Black Corsairs, and model their dread ships - just

in time for our Corsair-themed roadshow!
Battle Report: Kluctmeir’s Last Stand

/. Owen Rees battles Phil Kelly in this Tyranids versus Imperial Guard THE ﬂSTRONUMICﬂN

bloodbath. K Evenis Diary
t /. /. Events, Clubs, Tournaments, Warhammer World and more!
Index Astartes: Purge the Alien
Ultramarine veterans of the Tyrannic War. | @)/ Games Workshop Direct
!_?i ' All our mercenaries, be they Dogs of War or Kislevites, have been
WARHMWMER " repackaged. Get them here!
. Warhammer Chronicles: Zombie Pirates
Avast! Rules for a full army of rotting seamen, plus modelling tips a 1 @3 Store Finder
plenty. Arrrrrr! J «)'/' Find your nearest Hobby Centre.
The Wayfarer’s Companion: The Temple City of Itza 7 4 £ Gaming Rooms
The first in a new series of articles detailing the exotic destinations % *” ~ Fancy a battle on some cool terrain? Want new opponents? Here’s
available to adventurers with a gold crown or two to spare. where to find them.
A Tale of Four Gamers 7 © ( Hobbhy Supplies
The gamers clash over Lustria’s treasure. ~ w ./ Top tips on basing your models using a variety of flocks, paints and

clever little tricks.

'E'HE E,.QRD OF THE RINGS
Conflict in Middle-earth " Fuel for the Furnace

It's here at last! All the information you need to take part in this 1- = Huge The Lord of The Rings displays, painting sailors, and Elysian
massive, online campaign. Drop Troops discussed.

) Battle Report: Ride to Ruin /i Subscrlphons and Next Month

8
Greg, Nick, Rudgie and Christian take their Battle Companies into the }_i =5 Take us up on our top subscriptions deal, and learn what awaits you
wider field of epic conflict. in WD307.

www.games~-workshop.co.uk/whitedwarf 1



THE TREES ARE AL

There are far mare than Elves living in the depths of the Loren Forest. Swelling the
arboreal ranks of the Wood EIf host are the dark and dangerous Treekin.
“They are the physical embodiment of the spirit creatures dwelling in Athel

Loren,” says Mat Ward, who co-authored the forthcoming Wood Elves

army book with Anthony Reynolds.

The Treekin bear some resemblance to Treemen but are much smaller,
and their differences do not stop at their size, as Mat explains, “The
Treekin and Treemen are essentially the group consciousness of the

forest. The Treekin are spirits that inhabit dead branches and can enier
and leave them at will.” This is unlike Treemen, who have possessed
living trees and are bound to them forever.

Like you’d expect a creature made of solid wood to be, Treekin
are tough in a fight. “They’re a combat unit,” Mat tells us,
“their Ward Save and bark Armour Save makes them very
durable. They're one of those types of units that can take

damage and hit back.”

NAMCO FORGES

WARHAMMER DEAL

Games Workshop and videogames
publisher Namco Hometek Inc.
recently put pen to paper in a deal
to develop games based upon the
Warhammer world, and the
renowned Japanese publisher is
already lining up a Warhammer
title to spearhead a worldwide
assault on the PC gaming market.

“Warhammer is considered among
the greatest fantasy gaming brands
in the world,” says Grantley Day,
Director of PC Development for
Namco Hometek Inc. “We plan to
extend its rich characters,
environments and lore to the
videogame arena, with some
blockbuster titles for the PC.”

The move into PC games Is a
major step for Namco, whose
videogame heritage encompasses

New Warhammer
games will join
the ranks of
other Namco
classics such as
Tekken and Soul
Calibur.

2 THE NEWS

arcade and console classics such
as Pac-Man and Tekken. “Namco
has created some of the greatest
videogame franchises of all time,”
says Jon Gillard, Games
Workshop’s Business Development
Manager. “We are confident they'll
make some incredible games set in
Warhammer's rich and engaging
world.”

These new PC games will pave the
way for Warhammer titles
appearing on console and
handheld platforms too. But for
now, those of you itching for dark
and bloody adventure within a
digital Warhammer world will have
to wait as Namco remains tight-
lipped about game specifics.

We'll bring you more details as
soon as they emerge.

- ':lr '.r ‘:'J.‘I

TICKETS FOR
GAMES DAY

Games Day 2005 is fast
approaching. All our White
Dwarf subscribers can beat the
rush and buy their tickets from
23rd May.

Call Direct on 0115 914 0000 if
you’re a subscriber and you can
order your ticket and the

special Games Day model too!

SELL-SWORDS FOR SALE

' MORE FROM THE
' ONLINE STORE

~ If you've logged on to the

Games Workshop online store

~ recently you’ll have noticed
~ that, like the website,it’s been
through a few changes.

The site has undergone a
redesign in keeping with the
style set by the web team, o
make the store look congruent
with the main website. But
more importantly than the
aesthetic overhaul is thatthe
Online store is now much faster
than ever before and organised
to make a hobbyist’s visit a
pleasant one with user-iriendly

~ and logical menus.

- These changes mean that more

than ever the Online store is |
the best way to order all of your

- hobby products from miniatures

to modelling tools. Advanced
order models, classics and
components are all just a
mouse click away.

The site address remains:

www.games-workshop.co.uk
[store

There’s never been a better time to hire some Dogs of War for your
Warhammer armies. As of 6th June hobbyists will be able to order
Regiments of Renown from GW Direct as boxed sets with full command.
This will effectively replace the separate components, which will no longer
be available except in the case of the unit captains.

You will be able to get separate blister packs to bolster your mercenary

units. This means that complete regiments are much more affordable than
they were previously so you'll be able to use them in your army without the
need for your own personal Paymaster!

If you want to order any of the regiments, log on to:

www.games-workshop.co.uk/store



WELCOME TO
THE CITADEL

New Warhammer World exhibition opens!

For many years now, Games
Workshop has been in possession
of one of the finest collections of
painted miniatures in the world.
Despite being extensively
photographed, and often appearing
In this magazine or the various
codexes and Warhammer army
books, the full collection has
remained hidden away in the Design
Studio, inaccessible to all but a few
lucky visitors.

But that is all set to change...

In April this year, work commenced
on the creation of a new gallery at
Nottingham’s Warhammer World,
dedicated solely to displays of the
finest painted Citadel miniatures on
the planet.

Robin Dews, who is in charge of the
project to create the new Citadel
Miniatures Hall, explains. “For many
years now we've had an ambition to
create a dedicated exhibition area
where we could display some of the
thousands of beautifully painted
miniatures created by the 'Eavy
Metal team. Our aim is for this to be
a permanent public exhibition that
celebrates and showcases the art of
the painted miniature. -

“The visitor centre at Warhammer
World attracts thousands of people
a year, including many Tournament
players, casual gamers, club
members and of course their friends
and families. Our goal has always
been to constantly improve the
facilities on the site. We’d had the
present exhibition set-up for quite a
while now and so it really was time
for a change.”

The space above the store where the
new Miniatures Hall has been
created was actually quite a gloomy
space with no natural light. In order
to house the new collection the
room has been stripped bare and
the walls on three sides of the room
have been covered with illuminated,
mirror-backed cabinets.

“| wanted the whole effect to bhe
sumptuous,” enthuses Robin. “The

feel | was after was that of a gallery,
where you go to look at exquisite
pieces of art. The impact of 36
metres of mirror-backed cabinets
has been to create a shimmering
palace of light!”

In addition to the work of the 'Eavy

Metal team, the new display will also

showcase models from former
Golden Demon winners and highly
individual painters, modellers and
artists such as John Blanche. This
will finally give all visitors the
opportunity to view new and
historical miniatures and models
they would simply never otherwise
see. Robin continues: “In essence
the whole idea is elegantly simple. |
see this as our crown jewels display
— an exhibition of the finest painted
miniatures in the world, on show in
a gallery setting and presented with
gravitas, history, purpose, place and
respect...”

The new Citadel Miniatures Hall is

due to open in early June and will be

free to visitors during normal
Warhammer World opening times.
We'll see you there.

Right: Robin’s early concept of
how he envisaged the exhibition.
Robin loves making models and it
was so cool we just had to show
you it. But don’t worry, there’ll be
no real vampires waiting for you
when you look around.

f
1
A graphical representation of the Citadel Miniatures hall, with numerous cabinets

and leather benches.

ADVANCE NOTICE

On 4th July, Games Workshop will
be changing its prices across its |
Northern European regions. We have

listed the major changes below:

Warhammer plastic regiment sets
will be changing from price band J
to K.

Warhammer 40,000 plastic battle
squad hoxed sets will be changing
from price band J fo K.

The Lord of The Rings plastic boxed
sets will be changing from price

band Hto |l in The Netherlands,
Belgium and Finland.

Individual paint pots will rise to 25kr
in Denmark.

A range of smaller price
adjustments will also take place on
this date. For a full listing please go
to our website at:

ne.games-workshop.com

Prices quoted are for products sold by
Games Workshop through its own stores,
catalogue or website. Independent stockists
are responsible for determining their own
prices.

www.games-workshop.co.uk/news 3



FANATIC WEBSITE OVERHAUI.ED

The Fanatic team have been busily characteristics of the armies on one
working away on their first new side and the rules and scenarios
major section of the website — The respectively on the other.

Battle of Five Armies. “This is really
a preview of what we will be doing
in the future,” Andy Hall, Fanatic
Editor says.

GAMES WORKSHOP ONLINE

THE WAR OF THE RING™
HAS BEGUN!

The war has begun and people
from all across the country are
already posting their results! You
can still register if you want to
join in. All our Hobby Centres

month we reveal wallpaper
number two...

The new material also includes
expanded scenarios that will
compliment the extended range and
a full Battle Report, including maps,

www.games-workshop.co.uk
/whitedwarf

92 WEEKS OF THE YEAR

The new site is the template of how by Rick Prigstley. throughout the UK, not to The Web Team always make sure
the overall Fanatic website will look. | mention the clubs and there’s something new online for
“The site is devoted fo total hobby Check out the Battle of Five Armies | Independent Stockists, will be hobbyists, with weekly updates
support,” Andy tells us, “and for this  website now at: running The War of The Ring™ of News, Hobby Articles, Sneak

reason we’'ve combined the Battle of
Five Armies store with the web
content.” In an unobtrusive sidebar
you’'ll find the game and the
miniatures. One click and you can
order them as you're browsing the
site. “You're going to get lots of
content too,” Andy assures us.
You'll find loads of articles that can
be downloaded at a glance as PDFs
with an overview and preview.
There’s also some new stuff in the
form of two Battle of Five Armies
reference sheets, detailing the

www.thebattleoffivearmies.com

| .l.'#w”'-'_ o e Hob t'mf Strategy Hatile

WINTER WAR

HOTS UP

In last month’s news we revealed the expansion to Dawn of War — Winter
Assault. This addition to the game is set on the ice worlds of the 41st
millennium and includes the Imperial Guard as a new fully playable race!

You'll be able to command just about every regiment you can find in
Codex: Imperial Guard, like Sentinels and Enginseers. Here are
screenshots from the new game expansion, featuring some of these
regiments, to whet your appetite. It will be out by the end of this year.

THE NEWS

events. Find out more on the
website or see page 90.

www.thewarofthering.co.uk

WHITE DWARF
WALLPAPERS

Another month and we reveal the
second wallpaper in our mighty
batch of 13! The fact that these
feature Skaven and there are 13
of them is no coincidence

| (honest govnor! — Owen). This

Peeks, Events and the infamous
Poll of The Week. To get all this
and more sent to your inbox sign
up to the Inquisitor Newsletter!

www.games-workshop.co.uk
/news

www.games-workshop.co.uk
/inquisitornewsletter

Check out page 143 for the latest
from the UK Web Team.
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WIN A REPLICA |
OF THE HELM
OF SAURON!

In conjunction with Battle Orders, White Dwarf is offering you the chance to

win an awesome replica of Sauron’s helmet, worn by the Dark Lord in the
Fellowship of the Ring film when he was vanquished by Isildur.
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This collector’s piece is the first in the Dark Lord Sauron line and is
manufactured from the original movie prop mould. It is meticulously detailed
with an intaglio-etched surface and corroded metal colouring. The helmet
stands 31" tall and is made from steel-reinforced fibre glass resin with a
genuine leather-lined interior. Limited to only 3,000 pieces worldwide, it is
fully functional and comes with a wooden display stand bearing ‘The One
Ring’ inscription. Each piece is individually serialized on a solid brass plate
mounted on the inside of the helmet and comes with a parchment certificate of
authenticity.
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To win, all you have to do is enter and answer the following question:
* What is the name of the Dark Lord Sauron’s fortress in Mordor?

Also, answer the tiebreaker below in no more than 12 words. In the event of a
tie the judges will decide the ultimate winner on the basis of the best answer.
* I will have The Helm of Sauron as my own because...

l. Only residents of UK and Eire aged 21 years or over are eligible for prizes, excluding employees of the
Promoter, their families, agents or any other person connected with the administration of this competition.

2. Entries are [Imited to one per household, and must include the entrants’ age.

3. Eligible entries must be recelved not later than 27/07/05. The Promoter cannot accept responsibility for
late, lost or misdirected entries.

4. One winner will be chosen at the judges’ sole discretion by 28/07/05.

Battle Orders Ltd have over 25 years of experience in supplying replica Movie
Weapons, Guns, Swords, Martial Arts Equipment, Knives, Replica Arms and
=% Armour to adult collectors worldwide.

For further details or to request a particlular catalogue, call them directly on

#
£ TH
{‘l‘
bl

5. Th*e prize consists of one full-size replica of the Helm of Sauron. No cash aftern.atlve. Limit one prize per entrant. sy 0870 443 0182 or visit ‘battleorders. co.uk
6. Winners will be notified by 04/08/05. Winners must confirm receipt of the prize notification and provide all detalls ;* LE
requested by the Promoter within one week of the above date, failing which the Promoter reserves the right to draw e et S 4
aEtemativeb\ﬁinnem : ; h NEW hINE[CINE MA M FE) HSt ﬂ,l)
unm Warmey [regasy
7. By accepting the prize, winners agree and give their explicit consent (for the purposes of any data protection legislation)
- unless otherwise stated in writing — that the Promoter can use their name and likeness for advertising and Promoter: GAMES WORKSHOP LTD, Willow Road, Lenton, Notingham NG7 2Ws.
promotional purposes. All materfals pertaining to the New Line theatrical productions: The Fellowship of The Ring; The Two Towers; and
The Return of The King ©® MMV New Line Productions,
8. The judges’ decision is final and no correspondence will be entered into. Entry indicates acceptance of the rules as final and Inc. All Rights Reserved. The Lond of The Rings, The Fellowship of The Ring, The Two Towers, The Return of The King and the
legally binding. names of the characters, Items, events and places thereln are trademarks of The Saul Zaentz Company d/b/a
Taolkien Enterprises under license to New Line Productions, Inc. All Rights Reserved. Specific game rules & game
IMPO HTANT SAFETY NOTIGE' THE HELM UF SAUHDN |S AN ADULT strategy copyright © Games Workshop Limited 2005, All Rights Reserved. Games Workshop and the Games
. Workshop logo are elther ®, TM and/or © Games Workshop Ltd 2000-2005, varlably registered in the UK and
GOLLECTOH ,S ITEM AND NGTA TOY ather countries around the world. All Rights Reserved.
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Guy: Released
this month is
the most deadly
creature in the
galaxy: The
Tyranids. | say
creature
hecause each
beast is but one

Guy Haley

cell of a vast organism, driven on by
the implacable will of the Hive Mind,
invading worlds and stripping them

bare...

Anyway, you can read that kind of
thing in the excellent codex (it’s
chilling stuff). In the real world, we
can be thankful of the joy of a great
new army, and not worry about
being rendered down for our genetic
codes. I've been fortunate enough to
get hold of one of the stunning new
Carnifexes, which | spent one very
happy evening putting together for a
future issue of White Dwarf. I've
honestly not been so excited by a
model for years, (though obviously
various strains of greenskin have
come pretty close). Not since | stuck
together one of my first real models,
a plastic Tyrannosaurus Rex kit, 20

1, .
i ; :
A "Jll.- St L

You can see more of him next monih.

6 THE NEWS

years ago have | been so overcome
by hobby love. It was so much fun
that | had to grab Jes Goodwin, the
sculptor of the monster, and
congratulate him on doing such a
top job. It's one of the best kits
we've ever made.

BASES

Tonight sees me take to the field as
a general in one of a series of
irregular mega-games. 2,000 points
of Goblins require a lot of big
movement trays, so |'ve been tarting
up some of my old card ones so as
not to embarrass myself. On page
138 you'll be able to find a whole
load of tips on basing your models,
but you can also apply these to the
edges of your movement trays.
Applying flock and sand to them
makes your models look even better,
and gives a good grip, very
important when you are shifting
units of metal miniatures by the
power of your fingertips alone!
Lucky for you, we've recentlystarted
making pre-textured movement
trays. These save you a fair bit of
bother, as they only need painting,
and have plenty of nice touches
modelled onto them. These are
available in Hobby Centres now.
Anyway, below you can see one of
my movement trays before tinkering
and one after — splendid!
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GAMES

Speaking of playing games, it's been
a blessedly big feature over the last
month, (once we got past WD304).
've played five games, losing just
two, and only one of those due to
the infamous Haley luck. Against
Steve Cumiskey’s Tomb Kings, |
failed nearly every single Animosity
test. That includes three successive
failures for my big unit of Boar Boyz,
who, paralysed by internal bickering,
were surrounded, roundly trounced
and sent scurrying off the board. |
don't like having a Black Orc leading
them — it doesn’t fit in with my army
background. They will be taking The
Bashin’ Flag of Bork in gvery game
from now on though. There never
was a wiser spend of ten points.

My other loss was against George
Dellapina’s Ravenwing Army — 12
Landspeeders and six bikes! That
was nasty, and, for my poor Orks,
pretty much unbeatable. | am
ashamed to say | got rather grumpy
about it... Still, more wins than
losses this month.

Keep on gaming,

Guy Haley
Editor

|
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Rudgie: This
month sees the
final part in the
Battles
Companies
saga and what a
finale it’s set to
be, with both

Paul Rudge myself and
Christian fielding a combined force
of Evil against Greg and Nick’s
Good. To my joy the points totals
have jumped to 500 a player,
allowing me to finally deploy the
dreaded Mimak. As there are a
considerable amount of rules for the
Mamak, | thought it wise to play a
few test games and one of the
highlights of doing this was in a
game against Christian’s Isengard
horde in which Saruman was
reduced to a red stain below the
Mamak’s foot. So | guess the
question is, will my unbeaten run
continue unabated? You can find
that out later (on page 98).

Battle Companies may have finished
but the army is not. As | still want to
be able to field a 500 points force
that does not include the giant grey
steamroller. I've been busy painting
an allied contingent of Easterlings.
For a colour scheme | am using the
same one as | did for my Harad in
an attempt to make them look more
like an elite unit in this force, rather
than a completely separate unit.

Top Tip: A few Easterlings can go a
long way! The weakness in a Harad
army Is the lack of armour and |
shields. However, rather than
painting an Easterling army with an
allied Mimak, | use a few well
placed Easterling warriors to shield
my weaker Harad spearmen, who in
turn add to the fighting abilities of
my Easterling warriors.

e e osse—



Christian Byrne

my Black Legion.
some more Raptors
squad up to seven,

-irst of al

Christian: |
have played a
lot of
Warhammer
40,000 this
month, so to
mark the
occasion | have
added a couple
of models to
are
(bringing the

with another

three waiting in the wings), and a
new Chaos Lord (seen opposite),
whose arms were cannibalised from
my Red Corsair Champion from
WD303. I'm not doing an army of
Corsairs, and it seemed a shame to
let George Dellapina’s sculpted pelt

go to waste. | added

some extra bits

myself, such as the eyes and the

lens on his shoulder
for the paintir

and chest. As

g, the colours and

icon were inspired by Adrian

Smith’s depiction of

Horus from the

cover of the Horus Heresy art book.

This month I've also
Uruk-hai army, so to

completed my
celebrate |

have started a Dwarf army, because
they are hard as nails and the
models are some of the nicest

Yet another Chaos champion

sculpted for The Lord of The Rings.

S0 far | have completed three
Warriors and one Captain.

As for Warhammer, | am entering
the final phases of my Chaos Horde
—an army | hope to take to London
Conilict. Last week | completed a
unit, an Ogre unit, a
Chaos Giant and a second unit of
Chaos Hounds.

Chaos Warrior

My Chariot

conversion is entering the last

stages of painting, which leaves one
more unit of Hounds, some Furies
and some Marauder Horsemen left
to do. It's going to be a busy month.

Christian’s Dwarfs — there’s plenty more on the way.
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Greg MacGegor
It down in-our Battle Report

| warm-up game. In
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Greg: It's been
a great month
on the
nattlefield for
me. Rudgie’s
Mimak was
turned to soup
as me and the
Kyme-ster took

a fantastic

| display of tactical astuteness,

' myself and Kyme easily won our
specially-tailored scenario. Prince
Imrahil and his Swan Knight
cohorts smashed their way
through Rudgie’s cavalry before
getting stuck into Christian’s

t Uruk-hai and helping us to secure
. the vital game-winning objective.

Nick's Boromir held up the
Mumak splendidly, before my
| King of the Dead sauntered over
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to deliver a knockout blow to

Rudgie’s pride and joy. Back to

the circus for you, nelly. You can
see how we got on
on page 98 as we p

real thing.

Apart from rapi

another five Kn

Amroth, five A

dly assembling
ights of Dol

'my of the Dead
and two Gondor Fiefdom warriors
over the last four weeks to join up
with my Battle Company, I've also
been painting a new Viper for my
Eldar. I've decided to re-do the
runes on some of my skimmers,

to better reflect their Ulthwéan

heritage.

Next up, our Battle Companies hit
the road to take on all-comers as

we visit a few Hobby Centres.

Watch this space to find out how

we got on.
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Nick: Holy Ifvourwould like to W

nonkfish, this * forWhite Dwarf. why do
nonth has been Manv.of our articles are about or by
a hot one for hobhvicte and welre laoking e
gaming- I've had TIare; We Want vour ((ieas

to put my dice

in a cup of In time. welll.be outting fil
water to cool L guidelinesio

them off! First | WWW. gamesS-Worksnon.co.uk;

Nick Kyme
stop on the war gaming express was vhitedwart
the Border Princes and the
campaign that’s hurtling across the ertntil the
office like a freight train driven by general pointers
manic monkeys.

| fought two more opponents this need'to provide'asyaopsis ofine
month, first tangling with Sally | nerethan 400 words: and'a sampie
Walton’s horde of Chaos Undivided. ofyour writinglof-arotind 300 words
| put my faith in war machines and |

Thunderers (surprise, surprise) and 1eMemuerito el USunyouti nesc
Iuckily for me the gamble paid off. JHOL0Arapiny: moaeisS and el folals
After the powder smoke had cleared |

and my eardrums stopped ringing VIOSERNOI0arapny.We DIeter o ld
from the furious fusillade, there was | pUrselves. Yol may:have 1o mak
nothing left, not so much as a | severalversions of a medel and be
mutated pinky. Huzzah! My next | yreparedito travelita Nottingham
challenge was the greenskin mob of

Chris Lane. This proved to be a “You'do notlhs

tougher contest (owing to the fact | vourset ‘We freglientlV feature
wasn't as flukey with my missile fire jamers models ana interview them
— boooo!). The Dwarfs scraped a |

victory once more though, due to Ve are looking mainlyfor Tactica-type
the surprising heroics of a unit of | ATticIes ana exceptional:moaels
Crossbowmen duffing up some

Black Orcs! It's three wins out of tVOLIWISH [0 have Vel models if the
three so far. It's Guy next — I'm | nagazine then we wilt'need digita
trying not to get too excited... | piciUres so we may: assess them
The main event though this month e Make sure vour work.is neatly

was The Lord of The Rings Battle o presentediifyou postit iEmusth
Report. Greg and | pooled our forces | typediifvauie-mail it; please’sen
fogether to fight against the might of | inMicrosefttWord

Rudgie and Christian in a 1,000 |
points monster game. You can read | Before sending anvthing, make
all about it in our The Lord of The | you read itiiiiroughatleas
Rings section — it’s a hum-dinger. |

Looking back on the White Dwarf | new.races. NO FIGTION! Contact the
Battle Companies odyssey I'm really | BlackiLibraryifor tha
pleased with my Gondor force. |

Thanks to a few dedicated months tsubmi |
of painting I've got 500 points that | ppses:and sam
can add to at my leisure.
L vle bl .‘_'l-; Ud -1} 1SSIOTE |
As a bit of a footnote, I've not been | gtters 10/GUY Haley.at olir posta
neglecting Warhammer 40,000. i address: Games Workshap: Wi
Work continues apace on my Sisters | Glerlel Belgifena i ikl
of Battle. You can see one below. - NG72WS
guyn@games-worksinop.co.ux
B |
;:'_.L; DT |
| e followin
i N
1amMesS-WOrksSnor /|
Nick’s latest Sister of Battle. 1B( earm ISE.I
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- NEW RELEASES

FEAR THE GREAT DEVOURER

- CODEX: TYRANIDS

The Tyanids are the most rapidly evolving race in the galaxy, super-predators destined
to hunt all others to extinction. From the cold darkness of the void they come, a race of
ravenous aliens, a numberless horde governed only by the instincts to hunt, kill and
feed. Each Tyranid is a living weapon, perfectly adapted to its designated function, but
each creature is no more than a single cell in a galactic entity governed by a monstrous
Hive Mind. As the Tyranid hive fleets drift through space they strip all life from the
worlds in their path, leaving nothing but scoured rock in their wake.

ARMY LIST

The complete Tyranid army list, which allows you to choose your forces for a tabletop
battle. Also included are comprehensive lists of biomorphs and weapon enhancements with
which to equip these murderous alien broods, giving you enough options to constantly
evolve your army to better destroy your opponents.

BACKGROUND

The history of the invasions, from first contact to the galaxy-spanning war that threatens to
consume the Imperium of Man.

HOBBY SECTION

Tyranids showcased, with guidance on the colour schemes of each of the major hive fleets
and how to paint their constituent warriors.

| CODEXI WRAN'DS avrsssesesORRRBEREAREE !l£]2 00
Denmark kr 125.00 Sweden kr 150.00
Euro € 17.50 Norway kr 150.00

TYRANID HIVE TYRANI

The Hive Tyrant is a large and massively powerful Tyranid creature, the closest thing to a leader of a
battlefield swarm yet seen. Like many Tyranids they seem able to mutate rapidly, and several
different physical characteristics have been reported. All Hive Tyrants are highly psychic and their
relationship to the Hive Mind is closer than even that of Tyranid Warriors. The Hive Tyrants embody
the Hive Mind completely, but their destruction does not diminish it in any way.

Sl T A s PTALKED FITE TTAMGT  SERWMAFMTT FLNT r'ﬁ
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This multi-part boxed set contains 1 Tyranid Hive Tyrant, sculpted by Jes Goodwin.
This model requires assembly.

TYRANID HIVE TYRANT .....ccccvencnnscnsassasenneens£20.00

Denmark kr 250.00 Sweden kr 300.00
Euro € 35.00 Norway kr 300.00

INDEX ASTARTES 4

The Index Astartes series focuses on the
finest warriors of the Imperium, the
Adeptus Astartes, delving into the
backgrounds, doctrines and tactics of the
various chapters.

> This volume includes the Raven Guard,
"y T Salamanders, Crimson Fists and many
- . more. Also covered are former loyalist
Tl chapters, now the Word Bearers, Black

Y s Legion and Alpha Legion. There is
- also a section on Renegade chapters
and the Space Marine Predator.

INDEX ASTARTES 4......ccccvereccnssnsasesnssnasansannsc£10.00 '

Denmark kr 125.00 Sweden kr 150.00
Euro € 1750 Norway kr 150.00

8 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct

at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.
Independent retailers are responsible for determining their own prices.
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wonins ez, The Imperium first encountered Genestealers on the moons of Ymgarl long before they were alerted to
the approach of the hive fleets. Only with time has it been learned that Genestealers are vanguard
organisms for the hive, created to seek out and undermine potential prey-worlds by infiltration.
Genestealers are legendary ferocious close combat opponents, with lightning fast reflexes and deadly
claws capable of ripping through the thickest armour.

This multi-part boxed set contains 8 Tyranid Genestealers, sculpted by Mark Harrison and Jes Goodwin.
These models require assembly.

GENESTEALERS......oonrcucmsenconsmssassossssonsonsesassssc ] 5.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 2750 Norway kr250.00

g
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TYRANID BATTLEFORCE warsAMMER | S, "
The Tyranid menace is much feared throughout the Imperium. Entire planets have been consumed by this alien &
race, powerless against the numberless, ravenous hordes. Only the most determined resistance can hope to stand
against them, and even then the chance of victory is slim. ¢
This boxed set contains 8 Genestealers, 3 Tyranid Warriors, 8 Hormagaunts, 8 Termagants and 1 Carnifex, sculpted i
by Mark Harrison and Jes Goodwin. |
These models require assembly.
Denmark kr 650.00 Sweden kr 750.00 b
Euro € 80.00 Norway kr750.00 ;
:
i
1
'
k‘.
i

Sictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
ncorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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NEW RELEASES™
- TYRANID TYRANT GUARD "

. Tyrant Guard are living shields, whose resistance
' to injury is amazing. Blind and ultimately
controlled by the Synapse creatures they protect,
these half-sentient but ferocious beasts appear to
~have been bio-engineered specifically to counter
. anti-Tyranid doctrine.

This blister pack contains 1 Tyranid Tyrant Guard,
sculpted by Mark Harrison.

This model requires assembly.

TYRANID TYRANT GUARD .....ccconssrnscancerseennc£10.00

Denmark kr 115.00 Sweden kr 140.00
Euro € 15.00 Norway kr 140.00

SPACE MARINE COMBAT SQUAD

Once a warrior has proven his courage in the Scout Company, he is elevated to

" WARHAMMER / =

T . Sy WR -

-

| ZOMBIE PIRATES OF THE VAMPIRE COAST

.~ The dread Zombie Pirates ravage the coasts of Lustria, attacking the ships of

~explorers and intruders making landfall on the island. They can often be seen

. materialising from the watery depths of a pool or river, wreathed in ethereal mist.
Foes witnessing this dire manifestation must use all their courage or flee from it.

e -

- This multi-part plastic conversion kit contains 3 Empire Militia and 2 Zombie sprues
- which when combined can be used to make 20 Zombie Pirates. This kit is only
available for a limited period.

These models require assembly.

ZOMBIE PIRATES OF THE VAMPIRE COAST....£15.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 2750 Norway kr250.00

the rank of battle brother in one of the chapter’s Battle Companies.

This multi-part boxed set contains 5 Space Marines, sculpted by Jes Goodwin,

Mark Harrison and Dave Thomas.
These models require assembly.

SPACE MARINE COMBAT SQUAD .........coccr0enee. £9.00

Denmark kr 115.00 Sweden kr 140.00
Euro € 15.00 Norway kr 140.00

PLAGUE LORD NURGLITCH

Nurglitch was the first of the Plague Lords of Clan Pestilens,
and was responsible not only for their ascension as a clan
and their seat on the Council of Thirteen, but also for the
corruption that gnarls their bodies and marks their souls.

This blister pack contains 1 Plague Lord Nurglitch model,
sculpted by Colin Grayson.

This moael requires assembly.

PLAGUE LORD NURGLITCH. .....cvvvrreroorerrnnn £15.00

Denmark kr 200.00 Sweden kr 250.00
Euro € 27.50 Norway kr 250.00

This model is available for a

limited period in Hobby Centres, _
after which you will only be able — S
to order it from GW Direct.

i .

T e

10 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own siores, catalogue or website.
Independent retailers are responsible for determining their own prices.



SKAVEN PLAGUE MONKS

Pl
hi

ague Monks form the bulk of Clan Pestilens’s troops. They wear robes and bandages to
de their horribly bloated, sore-covered bodies. So used are they to living with constant

pain that they are impervious to it and must literally be chopped to pieces before they stop
fighting with their characteristic fanatical zeal. The putrid stench and swarms of flies that

always surround them are a feared sign of the presence of these acolytes of

pestilence on the battlefield.

This plastic multi-part boxed set contains 20

R
m

d

Plague Monks, sculpted by Colin Grayson. \

These models require assembly.

Euro
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SKAVEN RAT OGRES AND GIANT RATS

at Ogres are the masterpiece of Clan Moulder's mad research. They are massive hulking monsters, created from a
ix of different creatures. Those that survive to maturity become a mass of sinewy muscles and razor-sharp claws,
iven by a strong instinct to kill but utterly dependent on a Packmaster’s guidance. Clan Moulder has also grown

g

lant rats to the size of wolves. A seething mass of stinking fur and sharp fangs, they can overwhelm even the hardiest

of enemies.

This box contains 2 Rat Ogres, 6 Giant Rats and 3 Pack Masters, sculpted by Colin Grayson and Martin Footitt.

These models require assembly.

SKAVEN RAT OGRES AND GIANT RATS...........£18.00

Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr270.00

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used

incorrectly.

Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices,
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SKAVEN PLAGUE MONKS........coveoeeeensesesscnense £18.00
Denmark kr 225.00 Sweden kr 270.00

€ 30.00 Norway kr270.00
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NEW RELEASES
LIZARDMEN BATTALION

The Lizardmen are an ancient race, created by the god-like beings known as the Old Ones to be the guardians of the
Warhammer world. Their age-old civilisation is based deep within the steaming jungles of Lustria and the Southlands,
where their mighty temple-cities rise from the ancient trees and cloying swamps.

This boxed set contains 24 Lizardmen Saurus, 24 Lizardmen Skink and 8 Lizardmen Saurus on Cold One. Sculpted by

Colin Grayson, Aly Morrison, Trish Morrison and Martin Footitt.
This model requires assembly.

LIZARDMEN BATTALION....c.ccceeuncurnensaseansnsnness£30.00

Denmark kr 650.00 Sweden kr 750.00
Euro € 80.00 Norway kr 750.00

w dll _'. - _1 1-.'1.; -I-“-:|

WAP&{AWJ!:R =

5 5

i - -._J__,:-,I

oy e | "'\- =
o

¥ 1 p i = e = ¥ '.'_I
-.-I e T '-- "" -ll-'l 1 i e lL l—-ﬁ-ll---.--. ilr-'l"l.lr"'.._'l-i | e | 11— et I L.—.,-l'l‘rl" 2

AQUILA ARMY CASE

Three times the carrying capacity of a standard Games Waorkshop

figure case, thi

transport an e

while the other

S New army case wit
ntire horde. One half

1 Imperial Eagle symbol can

1as enough room for 128 models,

contains foam that can be easily adapted to safely

DWARF COLLECTORS' GUIDE

his vital tome for any hard-core Dwarf player
cmtalns the entire range of available Dwarf
miniatures including current, classic and

.contain the largest tanks or monsters.

With a hard-sided canvas shell, the Aquila is especially hard-wearing,
ensuring your models get o the tabletop in one piece.

The Aquila Army Case is only available for a limited period.

AQUILA ARMY CASE......ccceeersucnsensncasensescansens£60.00

Denmark kr 900.00 Sweden kr 1000.00
Euro € 120.00 Norway kr 1000.00

GO

lector's models. There are great models like

High King Thorgrim Grudgebearer, the
Goblobber and even Bugman’s Beer cart.

The book also contains a background section
examining the Dwarf Realms and a

showcase featuring collectors’ armies DWARI'
and models. s

DWARF COLLECTOR’S GUIDE........cccceneeeenseeer£5.00

Denmark kr 60.00 Sweden kr 70.00
Euro € 8.00 Norway kr 70.00

MONSTERS AND MERCENARIES |
COLLECTORS' GUIDE

This collectors’ guide is a collection of all the
available Dogs of War, Kislev and Ogre
Kingdoms models in the current range. Within
its pages you'll find the likes of Borgio the
Besieger, Kislev Winged Lancers, Ogre
Maneaters and more.

M( )NHI L* RS &
MUERCENARIE 5
COVLLECTORS GLITI

Included is a detailed background section for
all of the above races as well as a showcase
of collectors’ armies and models.

MONSTERS AND MERCENARIES COLLECTOR'S GUIDE....£5.00

Denmark kr 60.00 Sweden kr 70.00
Euro € 8.00 Norway kr70.00

IR ———————
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Skinks are small, agile, intelligent creatures bred by the Old Ones from the giant amphibious creatures that have inhabited the Lustrian swamps since the |
dawn of time. In times of war, Skinks often take up their weapons to fight alongside Saurus, yet they are not born warriors and their skittish nature will often
see them flee from strong resistance. Despite this, they are stealthy and swift creatures, and can be deadly when using their favoured weapons.

This blister pack contains 2 random Skink Warchiefs, sculpted by Juan Diaz. ol
This model requires assembly.

SKINK WARCHIEFS.........coeeesecesesssssssssscssonnense b 0.00
Denmark kr 75.00 Sweden kr 85.00
Euro € 10.00 Norway kr85.00

TEHENHAUIN, PROPHET OF SOTEK

Tehenhauin leads the faithful of Sotek in their ceaseless wars against the
vile Skaven of Clan Pestilens. He is a living manifestation of the
vengeance of his kind, and his destiny is to bring about the incarnation
of the Serpent God himself. Tehenhauin leads his kin, the Red Crested

Skinks, in battle after battle against the Skaven, taking captives where , _ | | |
he can, and offering them up as sacrifices to Sotek. Though the Slann AVA[ LAB LE FOR A LIMITED !
Mage-Priests may not yet have realised it, Tehenhauin is the greatest |

hope of the Children of the Old Ones, for his role in combatting the TlME ON LY! |
blasphemous and unnatural rat-spawn is pivotal to the Old Ones’ plans |
for the world.

'ﬂ@';_

| This blister pack contains 1 Tehenhauin model, sculpted by Juan Diaz.
This model requires assembly.

TEHENHAUIN, PROPHET OF SOTEK ......cccn0ee....£7.00

Denmark kr 90.00 Sweden kr 100.00
Euro € 11.00 Norway kr 100.00
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This blister pack contains 1 . ?
Gimli on dead Uruk-hai. :
Sculpted by Michael Perry.

This model is only available from Games Workshop Hobby -
Centres or Independent Retailers participating in The Wrath
of Umbar Roadshow (for full details of venues and dates see |
page 117), and will only be on sale in those stores the day the i
roadshow visits. It is also available from GW Direct from 15th | |

|

July to 31st August (see page 126 for contact details).

This model is available for a limited period in stores, after !f-;
which you will only be able to order it from GW Direct. PRSNG| AR OSSRy Wt S g
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~ Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop www.games 'Wﬂ'kShop'w'“klswre 13
through its own stores, catalogue or website. Independent retailers are responsibie for determining their own prices.



behind the legends, best-selhng Black

Library author and Ghostmaker Dan

Abnett, talks to White Dwarf about
Gaunt, Warhammer 40,000 and the

craft of writing.

an Abnett is one of the Black
D Library’s most prolific and

popular writers. Author of
almost twenty published novels as well
as a raft of well-loved comic book
characters, Dan just keeps on coming up
with the goods. Cranking out such a
plethora of great novels, it comes as no
surprise to learn that writing has always
been a passion of his. “I always enjoyed
writing and telling stories as a kid. I
used to write and draw avidly,” Dan says.
“At a fairly early age there was a
synthesis of these two things when
someone showed me a comic. I thought,
‘Wait a minute, I can do both of these
things at once and tell a story that’s
exciting.””

This epiphany heralded the beginning of
an illustrious career for Dan who, after
finishing university, ended up working
in comics as an editor for Marvel in
London. It was a job that would see him
working on such diverse titles as the
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By Nick Kyme

Care Bears, Thundercats and even
Thomas the Tank Engine. Eventually,
Dan discovered that he preferred the
writing side of things and left the
drawing board behind. “It was a great
learning curve,” Dan explains. He took
this experience with him to work
freelance on American comics for giants
Marvel and DC, something he still does
today. In fact it was as a result of
working on prominent titles in the
comics world that Dan came to the
attention of the Black Library, then on
the look-out for comics scriptwriters.

“I'd just done a couple of issues of
Conan and somebody said to them, “You
should try Dan, he’s just written
Conan.’” (It was actually David Pugh
who recommended Dan, whom fans of
early issues of Inferno! might remember
for his wild Obvious Tactics comic strip).
Darkblade and Titan followed, short
stories too. Dan’s evolution from comic
books to novelist had begun. “Comics
and short stories just led up to the idea
of doing novels,” he says. “I now
consider the novels for Black Library to
be the most important thing I do.”

66 1 used to write and draw avidly. At a fairly early

age there was a synthesis of these two things when

someone showed me a comic — I thought, “Wait a

minute, I can do both of these things at once and
tell a story that’s exciting.’ 7 7



Read a bibliography of all Dan’s novels
and you’ll see how important. Such a
vast workload might be daunting for
some but Dan chalks up his ability to
produce such a large output to
experience. “I've been doing it for
fifteen years, so I'm pretty well-practised
at it,” he tells us. “I actually enjoy the
process of sitting down at a word
processor and writing, which some
writers don’t. The fact that it’s not a
hardship helps enormously.” Believe it
or not, Dan thrives on a crammed work
schedule, producing his best material
under pressure. “I'd rather have slightly
too much to do than slightly too little,”
he says.

You might think a writer’s life is all
about eating take-out, playing computer
games and penning the odd story here
and there. For Dan it’s a discipline and
he approaches his writing, both comic
scripts and novels, like any other job,
utilising a method of his own. devised
as he worked on more and more novels.
“I get up every morning and tend to
write a minimum of three thousand
words on a novel. On a particularly
good day I might write four, five or even
six thousand words,” he explains. “In
the afternoon I'll do a minimum of three
to five pages of comic script.” Though
both benefit from his meticulous
attention, he has found he prefers the
immediacy he gets with writing fiction.
“Because in comics you’'re writing a.
script, you’re one step removed from
the audience, from the actual words,” he
explains. “I like novels more. I'm
actually getting in there and writing
fiction. That’s why I write my novels in
the morning. To ease myself into the
day, I do what’s fun.”

Dan’s material is tremendously diverse,
but unlike a lot of writers he’s happy to
say what inspires him and divulge his
secrets. “I use anything and everything
really,” he says, “I read voraciously and
all sorts of things — fiction that 1 think is
very good, documentary fact and
reference material. I also read stuff that I
know isn’t very good, but delivers some
degree of satisfaction. It’s like eating
junk food, though there might be a
good idea locked away in a very poorly
written sentence,” Dan pauses and, with
a grin, admits, “or I'll just enjoy it
because I can’t believe how bad it is!”

Dan finds ideas coming out of the
strangest places, which can spark off a
train of thought seemingly incongruous
with the initial source.

“I might read a report about a new piece
of technology or an archeological dig.
There might not be much in common
with the final story, but something clicks.”

¢ € It would be easy to say I just did Sharpe in
space, but the honest answer is I looked at the vast

array of Games Workshop material before me and
thought, ‘Oh my God, I'd better start with humans,
because I understand how they tick.”? ?

Gaunt’s Ghosts is one of Dan’s best-
known works for the Black Library, but
despite the eclectic material that
generally inspires him, the idea for it
came about for a simple reason.

“It would be easy to say I just did Sharpe
in space, but the honest answer is I
looked at the vast array of Games
Workshop material before me, bearing in
mind I only had a passing knowledge of
it at that stage, and thought, ‘Oh my
God, I'd better start with humans,
because I understand how_;ﬁ__l%ey tick.’”
Double Eagle, a spin-off from the
Gaunt’s Ghosts series which describes
the adventures of Imperial Thunderbolt
pilots, takes this notion and develops it
further. “I make no bones about the fact
that it is inspired entirely by my
enthusiasm for the

Battle of Britain,”

Dan says.

BOLTERS ON THE BEACH
If you’re going on holiday this summer
why not take a Black Library novel with
you to while away the lazy days with a
fix of Warhammer, Warhammer 40,000

and Necromunda action!

The Black Library has a vast range of
titles to choose from by great authors

like Dan Abnett, Andy Chambers,
Graham McNeill, William King and
many more besides.

hi‘st@

"*—----.. Continued overleaf...
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This is something that comes across in
the novel in terms of its structural
similarity to the war reports of World
War II. The referent realism this endows
the book with is something Dan believes
is very important. “It’s about
authenticity. We're writing about future
war and fantasy, but I think the best
way of doing that is grounding it in
things peopl_e_ w1ll retog‘nES'e'.*"

5

Th1 Sense aﬁrglentlﬁcauon by the reader
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fiction comic. Dan has written and S

1/ continues to write some of their Gauni’s Ghosts at Games Day
g biggest strips, including Judge | His Last Command, the follow-up to i
8 W Dredd, and is responsible for Traitor General and the next in the
\.'._..'?3’; creating some of 2000AD’s best-loved Gaunt’s Ghosts series, will be |

characters, like Sinister Dexter. released at Games Day. Also released
will be the Sabbat Worlds Crusade
“2000AD is a forum for wild and background book. Charting the first
sometimes wacky explorations of what ten years of the conflict, this book |
comes into the parameters of science . will be accompanied by a huge
fiction,” Dan says. “Warhammer 40,000 Sabbat Worlds campaign map. It’s
has a flavour all its own. It’s not so - also rammed with extra background
much a case of finding new things as detail and cool new artwork |

finding new ways of describing an - visualising lots of stuff not seen

= R

already well-defined | before, like some of the alien races,
universe.” One series of Stalk Tanks, Saint Sabbat, Warmaster
novels written by Dan that Slaydo and more!
"""" does just that is the Eisenhorn

trilogy. “It was less about the *
Imperium at war and more about
societies and cities,” Dan tells us.
The stories typified by Gaunt’s
Ghosts essentially dramatise
the games fought on the
tabletop, but it is the
environment away from the
battlefield that offers more
opportunity to develop the

-

—
T
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41st millennium, as Dan —— $15 Noviy
describes. “If you take e g o ;*
things to a city, you can
pretty much mirror And the most ominous? That would be
anything in modern society. the final instalment, Only in Death,
It’s the stuff people know in their which opens with — brace yourselves

hearts has been there all the time, they’d dear readers — the death of Gaunt!
_just never heard anyone describe it

~ before.” An example can be found in the Before this, Dan is heading out to the
follow-up to Eisenhorn — Ravenor, in open sea with another novel. Fell Cargo
novels and helps achieve a kind of which one of the main characters is a is based, in part, upon the Inferno! short
pseudo-realism. “Moulding Thunderbolt street kid, living in a hive city. Not stories of the same name and tells of the
pilots to be like Spitfire pilots, who have something you’d ever encounter in the adventures of swashbuckling pirates in
the same concerns, do the same game. the Warhammer world.
activities and have the same long
periods of stress, is very useful.” Characters are at the heart of Dan’s “I really enjoyed it,” Dan says. “I set out
novels, and this is certainly the case in to put in every single pirate cliché that I
This injection of realism that Dan puts latest book in the Gaunt’s Ghost series, could possibly imagine.” Everything is
in all of his books is something that is Traitor General. “The plot is hurled there, either cunningly veiled, or as a
afforded to him by the way the forward by simple character choices and Warhammer equivalent. “The only one I
Warhammer 40,000 universe works. It is decisions. It all came out of the didn’t put in is women dressed as men.”
part of the appeal in exploring and characters,” Dan says.
expanding upon it with his novels. With this whole raft of new books
Traitor General begins a new sequence following in the wake of numerous
“There’s something in particular about of events called ‘The Lost’, which are others, there seems to be no stopping
Warhammer 40,000 that I enjoy — the further developed in the next three Dan. If you’ve got aspirations to follow
mix of the gothic and science fiction,” books. These happenings are also part in his footsteps then he offers this
he explains. “It’s not just what the next of the Sabbat Worlds campaign story arc. advice. “Read and absorb stuff and see
book is going to be about, what they The second book of ‘The Lost’ is His what ideas you get, but most
haven’t seen before, it’s about where we Last Command. “This book will answer importantly, just write. I firmly believe
can push it next.” all the questions set-up in Traitor that with writing you just do it. Exercise
General, some of the answers to which your writing muscles so you can do it
This is quite different from Dan’s are going to be quite surprising,” Dan more easily, with more fluidity,” he says,
experiences at 2000AD, Britain’s well- tells us. “It’s also the second most “70 per cent of writing is stamina and
known and award-winning science ominous title of the four books.” the ability to keep at it.”
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From the cold void of space,

- Mankind’s doom approaches. The

Tyranids — an utterly alien race
intent upon nothing less than the
consumption of every living thing in
the galaxy — are back. Andy Hoare

talks to Phil Kelly, the author of the -

new Codex: Tyranids; Jes Goodwin,
leading miniatures designer; and

Roberto Cirrilo, Games Workshop's -
. newest ‘artist extraordinaire.

he release of the new Codex;
Tyranids this month provides us with
more than just the opportunity to
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bring the army in line with the updated
edition of Warhammer 40,000. The new book
has a number of significant alterations,
making the Tyranids even more horrifically
alien and dangerous than they were before.

Tyranids have been with Warhammer 40,000 y

in one form or another:since the first edition
of the game, but it wasn’t until-the third
edition of Warhammer,40,000 that they
became-the customisable force they are

-today. Games Developer Phil took over the

reins of the Tyranids project from Andy

Chambers, to become broodfather of the

Tyranids as we know them now. As Phil is a
huge fan-of the race, this was a golden

~opportunity for him.

L y I —
llllllllllll

L] L]
i i
il T i

S ]

e
— Py

A monstrous, tusked Carnifex roars in triumph on the devastated world of Jangrille Prime.
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The greatest threat to the L ack, and this time it’s even spikier

“Tyranids are the ultimate bad guys” says
Phil enthusiastically. He explains that this is
why they were chosen for their appearance in
The Battle for Macragge. “You don’t.need to
explain who or what they are, which makes
them the ideal adversary,” the exact opposite
of the noble Space Marines against which
they are pitched in the boxed game. :

“We wanted a bit of-a change of pace, as the

Space Marines had just had their big release. .

It was definitely time to switch the limelight
to the gribbly side of things.” And gribbly the
new codex most certainly is. “Tyranids have
been beaten on for too long — now it’s time
they beat back!™

How they are going to do is down to a little
bit of clever tinkering. “The main point about
the army list was that because Andy
Chambers had done such a good job last

“time round with the biomorph system, it

didn’'t need rewriting from scratch. Most of

the changes are cosmetic,” says Phil. He's a

Tyranid player himself, and has had many
long conversatuons with other Hive Minds,
building up a picture of what players felt
needed working on. One major effect of these:*
discussions is that Custom Hive Fleets have.
become a fully integrated feature of the
codex. Due to the enthusiasm of Tyranid =
players for that element of the army, the, army
IS more customlsable than ever. :

ALIEN EVOLUTION

With the Custom Hive Fleet section gone, the
the customisation rules are now built into the
army list entry for each brood type. This
means that players no longer need to flick
between different sections of the book,
something no doubt you'll all appreciate! The
emphasis of the customisation has also "
shifted from mutants within broods to-broods
of mutants. “When we sat down and thought
about it, we-came to the conclusion that the .
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Hive Mind, consisting as it does of a gestalt.

consciousness of billions upon billions of

component brains, spread out over countless -

light years, is unlikely to experiment at the -
level of the individual creature, or follow the -
progress of single beasts as they make their
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HE DEEP END

NeW“Gumes workshop man n Roberto Cirillo, lead concept artist on Codex: Tyranids, reveuls
how pencnlled ideas become ullen nightmares...

C

oberlo |omed Games |
Another concept Roberto produced was the

‘-*Workshop in 2004, ““d - Broodlord. “I was given almost complete
#“ W brings a wealth of freedom,” says Roberto, “but it’s
cammemql ffes:grl experlence wﬂh . important that new: designs maintain the
“him, having worked in the - +_look and fegl-of the race. They
_computer. games I dusi ry for : :,have_tekfit the‘exqstmg range.
almost 13 years. | ,, As well as tollaborating :
f_"f’In truaDesngn Studio style, Roberto was . with-Jes,/Roberto worked
“thrown straight in at the deep end, being ~closely w;th Phil during -
‘chained-into his art cubicle to begin work.on ~ - the conceptual design
the new Tyranids-bookthe'mement he . process. " ltwas
walked in the door. Many. artists working in .~ important that | didn’t. .
| the wider industry might have trouble fully -~ come up with semething N -f | oA .
 ~_‘engaging with the very specific and.refined ' that simply'Wouldnt warkin- ..~ ¢ SR e
. imagery of the Warhammer and Warhammer * - the game, but at the same time, | % N A R G
40,000 universes, but Roberto.took to 1’[ ~ needed-to mamtam the freedam td't:ome N e 3. i B ™~ 1
straight away. “I've.always followed tne Eup with coal new de_smns_._ ‘“a-.q__ SO 7 | et sy
‘releases of'new Warhammer-40;000 e M e T s o)) QR LR -
g~ . miniatures. with:interest.and exmtemen’t R, agaaased S Or i s A W2) LR ON, v ot QA B
i re~;"'explalns\fﬂoberto “Evenwhen | havent had B SRR RN o ) )7 o O i ;_
B t5tln4fe to engage in the.hobby.” ~ + S SR Tl e Sl e A e or o i S
Hober’ms first task was to.work alongsude <3 ;,;--_--‘:“" s e 9 S R | )
Jes Goodwin on the'design far the new: Hwe Tl B e e e | | .i
Tyrant. “It'started with Jes talking me . o e S | AT SR R
thruugh some of his anglnal designs. and e | e h |
e <R -ideas. We discussed what was essential to. <~ : 7
' ‘*'-:,.\ keep and which elements were. worth ; 27 R | There aie I'IO 0 ' Segs',or morgumc
/‘;;‘ ~exploring.” It was this expansion on an L -icompeunds of uny } ;-pé,a ii s p,ure‘ self-
Wi - already well-realised demgn that enthused: i ettt
<~ * “Roberto the most. “just love all the . i
<SR weapons aad' bio- orgamé'ﬂewces the way. - 7 _
theyso sthoothly‘integrate themselves £
. ..into the rest of‘the-living creature. It all- &
i "( makes for one blg mean alien!”
L 2 pr . -
g 3 Rabtyto and Jes spent S0me tlme _ m
g ._.r-refmmg the look of the Hive Mind's-- A R
= =7 " gquivalent of technology “There { . Gl v o
. are no bolts; cegs ‘o, ingrganic. 2 ey _ U ’*:;-ﬁ i
A compounds of anytype "-Roberto. ** f Tk e
explains. “It's. pure, self—sustamed AT
_-.evolutlenary gemus ; gk
&23

L ;
‘l-'..ll- i
I ’ i

Roberto’s concepts fﬂr e
the Breodlord (aba ve )
and H:ve Tyrant (Iefr)
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way In the blg, bad galaxy, says Phlf

- “Instead, we thought it far more apprdpnate
that the experimentation takes place‘at a

- larger level.” This philesophy eéxtends 1o
another aspect of the army, in-that thére are

~ no Special Characters in the codex. Phil really
wanted to concentrate on the ‘horde’ aspect. -

~of the race, and 'so stripped outany -~ -~
indications of such un-Tyranid individuality.

Another area that has received a lot of
attention is that of Instinctive Behaviour. As-
existing Tyranid players know, the Instinctive
“Behaviour rules were intended to reflect the.
nature of the Hive Mind’s control over the
- broods — if the control was weakened by the
destruction of certain ‘Hive Node’ creatures,
the lesser broods were wont to behave in .a
far less controllable fashion. Since these last
rules were written, they have. generated a .
number of questions that have needed .
attention in extensive FAQs. Phil set out to.
address this, and soon found that a new rule
was required, rather than a fix of the old one.
The new Instinctive Behaviour rules are
simple and.tied to the existing Morale
system, so players no longer have to refer to
~.atable mid-game. If a Tyranid brood outside
2, * Synapse.range wishesto move, it'must pass
-t'a Leadership test — if it passes IT may mdve
a1 |t fa|ls it falls beck

¢

And when it comes to the rUIes for Synapse
Creatures, Phil’s been a bit of a clwerswme
“One of the problems that developed with the
old.codex was the vulnerebmty of the middle-.-
weight beasties: This led to Warriors and
Raveners dropping out of players’ armies,
which was a shame as they were cool
models.” We've all seen what happens when
.you introduce a gddd old krak missile fo-a -
-« Tyranid Warrior, so perhaps this wasn't
surprising! “To all_ev:ate this problem; we've

‘rewritten the Synapse rules so.that creatures ---

- within range of the Hive Node are immune to"
" the effects of the Instant Death rule. This

. simulates the Hive Mind invigorating: the:
‘;_crea’[ure deSplte It suﬁermg horrific injury,

"+ ‘and gets around an undesnrable weekness in
‘the list— bonus!”

e AI.L CREATURES ﬁREAT AND SMAI.I.
. With/Tyranid Warfiors et al made viable- ~

« » * choices; Phil turned his attentians to ensunng
-7 thata number of army configurations became
s a real possibility. “Early in the project, |
~Iidentified several army:types | wanted our:
' “playtesters to concentrate on,” Philtells us. .

“These are the ‘critter’ army (lots of little"

. guys), the ‘Godzilla’ -army (lots of:big guys)
B : and-of course the b“alaneed army centaining a
- healthy mix.of both. As{( turned-out, the

,helaneed army prdved the mdst effectlve a
' t

'SHINVAND NEW - %+ o

L

/. The first thing: pieyers Wl” nehce upon
opening the new codex is‘that there’s a-
- wealth'of hackgreund material to get stuck

A "lfﬂ “ don’t want to give too mueh_a_way, bdt

& theNids are getting big and scary

=

: through eating their greens,” Phil .
hints: The background section makes
doom-laden reading. You really get -
the feeling that the game is pretty
much up for the Eastern Rim, and =
the rest of the galaxy doesn’t have °
too much to look forward to B
edher

Though he teek great care te Sy
-bring the: beekgrdund up to’ date

the hulk'ef Phil’s.work was the "
develepment of the army list dself

“We've changed the* way Spdre Nllnes 3
work,” says Phil, “as we found that tde many
in play at once ceuld bog things downin

what we came to call the ‘Spore Mme phase!’ ~

Spore Mines can now be depleyed 'in broods,
- which Deep Strike onto the table causing all
sorts of havoc for the enemy. You can still
“deploy them the old way of course, via the .
.~ Biovores, but this new optlon opens up all
manner of possibilities.” v

W

- *

You can also say hello to the; Broodlerd. This
new HQ choice is a super-Genestealer the
ultimate leader for the ultimate predators.
“The Broodlord makes thie all- Genestealer
army_ viable,” says Phil, “something we've

.~ wanted to do-for a while. He's'also the first
Tyranid -HQ choice who isn’t 2 Monstrous
Creature, so his mtreductlen _makes it

WARHAM ME R

‘40,000,

each Lictor ellewmg you to, re.-rdll one
Reserves rall. This neatly cdmmumcates

the character of the creatire, emphasmmg N
the fact that its rele.i$ to range ahead of the ol
Tyranid horde, scouting out tasty targets. . .4 ™
“This tule really helps thie army when the -+ ¥ i_-;__.-;.'

-+~ “Escalation Scenario special rule is in play,” s
*“explains Phil, “ds you need your first waves -, - -
. -ef infantry 10 be on the board, moving

forwerd right from the early game.”

“The Broodlord makes the all-Genestealer army viable.

,.,.-hdrde of little guys” \

. 1 1 \ &

And t‘nen there are the new teys for.the.

beasts to use. "We've added a w,hele buich -

of hiomorphs, including reintroducing the
good old Bonesword =
the ariginal Hive Tyrant, plus the new Acid
Maw, Feeder Tendrils, Scu’dler dem Miasma
and more.”

THERE’S SOMETHING IN_ THE TREES...
Another part of the army list Phil was keen to
. tackle was the Lictor. “Marking the Lictor’s
\position.on a map drawn before the game

~" was too-much of a departure from the

~.normal “wayin which the game,.pleye," _
explains:Phil. “Iftook a lot: of playtesting to
get the Lictor nght but we'fe really pleased

. “with its new rules.” The Lictor Deep Strikes 8

" into any piece of terrain when the time

. comes - simple, in: line with the game and

- guaranteed to play a part in the battle. The
fact that it can assault on’the turn it arrives
means the LICtQ_[.Ié,@%_ pesky as.it gver was.

‘ | o . H*g; ,:‘T":‘
Another cool thing about the Lictor is its
Pheromone Trail. This is asimple rule, with -

)

it looked so good on '

‘His introduction makes it possible fo fleld anewtypeof o
army enhrely the horde of little guys’ SO o
pessmle to. ﬂeld 3. new typeidf army s I.ENDING SUPPORT L

.Despite all of this going on in the Cedex Phil -

also plans to expldre 'hey elements of the
Tyranids wﬂhm the pages of this Very

" publication. For instance, Phil will be putting

Tyranid Kill-teams in the spotlight, expanding

‘the options open to the Tyranid player and

introducing all manner of gribbly fun.

“We've also got a series on a Tyranid

‘invasion” says Phil, “describing the stages of -

a hive fleet consuming a world and using this
as inspiration for terrain building projects,
scenarios and campaigns.”

Keep watching the skies...

www.games-worshop.co.uk/tyranids 21



.les Goodwin hus
been the man
behmd many of .
the designs for

1 over the years,

b~ forefront of the

dESIgI'I process for the latest codex. -

'Tﬁvi.,m _ g'-,_*‘ '

e wanted the-range to have
‘the appearance of having -
evolved, rather than having
been redesngned in keeping with their
background " says Jes. “We wanted players
“to be able to field models from any ef‘the
_ ranges that have been pmduc:ed Ver. the
years, side’ by snde' e % %
' “H: = 3-'_ A A |

& "I- :

J

P

< RatTL 'ee thlS Jee went leack to the
538 i”‘ﬂ i inal Tyrqmde as they appeared'in the

. first edition“of Warhammer 40,000 “A

‘misconception that has grown up\‘around

- Tyranids is that they-are insects” explains;> o

Jes. “They're:not that at all, it'sjusta very
+literal wa fy of mterpretmt.; the fact that‘they
-ell have Six hmbs,F’eeple gven refer to.
- Tyranids as ‘bugs’, which-I-think is fine

- f"i-:frgm an Imperial Guardsman’s point
N ofview, referring to something he is ;

e-?-
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and was at the .

the Tyranid race ;

L

s

A s vy chbmpletelngnorantend scared ofl" Jes

relatqs that eriginally, Tyramds were

- conceived more ae”ahen dinosaurs’. “Even
the. game offers a clue —-Jyrarrdoesn t lust
“relateto-the.planet | on-which the race was’

e

"~ first encountered, it is also meant {0 conjure

‘mental images of beasts:such'a s the

, Tyrannneaurus Hex.

.,}

Themngmel Hive Tyrant
(ngﬁt) has similarities to the
«new ‘evolved’ versmn (!eft)

. lixi:)crsetfm 1|‘|e weupohs of numerous prey-species, the Tyranids -undergo constant
' adUpiuhons in order to hest ihelr foes. '

The engmei Ymgerl ;
Stealer: from Regue*- g ,,
Hnct 'Treder and’ New. . 't g
\_ " Genestealer wﬁh feeder ‘8
2k “I'.- I‘Eﬂf&ﬂ’&&, j' R { _Z'h

B —— a 1 - i
= .I .\.
’ LV 5 NS
1]

plastic Gaunts andearnors preduced for. the :
last versign- of the bedex “Obviolsly, each « ="
creature ha‘s -SIX limbs,” explains Jes.
“Whether these are arms, legs, wings, -

weapons or whatever. Eaeh creature also has

five plates on its forehedd, claws that bond

with, rather than'hold, weapons, and a

%
A
:
¢

‘number of spiracles — small breathmg holes--

Iecated a,t the s:ﬂe of the head and tatl 2

;I."H :'l* “'L L
Lrue r-m“"

. Jes mtends that these wsual Imks go beyend
the cun:ent mpdels blndmg all the ranges |

g



S0 e A | * - “WARHAMMER ;
. R : g /40,000, j
'tegether The new Genestealers for exemple' s ' = s T _ -
have been-designed to sit alongside the.old COI.OUR SCHEMING 0 <2 n g i SR e o
: mtmatures yet t0 Ieektike a natural el '.'Wlth a new eodex releasb pﬂenucomes an. 'an Metal army“ The new’ryranid one IS S 2| 4
. evolution. “Genestealers utilise human DNA s | designel;l to represent an elqmenj of Hive Fleet Leviathan, and purple wasused asa: . |
5. ‘explains Jes, “and there are a number et ‘| dominant cﬁlour as it was pr,esent in the earliest versions of the race, and has not Baen f -
=5, clues to this on the mmtatures' Hooyes * '} usedtoo much in other armies. Bv dddmg white to the mix, the team have created mtﬂ.., o
- "then; Jes explains, indicate mammalian DNA -~ | Philrefers to as, “a very~.tlnky colour.scheme”, one that perteetly commumcatesmaﬂaq ; 2
~ Whllst the detatlmg around the face, =~ . .+ | nature of the Tyranid race. “Also,” says Phil, _“lts extremelv photogemcs anu juui:s gnﬁ Y Nt
_L _partlcularly the sub-dermal plates, ah‘actory agamst prelty mueh all the tg;;am waha(rm_l . 1 R oAy “;"‘,f :
~organs and the melded-elaws indicate to - % “"”f:‘- AR ’.‘-" el RN N e Rl s B

those witiran eye‘for detail that the
- Genestealers may be ahen but they’ re atltee
' 'famtllar i places ' - - -
* Having said. that, one ef the heads avallable
"on the sprue has a gob full of tentacles. "
- ‘What's all that about? “That dees two -
things,” explains Jes. "Flrstly, it pmwdes a,
“visual and a genetic link to thesLictor. °
. Secondly, it harks back to the ortgmal et
*Ymgarl Sealér”in Rogue Trader.~it’s . =1 *
Bl -:ba&celly a-genetic_halfway: house between. £l et
' the two 4 New thaf's attehtmrrte detgll
: Just as mucle werk went lpto the new Hwe
oy “'.Tyrant The mest important GOHS[dBI’&’[IOﬂ“"
“si with the new Hive Tyrant was to make it
S more anthtebetrierph ;as it is, dfter all, an
. Marmy. eommﬁnﬁer and so should look more
mdtxﬁgual that f;le Test of the beasts. thh i
. the 'relntroducﬂen of the Bonesword and Iash
- whip; the ‘new miniature harks I:Jac)< 10 the
original:Hive Tyrant. “The old model had-a Iot
- of; cltaranter “.says Jes, “and the intention is

LR N
L

. ‘that:both can stand 5|de=by sidesand netther a2 2 %
A5 Iaek eut of:place.” |- e o
If that werentenough to get yeurtoxm saes e;..ﬁln,e_.f_st,e: TR O g
drlppmg, then there’s the new plastic. *" % L ‘ G R g R
Ca‘rmfex “We'd always wondered just what ._ Déspite at ﬁtstappearfng to.be’, & | L
the Tyranid equwalent efatank was.:In the : veqzdfﬂerent you can canﬁgura v LiRe
. pas‘tiwe ve tried all‘manner of beastsf,_mamly : f,,.. 5 ;-;; \ g ~the new Carnifex (top) to'resemble * - g
threugh the Epic Warhammer 40,000 rafge: e s el - AR i M8 the. angmalScreameerer
| Wlth‘thjs miniature; we really. demded t0. 7 5 e , N R gk f, : (bettem) ,;"f
i makeflttlte tank of the army B : i (ot T AN, G ok RALOT ﬂ TR
o ke N ) A 0o T s e L F . L SRS TR TSRS o M SRR,
£ **ftthatﬁﬂw Camlfex klt is paCked full ef ' T s o Weayos ) SIR (R
e up‘tten’s. mnludmguamultttude et heads Tt S Cote el ; ) P !
" biemorphs: gndlweapense'{eu can even .
1 _.configure [t as the-first edition! S*SCREE{-I'I'IEI'*
~. Killer. With its enorgiods size, multiple .
" options and eruistacean-inspired armoured -~
p ; shell, tggﬂeew Carni exis a ) modelthat no .. tqw
,T}‘J Ie_lyer thL__ .ant"te be w;thogt,,»..e
't e‘t:-
;; 1_'..'_ /
"
ﬂhah . ; -
Ly ;,;- : je, } ': ' - ., ':h‘*«-ﬂ*‘i':“l‘w"‘i’-. n
i’he next'ttm"éf L P Sty
j. lted plﬁstrc’ée’rgoyles Db el T S A R e AR : .-
wa__tway B iyt RN ) (R e T SR < S B i S
¢ o A ,.;-_e-;.. 1"; : X PG S PRk \hkf e s T B I A e _
S S | | www.games-worshop.co.uk/tyranids 23
‘ N . ) oy - , '
“%



H El |

'_ 5.“ 'I‘he"f[yrmiids are such a diverse race that they can be a modeller’s dream. With so many plastic kits and

~ interchangeable weapons, the sky’s the limit for converting a Tyranid army. This workshop covers a few simple tips
for making your own Tyranids a bit more personalised, from action poses to drooling ichor, by Phil Kelly.

o ——r—

Yoy, =

GAUNTS @

aunts, the most numerous of all
@Tyranids, have a new lease of life

now the new codex has been
released. Not only are they lower in points
cost, but they have more options — you
can upgrade them to be scouts, or to
recycle when their squad is wiped out;, for
example. Furthermore, their fleshborers
now benefit from living ammunition as
their flesh-beetles seek out a nice soft
spot on the enemy to burrow into.

With this in mind, many Tyranid players

may wish to dust off their old Termagant

models or put together some brand new

ones. The ftrick to getting the maost out of

your Termagants is to pose them in a

~dynamic way, and here we show:you a
«few ways in which to achieve this.

ot T = | "“"“POSITIONING TIP o - ke
oy Glue the arm hotdmg the ﬂeshborer b
- onto.the Gaunt body. flrst ofall, to fmd

. ~%the po‘se you'are after. You might find
Lo#. - the feed arm-doesni’t quite match up
| m\ - wlth the socket.ofi the fleshborer, buta’
MR - few simple alterations to the. part will -
/ e ﬁllewyuu to reposntlon It so that |tﬂts

g To Iengthen the feed an‘ﬁ SImpIy beﬁd
| At uut\mard a fract:an with.your fmgers
/| o gently butfirmly - until'it fits, and -
el / then glue it in place. To shorten the
4 . feed arm, " take-a sharp craft knife aﬁd
Scuta’y shape out of the IHSICIE _nf’the
~feed arm’s elbow (see below) .Then

'l'""'-'*.;.t. 2% “I-«

HUNTING

Termagants often scuttle into the enemy
lines hunting for targets for their
fleshborers to devour. Simply by

dropping the fleshborer and the feed

arm you can make your Termagant look
like it is searching for new prey — a whole

brood like this can look really menacing.

\j

HISSING

To create the lmpressmn that a Termagant
is communicating with its fellows,

--simply point the head in the opposite
direction-to the fleshhorer. |

;! _ - ®

AIMING |

If you want your Termagant to look hke it
is firing its fleshborer at the enemy, bring
‘the gunarm and the feed arm up close to
the neck joint (but not So close that the
head will not fit on). Then align the head
so that it is facing in the same way as the

barrel — bingo, you have a Termagant

' taking aim.

AR “place a blob ofﬂ,palystyrene cemef ,t;-m' --u-.zt*.‘
SR the gap and:@ently bend the arms 'm,....-f
i closed. agam"Flt it into the alrea(ﬁ/ X

gluedt ﬂeshbmer arm whilst the glue is
“still'a: llttLe wet and you should have a
~really nice fit. Once the gun is in place
“position the head. i

nlf
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Termagants patrol ahead of the Tyranid swarm.
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- areally souped Up Gaunt bear thaLm

TOXINGAUNTS -0 = Ll i e ia o)
‘Termagants can be eqmpped wﬂhﬁtumn sa‘cs in f‘he new coilex
ﬂeshhurers are flred at 35 wnh a re rnll to wuund Here a

; § | ‘| # L i —— . -
~.u:.-.ﬂ--- SRS iyl o e,

l.'-'l - -[
1A '

Garapace e AR AR NI § T
- This-is simple enough and is obvmus on- SioTgs
tablé,, but it’s also the site for the adrenal
glands biomorph. Should you wish to fleld

mindN . - | \

DYNAMICALLY POSED SPINEGAUNTS ST

In Codex; Tyranids, Spinegaunts are merely

Gaunts armed with spinefists. They are - | o N

cheaper than even the humble Guardsman,
and.can be expended by the truckload
without so much as a twinge of angst. Their
.signature weapaon has roughly the same
amount of purich as a staple gun —this
“makes them perfect ‘cannon fodder’ troops,
-and Tyranids do so like cannon fodder. .
|. Furthermore, the separate arms onthe . .~ = -
Gaunt sprue allow for far more dynamic | 2
- poses than the Termagants. .

You might fike to use the Hormagaunt
©.bodies supplied in_the Gaunts boxed set for-

yuur Spmegau nis as, WIth a Dit of clever A S}anega‘unt leaning to-one side, spinefists held in This Spinegaunt is posed to look like he is firing off a shot.

_posing, it can make them Iook like they are

13 flrmg on the move and peggmg along at a-

f
'

nght old pace. Yol can even ‘enhance this -

look by gently (and we do mean gently)

bendmg the model s leg so that the body

tilts over to one 51de R Hyra S b

Tl‘HS IS a tncky process and it's: generally a

~bad idea to bend the model at the point -,

where the model meets the base unless you

are-really careful ~.there’s.no better way to

“break a Hormagaunt body than by doing

this hastily. A slight bend:in a leg or knee

joint (not ankle) can aohieve the same™;

effect. Then attach the guns in an action”
pose These often Ionk cool if they are”

; /40,000,
ex lhls means ngt’bnly thal lhey are Strengtfl 4‘in cumhat but als’n thmr !
re a tqw altemaﬂvmplat:es 1u put your Termagants tnxm'*sans ale s Y ~'. _j
.--t.._" TN i Bl ? : H.‘ ri E*;J?:fi': ; :
Fleshbnrer - el L T

Toxin ! sacs also fit nlcely on the‘ﬂ' ref”
Once painted:tp; theﬁlermaganfs:;nﬂi i g
foxin- fﬂﬂlled fIEsn‘no rs are reaﬂ yefoka AU
luneh : v G

running pose.

polnted |n the same direction. - \ _' The spnntfng 3lﬂ’ng pase made by placfng the arms Firing on the move, or ‘The John Woo’ - note the head
TN _ in a running position. pointing in the same direction as the spinefists.
- = & ' N '
" |
oo TR 7 www.games-workshop.co.uk/tyranids 25




e __.r.._.. - -
- B 2
o = =
5 - a

o £ * 4 'w-hﬁ.'{ A r:‘:‘b 1.-\.- i 1 r ar |
. n =4 o L ol s P i F B 1 ]
-i-;i f f ‘ ﬂ’r - ;ﬂﬁ’ﬁﬁ# 5 d-\'--h-.:":- . 1 L |'Il 3 1 “. = f- r
- ' * - ; _;-*:_; P o Tl " 1 5 " | il LA B B ‘ -
o ; .....-'-'.'-.._..ﬁ_"i;,#’“'ﬁ.. - bl 5 W4 F &l -i ﬂ' [ it

In a tide of sharp claws, Hﬂrmagauntswerm’mlm the Word Bearers.

g Ty a
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{ LEAPING HORMAGAUNTS sstmem————

The special rule Leaping allows Hormagaunts to move like qui_ck_silver'a'nd attack their foes from further away. You may want your broods
l to look like they are bounding along in great leaps, and descending on the enemy in a flurry of stabhing talons. By attaching the body of a
l Gargoyle ta.a normal round base by its tail, rather than a flying base, it's easy_enough to have a Hormagaunt leaping up and over his foes.

‘This looks great when your Gaunts all pile in against the enemy, giving the effect that the foe is drowning under a cascade of stabhing,
s slashing Tyranids. ' |

'.To‘-_make your leaping Hormagaunt }ou will is better) and ensure the Gargoyle’s spiky tail - . - Astute players' may worry that the rear legs of

need -one Gargoyle and a Hormagaunt fits into the groove. Glue it in place. You'll the Gargoyle are slightly atrophied rather than
Sprue. e ‘ - find that it unbalances pretty easily at this " the powerful legs Hormagaunts use for their
2 o __point, so you'll need to bend the Gargoyle's - hounding leaps, but these conversions look, - .»
It's easiest to select a Gargoyle with a talil tail in such a way that the main body of the so dynamic that you can get away with using_“_;,i‘--'-‘,
.\ /that curls under it. You can use the miniature sits above the base, not away from these slightly leaner limbs. |
. ./\ Gargoyle with'the wavy tail but you'll, need it. Then place clippings of metal under the Sy $o5e. Py
4% . to bend the tail right underneath it; this base (described in the box-out far right). This Put a couple of these leaping Hormagaunts in
- - takes quite a bit of doing but the final will balance the Gargoyle. each brood and when you swamp an enemy =
_~=TeSUlt IS worth it in the end. 4 % unit they'll really look like they’re.in trouble!
' Next, clip the smaller set of limbs from the ’ 2 v { g e
Then, cut a small v-shaped gap into the - Hormagaunt sprue and glue them into the it T A PO

base you intend to use (one without a slot middle section of the Gargoyle.
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Once the glue is dry, fill in g}‘maﬁ
A , S the gaps with Green Stuff. & S

Finally, attach scything
A A talons to the sockets for:
/- SN the front legs — the

7 scything talons that reach
’ - forward look the best.
You might like to clip off a
little of the ball joint at the
shoulder for a better fit.
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SLIME AND ICHOR SR 5 5

The genre of alien horror is qwte blg on shme

and ichor,-and adding a little drool can really
set.off the larger gribblies in aTyramd force.
There are a number of ways to achieve th!S

“One.of the quickest and best is to use an-
“epoxy resin. This is technically a glue, but it's.
a thick one — catch it whilst it sets with a -
cocktail stick and you can string it out into
long thick strands of drool. This is an ideal -
finishing touch to your big critters.

“A good way to practice,.if you've invested:in a

Carnifex boxed set, is to take one of the
heads that you're not planning to use and try
out a few strings of drool. Mix up the epoxy
as:instructed on the tube, but'add a tiny
amount of paint into the mix with a cocktail
stick — Scorpion Green is a good choice.”

Then, when the epoxy starts to reeist the,
mixXing process, quickly apply it.to the

regions that you wishrto’cover in alien ichor. -
As it dries, it will become stringy. You-need to

tease it out with.the end of the cocktdil stick
until it forms'thin strands that you can attach
_eitherto the ether jaw of the Tyranid’s mouth,

it 0r dangle trem its chin or tongue::'Once
" you've had a go and got the feel of the -8poXy,

try lt on the fmlshed model

Another great use of thls techmque is on the: -

Tyranid-bio-weapons. Simply mix.the epoxy

" Epoxy-resin makes

~ excellent stringy Y
drool'on 4 Carnifex’s . 4% . |, v .
- . = is
rEEth. . ' ' "L kt_.; N e ;

up as described above, and then attach-it in

long strings of gloop fromyour death‘spi_’rters -
and devourers. Yousmight like:to try this .-

teehnlque out on some spare weapen parts
first of aII '* -

There is a golden rule here, as W|th many
aspects of the hobby — DON'T OVERDO IT!
Countless great models have been speut by
the application of too much fake slime: or
blood — you don’t want your Hive Tyrant to
look like he’s being sick, just as if he’s really
hungry for-a nourishing repast of slaughtered
Space Marines.

Even though the Tyranids are cnmmonly
used as a swarm army, you can add an
extra level of detail hy taklf_ng the time to
alter the modelling of the units. By doing
this you can theme your squads so they

enact specific functions, such as

gunslinging or leaping Gaunts, or trunps

“that are scanning an area. By continuing

this with the bigger creatures, you will _f:_
create a stunning-looking Tyranid force. :-

|

' WEIGHTING BASES
. Itis arare Tyranid player

indeed who-has no-

- Hormagaunts in their army.

Barer still is the Tyranid player

- who hasn't had his Hermagaunts posed
.. for maximum stab factor, topple forward.

I This can be easily fixed. Simply get into
~'the praetice of keeping spare bits of metal
When you are preparing your metal
miniatures. Those little tabs that come on
small pieces of metal kit, or the odd
chopped-off slotta-base tab, are perfect.

When a model is unbalanced, smply glue
these pieces under the base itself at the
furthest point from the bit of the model
that unbalances it. Keep attaching-these
offcuts until the model starts to behave
itself again and stands proper.

This also applies to Spinegaunts with

- Hormagaunt bodies, or indeed any model
- with a bad habit of nosediving.

RENDING RAVENERS
Many Tyranid players like to field

- Raveners with rending claws instead of

soything talons. The conversion that
allows you to do this is simplicity itself.
Put together a Ravener as normal, but ©
leave off the medium set of limbs. Take a:
set of rending claws from the Genestealer
frame and glue them.in place —the
rending claws on'the Large Biomorphs
sprue are a little too large for'such lithe
and lightning-quick beasties.

www.games-workshop.co.uk/tyranids 27
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RS Mitchel Scanlon
GRUDGE BEARER FIFTEEN HOURS

by Gav Thorpe by Mitchel Scanlon

Gav Thorpe's epic tale of lost Life as an Imperial Guardsman is
dwarf honour and the quest to short and brutal, as one new

regain it. But battles are swift and  recruit discovers when he realises
cruel and few live long enough to  his life expectancy at this
complete their quest! battlezone is just fifteen hours!

Novel « £5.99 Novel ® £5.99
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~ «MiTCHEL SCANLON & THE SHARP BROTHERS

® et
rumn -
HELLBRANDT GRIMM

by Mitchel Scanlon & the Sharp Brothers

He's the meanest, toughest mercenary
the Warhammer world has ever seen!
Read all about the exploits of the
infamous Hellbrandt Grimm in this great
value new pocket-sized graphic novel.

Graphic Novel = £7.99




: ilm e b
e S L g and weems kow o
r e " 1
-J_f:lﬂ-’.iﬂﬂff-:?ﬂfﬂ -q'm ntn'!_n H-R g iy
¥ 1-1- 11 . »

Don’t miss out on the exclusive

LIBER CHAOTICA CbMPI.ETE Collector’g I_Edition of this_fantastic book!
by Marijan von Staufer & Richard Williams Just visit www.blacklibrary.com

At last, the full, terrifying secrets of Chaos have finally been laid bare! Liber Chaotica Complete is a monstrous
416-page hardback tome which compiles the first four books of Liber Chaotica: Khorne, Slaanesh, Nurgle

& Tzeentch. Also included is Liber Chaotica: Undivided, containing never-before-seen material on this aspect of
Chaos. Be warned: after reading this mammoth volume your sanity is not guaranteed...

Background book ® £30.00
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The Deathwatch are a highly elite force. Specialising in countering the
incursions of aliens that threaten the freedoms and lives of Mankind, they
are equipped with unique weaponry to neutralise xenos predators. Graham
McNeill presents rules for using these alien-hunters in your games.
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B < eathwatch members are primarily available in limited numbers when the

 FS volunteers from Space Marine volunteer Space Marine is back in regular

iy - chapters that rigidly adhere to the service with his chapter. Only Independent

’ Codex Astartes. Because teams are made up Characters or members of Headquarters,
of battle brothers from several chapters, it is “Veteran or Tactical squads can be upgraded,
essential they follow a similar doctrine. On and these must wear the distinctive
the Eastern Fringe of the Imperium, the Deathwaich shoulder pad. Deathwatch
Inquisitorial Fortress at Talasa Prime has members must be armed with a bolter or a
recruited, trained and equipped Kill-teams combi-weapon with a bolter component. It
from the Ultramarines, Scythes of the costs o points to make a model a Deathwatch
Emperor and Lamenters Chapters for sefvice Veteran (there is no change to their profile).
against the Tyranids. Each may then select one of the following
ammunition types at the cost specified in the

There are two ways that members of the squad rules opposite.
Deathwatch can be incorporated info normal
Warhammer 40,000 armies. The first is 1o * .40 targeter with auto-sense link
ise an entire team of Deathwatch Space and Stalker silenced shells
Marines. Up to one Kill-team can be included
in any Imperium army as an HQ choice (see e Metal storm ammunition

right for army list entry). For this purpose, an

Imperium army consists of any Space Marine e |nferno bolis
army picked using only Codex Space

Marines™, any Imperial Guard army (including » Kraken bolts
Catachans, Steel Legion etc) or any

o | . o P Inquisitorial army (Daemonhunters, Witch This ammunition may only be used with a
Rt e gt i Hunters or Alien Hunters). | bolter or the bolter part of a combi-weapon.
: D EATH ‘ ATc H As an alternative to fielding entire Kill-teams, “In truth, the Deathwatch are recruited from
« VA Fs q you may upgrade one or more members of all different chapters including Space Wolves,
F ‘ | any Space Marine army selected using only Blood Angels etc. However, the discipline ana
g ‘AR 0 mi- Ay Codex Space Marines™ to members of training of such individuals is legenaary, so
: i o S 3 Deathwatch. As a reward for the service | for this article we’ve only covered Codex’
’ A ci o provided to the Deathwatch, the rare Deathwatch — other chapters with their own
BY GRAHAM MCN E' I'I' ammunition types they use are made codexes get plenty of extras already!

'WHAT IS CHAPTER-APPROVED?

" ' Ghapfer Approved takes a look at the
* Warhammer 40,000 game and its rules;,
. introducing new scenarios, weapons, rujes -
" "and army [ist entries of all types. It also
‘acts as a forum for dedicated players of
Warhammer 40,000 who have produced
~ inspired; well thought out and just plain
brilliant additions to the game. If you’ve
got something good for Chapter Approved
then write to-us at the address given ﬁ,ere.;
. - . e o i
Note: Please don’t include tules queries
"~ with vourdetters, as the volume of mail
means that in most cases’we won’t he ahle
“" "to send individual replies.
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30 DEATHWATCH KILL-TEAMS
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0-] DEATHWATCH KII.I.-TEAM

\ WARHAMME R

/40,000

Captain
Veteran Space Marme
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-Space \Viarine

Number/Squad: The Deathwatch squad
consists of one Space Marine Captain and
between 4 and 9 Deathwatch Space Marines.
The Captain (or Librarian) is an Independent
Character and may not leave the squad, If all
the members of his squad are killed, he acts
as an Independent Character as normal.

Equipment: Bolter and close combat weapon,
frag grenades, melta-bombs.

Options: The Captain may select items from
the Space Marine Armoury.

The Captain can be upgraded to a Librarian
(Codicier) at +40 points. As a Librarian he is
- now equipped with a force weapon and
psychic hood. He may use the Psychic Power
‘Storm of the Emperor's Wrath’. He may
replace this power with an alternative power
at the points cost listed on page 21 of Codex:
Space Marines. He may select Librarian only
items from the Space Marine Armoury.

Any squad member can be a Veteran, but
costs 30 points rather than 20 points.

Up to 2 Space Marines can be armed with a
special weapon from the following list in
place of their bolter: Heavy bolter with Hellfire
ammo and suspensors at +15 points, M.40
targeter, bolter and ammo at +10 points,

plasma gun at +6 points, meltagun at +10
points, flamer at +3 points.

Any Veteran can be armed with a weapon
from the following list unless they are also
armed with a special weapon. The new
weapon replaces their close combat weapon:
power fist at +25 points, lightning claw at +25
points or a pair of lightning claws at +30
~points (replaces both bolter and close combat
weapon), power weapon at +15 points.

All models not armed with a special/Veteran
weapon may be issued with one of the
following special ammo types: metal storm
ammunition at +5 points, inferno bolts at +5
points, or kraken bolts at +5 points. Note that
the same ammo must be used throughout the
squad. See boxout below for rules and details
of these weapons.

‘Ld Sv .

| A
5 3 g T
i 2 9 3+
IR
SPECIAL RULES

True Grit. All. Deathwatch Marines have True
Grit. See the Universal Special Rules section
of the Warhammer 40,000 Rulebook,

Transpurt A Deathwatch Ki
mounted in a Rhinoe at +50
Squad numbers six models

l-team may be
points. If the
or less then they

may be mounted in-a Razorback at +70
points. A Deathwatch Kill-team may be
mounted in a Drop Pod (see p21 of Codex: -

Space Marines).

Deep Strike. The Deathwatch have many
ways of reaching a battlefield by surprise.

Unless they are mounted in
may always start the game
arrive by Deep Strike. Whet

a Rhino, they. =
In reserve and
ner this is by.

teleporter, termite, alien tec
chute is up to the player.

WEAPONS OPTIONS NOTES

Heavy holter. Potenttally a very versatlle
weapon — if equipped with an additional
suspensor unit that provides just enough
stability to alfow it to be fired on the move.
The effective range is seriously reduced
"but it gains the ahility to provide
suppressive fire while advancing. Because
Kill-teams often operate alone, this justifies
the use of the rare suspensor-units.

Range: 18" Strength: 5 AP: 4 Assault 3

| lt:is also capable of utilising the H,elv-lfire

round, a ceramic sheath that shatters into

- thousands of needle-like shards on
contact, penetrating the hide of the target
and carrying mutagenic acid into the
enemy-s blood stream. The acid is so
powerful that’even the most enormous
creature Is vuinerable. A Hellfire round is
loaded and fired singly. It wounds on a 2+
regardless of the target's Toughness.

Range: 36' Strength 5 AP 4 Blast,
Heavy 1

Bolter with M.40 targeter. A normal bolter

equipped with an M.40 targeter with auto-
sense link and Stalker silenced shells acts
as a perfectly satisfactory sniper weapon.
In this mode the bolter is a Heavy 2

weapon which causes Plnm

nology or grav-

ng tests but is

otherwise identical in terms of range,
accuracy and strength-to a normal bolter.

Metal storm ammunition. A bolter loaded
with metal storm ammunition may be fired
from the hip with remarkable accuracy. The

metal storm shells explode
the enemy, their fragmentat
making pinpoint accuracy u

in proximity to
lon casing
nnecessary.

The penetrative and destructive qualities of
the round suffer as'a consequence.

Range: 18" Strength: 3 AP: — Assault 2

Inf'ernu holts. A bolter loaded with Inferno

- rounds can eause far more

horrific wounds

than a conventionally loaded bolter. This is
achieved by filling the polt with an oxy-
phosphor gel. Re-roll any failed rolls to

wound (but not any vehicle
Penetration rolls).

Armour

Range: 24" Strength: 4 AP: 5 Rapid Fire

Kraken holts. A bolter loaded with a
Kraken penetrator round is capable of
piercing the toughest hide thanks to its
adamantine core and improved propellant.

Range: 30" Strength: 4 AP: 4 Rapid Fire

Deathwatch Kill-teams are available as a complete five-man squad hoxed set or as
separate components from GW Direct. If you want to add them to your army, log on to:
www.games-workshop/store/deathwatch or call: 0115 91 40000 for more details.

mvw.gﬁmes-workshop.co.uk/wurhummer40k 31



51 Heavy Support first, then Troops, followed by Elites, HQ and

A living tide of Tyranids descends upon Granica IV!

The Tyranids are back with a vengeance, and the brave soldiers of the Imperial Guard musi drive them off, no
matter the cost. For amongst their ranks is an Inquisitor with a precious secret — a geneﬂc virus that could destroy

the Tyranid threat upon Granica once and for all. Owen Rees, long-standing Guard pluyer who you may recognise
from WD298's Desert Kidnap, takes on Phil Kelly, the author of Codex: Tyranids.

o 4
L]

ESCAPE FRONI GRANICA IV

lnqws;mr Lord Kluctmier of the Ordo Xenas is on the verge of an important breakthrough thar shou!d he complete :t will spell a b;ologrcal

meltdown for a splinter fleet of Hive Fleet Leviathan. Just as he reaches the last stages of his research, the Tyranids launch a new offensive. | 8

Luckily the brave soldiers of the Imperial Guard stand ready to buy the Inquisitor the time he needs to escape.

e | SET-UP
Place the Inquisitor’s Chimera and his shuttle 56“ apart in
the defender’'s deployment zone.

MISSION OBJECTIVES

The attacker must prevent the Inquisitor from escaping or wipe out
every single other infantry model on the board. If he achieves either of -

these criteria he scores a solid victory. If he fulfils both he scores a
victorious staughter. |

Both players roll a dice, the winner deploys a unit in his

deployment zone no more than 15" onto the tabletop. The
enemy then places:a unit in the same manner; that unit may not
be within 24" of an enemy model. The players take it in turns to
place their units in this manner in the following order:

‘The defender must keep the Inquisitor alive and get him inte base
contact with his shuttle. If he succeeds in this he scores a solid victory.
If he succeeds in this and still has over.half of his army left alive in
Victory Points at the end of turn 6, he scores a.victorious slaughter.

“finally Fast Attack.

Rﬂll a D6. nghest score may choose whether to gu flrst or

second. : 56"

Chimera «(——-—-—-——-————-——-—-—-—-—-)-— Shuttle

Game Length: The game lasts six turns.

' Lme of Retreat: Units that are foreed to fall back will do so towards Models deploy 24" apart

their nearest board edge using the normal Fall Back rules.

'h-
;

SCENARIO SPECIAL RULES

Deep Strike, Infiltrate. 15 Attacker’s Deployment Zone

32 KLUCTMIER'S LAST STAND
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Crouched low, the Itadﬁ',}“. P-;ﬂic - the hot, intoxicating scent of blood. anticipation as they rounded the cornr.r
_brood flicked out his tongﬂ%*ﬁ taste """ The prey lay ahead amongst the and caught sight of their prey. whu
the air. Its athletic body spoke ol buildings. their gun—tanks ‘booming as remained oblivious to their presence:
brutal power and whipcord muscle, its the air was criss—crossed with-hissing — With a terrifying scream, the
every movement laden with menace. beams of fire. Row upon row of Broodlord and  his progeny charged into

Turning its great crested head, the - Humans were dcsparat:ly trylng to hold | the rear of the prcys lines.
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: HOLDING THE LINE
Owen: Phil and | have
| quite a history of playing
“. B each other, generally my
| Imperial Guard against
his Tyranids (the .
Studio’s Battle for Vogen
Cityfight campaign a few

x.’y.ea-ré ago springs most prominently to mind).

One defining feature sticks out in all those
games — | have never beaten his Tyranids
with my Guard! Well this time it'll jolly well be
different, inaugural Battle Report with the new
codex or not (I'm not afraid — much...

- mummy!)

The scenario calls for a defensive posture,
which suits most Imperial Guard forces, with
the Inquisitor and his retinue racing towards

~the awaiting Aquila. | am going to have to

really hot-foot it across the board — the
Inquisitor won't be able to get tied in combat
for long. To help, | need some serious ass-
kicking potential in his unit and, with 2,500
points to play with, | can indulge! This then
formed my first choice, Inquisitor Lord -
Kluctmier with force weapon and refinue of

obligatory ablative henchmen. | slapped them

in a Chimera with the usual smoke 1&un'chers

- and reinforced armour.

-“But what to back them up with? This small
-.force needs an escort, and what could be

more appropriate than a tooled-up unit of
Deathwatch Space Marines. Phil agreed to let
me choose a Librarian from the new Codex:

Space Marines (a fine unofficial and
. “sportsmanlike, gentlemanly agreement), and |

. *
] .." " Lj“‘
il P
[ ]
' i

- ~went shopping. | selected two heavy holters,

—_—
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inferno bolts for all, a Iihhtning claw-armed
Veteran and a power fist-armed Space
Marine! | reason that the Librarian’s force

weapon combined with between five and

seven power weapon attacks will be adequate
to take out any monstrous creatures that
thunder into my lines. These boys weigh in at
a massive 360 points, but if anyone is going
to give those 'Nids a run for their money, it's
them. | don’t normally go o town on
characters and the like, as | prefer lots of
froops, but this was really fun for a change.
Besides, with Phil no doubt trying to show off
all the new beasties, | needed some close
combat monsters of my own.

S0 that's the Inquisition part — now for the-
rest. These troops are actually glorious speed
bumps. Something | know | definitely want to
take Is three Leman Russ battle tanks. The
Tyranids will have serious trouble getting
through their armour, and secondly, | use a
Drop Troop army and don’t normally use
these tanks. Onto the list go all three! | know
Phil will still try and take them down, and

anything which takes the heat off my infantry |

can only be.a good:thing.

"

T_h;ree is'the magic number for my ne;(t choice
" too. I'm taking three platoons, armed to the

teeth with special and h'ea_vy weapons. |I'm
squeezing as many AP2 weapons out of the
otudio army as | can, as Phil likes 4 Wound,

- 2+ Armour Save Carnifexes running around

loose. (Strangely, I've never been as keen.)

With the three tanks and three pia"'tor:]ﬁs | will
form what | call ‘Hedgehog' formations. The

idea here is simple, there is enough firepower

and different types of weapons to deal with
anything Phil can throw at each one.
However, they will be separate enough so that
if Phil attacks one of them he can’t just roll
up a flank. Each Hedgehog formation will be
able to see the other two to lend fire support
should one fall. | am in no doubt that the
Tyranids will reach me, but it is what they
reach and when that will matter. Because of
this, [ am selecting Doctrines to stiffen my
men’s resolve. | have a high regard for Close
Order Drill and Iron Discipline, which will
come in very handy here, especially the
Initiative bonus against Phil’s Gaunts.

So far, this won't be enough on its own. |
need something else which will take the fight
to the enemy when part of my battle line gets
swamped. 20 Conscripts, 5 Ogryns in a
Chimera and a Command HQ fill this role
well. | am also taking a unit of Storm
Troopers to drop in behind enemy lines and
remove any Biovores. Phil always takes these
and their mines would play havoc with my
tightly packed Guardsmen. Also, if he diverts-
creatures away from the battle line, it means
less organic spiky' nastiness enveloping my
soft and tasty Guardsmen! |

S0 that's the army. Facing the new Tyranids is
a scary praspect, but with solid discipline |
hope to keep on top. The plan is simple: wear
down the little things, swamp and slow down
the big things, counter-attack when necessary
and run the Inquisitor like the clappers
behind my lines — oh, and see how much of a
dent the Deathwatch can make. One thing is
for certain though: it's not going to be a quiet
day on Granica [V. vt
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1 Guardsmar armed wrth meltagun . - ;_ -1 Guardsman armed. wrtb _mettagun. . ey
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1Medrc armed with lasgun* e - L A .t.f-:g-_;f;.;_.r - *f;,. s T e A B e
; B i Reve '-finfantry Stjuad MR T
I(ll.l. TEAM ZAPHERION - R 60 - Sergeant'armed with lasgufy. |
Brother Zapherion armed with holter and force weapen 'aﬁd” LA Lf:'j_.j}? 1 Guardsman armed with mettagun .
‘ ‘equipped with psychic hood... L0, r *_‘ L *'7 Guardsmen armed with Iaegtflns ‘. s T A R
| @ 1-Deathwatch Veteran armed with paired hghtnmg claws. e 1 Heaw weapun team armed with ITIISSHB Iaunc '_ RO
1 Deathwatch Veteran armed-with bolter and pnwer fist. . B £ e
\ 3 Space-Mariries armed with bolters. - . 4 Infanfry Squad’ el e, 5
2 Space Marines armed with heavy balters. = Sergéant armed with lasgun. . , -
AII armed Wrth /nfemo bolts frag grenades and melta bombs 1*Guardsrr an armed with plasma gun ;
> p 3 7 Guardsrr en drmed with lasguris: -
INQUISITOR I:GRD KI.I.ICTMIER 160 poinis & Heauy weapon team armed Wlth heavy balter 4
Equrpped with peWer armour and lcon uf the Just and armed T - -- oA e ';; I
with bolt Prs’tel and master;crafted:force weapon. N W
. Acolyte-armed wi /th"[esprst"di and-close combat weapon. filNFANTRY PI.ATOON e ;1,, 232 pomts-«
Warrior:armed With hellgin’ frag (grenades and:krak grenades. 4 "'Gummand Squad: ;- o : - .ﬁt‘ oy
Famrharfanmed’ wrth hand weapon J Jumer Officer armed Wwith belt pretul tren DtSClpllBE*- AL
R 5 Al Guardsman armed with' meltagun g vl *e'-'_-i;"f:f?;;;;-‘
" i ;--.INQUISITORIM. CHIMERA £ * 93 pomts it tGuardsman armed With lasgun.- a "" ”hf.;_.,b il
3 ' !- Ctiimeta armed with multi- Iaeer heavy bulter smuke .' = ,, 1 Heaw weepon team armed wrth Iascanndn A3 hy -fi’
: i Iaimqbers and equrpped Wlﬂ] extra armuur -a,..-._ 5 RN - o ) B
9, ,.:_ -r:.t_ X Vor o MELY : _L-;- . e 1|'|fa|'|trv sq“ad. i 4‘;.‘*.1;‘!.1.’. 45 - _-l'._,i,‘_;l,,_f-w“t,“r ‘L.
STORM TROOPERS SQUAD o 154 pomts . Sergea’nt ar:med wjtlt Iasgun ” 1
b Stdrm deper Veteran Sergeant armed uuth hellplsteLand | 1 Guardsman: armedwrth ﬂam,er 5 s By
""'/ power weapun and equrpped with Vex: caster TR e Guardsmen armed with' Iasgunsr | oy P "
-1 Storm Trooper armed with grenade: launcher "!tr | .1 Heavy weapun team armed with: mtssﬂe"‘laaneher ? Bl
-~ 1-Storm Trooper armed- with. meltagum. -} al b A '!, o’ S0
*,j,f‘" -7 Storm Troopers armed with hellgunsf e "‘”a;,;lnfantrv Squad - b ::z.-r_ B R
- All are. equipped with fraggrenades and krak grenades aﬁd Setgeant armed ‘with- Iasgum : HEL : | .
o have tﬁe»abdm/ to Deep Stnke an,d !nletrate . j”' o f ) o * 1'Guardsman armed with meltagun. % & MRS
*’ A F,.a 4 \ UL AR “- ﬁGuardsmen armed wnth Iasguns W | o
_ "OGRYN SQUAD ,,::--.-f . 135 pnmts CONSCRIPTS 'f-.-J"*““':"' SR 101 points -
r 2 Ogryn Gane ‘ead armed with rrppe“f‘ gun*and trag“’grenades " :'-J Cenacrrpt armed with ﬂemer. e '
{i 4 Ggryns wrth rrpperguns and frag grenades, .,; A Genscnpt armed with grenade launeher it
B : ; i "1--,,[?148 Coneenpte armed with Iasguns be it
& e “kCHIMERA L i : .~ 93 pomts 2 | ;
R Cnlmeraarmed with multl"iaser heevy belter smnke ' : fl.EMAN RUSS BATTI.E TANK ‘ . 185 points
L N | IaunchErs and equrdedwrth extre armeur T | Leman Russ'armed with battlé>cannon, lascannon, heavy .
- G R g',uaf_ e g S0 A 3> - boltér sponsons, stdrm burterand equrpped with track
et ' INFAN RtRﬂTﬁDN e ot 278 pomts e guards 0 * ;
&8 \ cnmmanirswad ML o = | |
e JU iﬁt:ftﬁ er armeu"'wth eatg,er tlst‘and has Irnn Drscrpllne I.EMAN RUSS BATI'I.E TANK - 187 points.
Y e “t*l Efu an a[med wttt‘[ mejtagum ,er ' . l'eman Russ armed with hattle eannen taseanndn heavy - - .
syl SRLON | “',fn a;med wntﬁ Tﬁdﬂne iV bulter Sponsons, haauy stubber and equrpped wrth track
AR 1 Heal avy we ,a‘fr}'-éteam armed"mth eu’me_amen.L -, i |
oY A RUSS | . 175 points
AN Leman Russ-armed with battle cannon, lascannon, heavy _
o 2 5‘7 _balter sponsons and equhrpqed with track guerdst | ’,
'._:.El.ah | . = L . . . d
T ST ._ fF : ol E G oy,
o .' di & | i A £ A ;;,;,...t..,‘ ;?, ' a%’-‘,.r
;‘ gantanﬁedrw__, 1 asgun*** _____ | 1MP R -
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~IN THE SHADOW OF
. THE OVERFIEND
Phil: Yes, it may sound
like a dodgy manga
film, but that title’s
there for a reason.
Tyranids have always
been the province of
e one Andy Chambers,
untll recently the Warhammer 40,000
Overfiend and long-term mentor of us young
whippersnappers in Games Dev. After he left
the company-last year, the Tyranids project
landed squarely in my lap (me having a
penchant for gribbly monsters and all). |
really wanted to do his beloved "Nids proud,
and this revision of the codex was a chance
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to do just that. So | had a few words in a few '

ears to make sure its inaugural Battle Report
would be a big one. This was going to be a
2,500 pointer against an old gaming buddy,
complete with special scenario — a classic
match-up between Humanity and the invading
alien horde. -

Well, | thought the best way | could
showcase the Tyranids army was to include a
brood of each unit type, and | had more than
enough points to do it. Besides, as tempting
f,,.;ﬂ as it is to field an army with half a dozen
? - -~mBHS'[l‘UUS‘CI‘BatUI‘ES or a couple of hundred
~“Gaunts, | believe the most effective pattern
"% for a Tyranid army is one that includes a
Fyr e diverse range of unit types. The creatures that
" | chose for my force are as follows:

~_The Immovable Synapse: A Hive Tyrant with
— " :a.venom cannon and-a pair of Tyrant Guard -
h"‘m\ - with $o many T6 Wounds this guy will not be
% . .going.anywhere in a hurry, and can snipe
T "*‘i some light tanks in the meantime.
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The Sewerstalkers: A Broodlord and his
retinue of super 'stealers will infiltrate near
the enemy lines, popping up through the

tunnels and forcing Owen to split his fire or

watch them chomping on vulnerable rear
armour and squishy weapons teams.

The Phantom Menace: A single Lictor will
play hide and seek and jump out on any
Guard squads or passing tanks presenting
their vulnerables to a piece of terrain.

The Warrior Elite: Two chunky squads of
Tyranid Warriors, one shooty, one fighty.
They're pretty tooled up (devourers and
rending claws respectively) and with 26
Wounds between them they will ensure my
Synapse web stays intact. Being slow, they
will Try and head Owen’s Inquisitor off at the
finish line. My six bases of Rippers with the
Leaping ability will bog the Deathwatch down
nicely if they interfere.

‘Stealer Central: Ten Genestealers, without
upgrades but no less deadly for it, will Fleet
of Claw straight into-the centre of the
Imperial Guard lines, just behind my Gaunts.

The Bulletcatchers: One 12-strong squad of
Spinegaunts and one-24-strong squad of
Termagants. This little lot gets me 36 bodies
to throw at the enemy for just over 200
points — the true meaning of cannon fodder.

The First Wave: Two units of 16~
Hormagaunts and a brood of 12 super-fast
Gargoyles — these will sprint into the soft
lines of infantry in Turn 2 and close down
firing lanes. The plan is for them to butcher
almost all of the enemy squads they contact

- and stay in Synapse range to weather the

inevitable counter-attacks. This way there wil
be plenty of squads drawn into a nice messy
mélée when the Stealers and Warriors arrive.

The Tankbusters: Tyranids struggle with

taking out tanks. As a result | took two
Zoanthropes — their close-range S10 Warp
Blast is about the only convincing ranged
anti-tank capability the 'Nids have. | also took .,
a trio of Raveners with rending claws — these
are just fast enough to converge upon the
Inquisitor’s transport and rip its hull open to
get at the juicy goods inside.

The Carnifexes from Hell: Okay, I've a
confession to make. In the spirit of taking
everything, | should have taken Biovores. |
usually do. They excel against Imperial
Guard. But by now you will have seen the
new Carnifex model and 'Eavy Metal had two
painted up, ready to roll. Could you have said
no to those killing-machines’ eyes looking up
at you? No, me neither. | took both.

Right, with that lot | reckon | could take on
pretty much anything. It’s time for dinner.
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GENESTEAI.ER RETINUE 53 % 8 TR, pcmis
6:Genestealers armed with scythlng talons and equipped with
the extended carapace and feeder tendnls blcmcrphs
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80 pomts
“Lictor armad w:tnr rendmg claws and scylhlng talons and
BEY eqmppad wnth the Tecder tendnls and flesh hccks biomorphs.

“""‘l'll'lu

TYRANlD WARRIOR BRGOD w‘_ 162 points
)6 Warriors arnl%d with rending claws, scything talonsand
: qujpped wntn the thlmsacs blcmcrphs
o r:."i-’ 'ar By T £ WL i
TV ,N]D WARRIOR BROOD.. o S\ o 0 207points
1"War /nar armed with venclrn’c cannon. .. SR
3 Wamdrs armed with_ devourers.-  +* Lt B e

s ’ *' /1 %53 Warriors armed-with deathspltterS"- {68, )
e “: All are armed with scytlnng talons and edu:pped Wlﬂ'l ”fhe
/ enhanced senses and toxin sacs blcmdrphs T

4 -4;‘ o e |
_ HORMAGAUNT BROBD e P 1 Gl 203 pomis

_ 16 Hormagaunts armed: with: scythmg ialcns and anuupped

. with the toxin sacs and adﬂrenlal glands bl{anUrDHS“ Ve
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GENESTEAI.ER BROOD

WARHAMMER

/40,000,
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164*pomis | 160 points
- Hive Tyrant armed with vencm cannan Iashwhlp anid R A 10 Genestealers armed, wath rendmg claws. .' | .w“ B
"bonesword and.equipped with'the toxin sacs, |mplant attack Bl P o < *ft:;; ’ §
and enhanced senses bldmcrphs ; SPINEGAUNTS BROOD * ey fl-' ' 60 Pom -
| T o s ;l_ZaGaunts armedwlth saneflsls s Ll _‘jj_--
V  TYRANT GUARD RETINUE ~ /90 g i G SR SN
2 Tyrant Guards‘armed w:th rendmg claws and SCY :_-'_,' G&NT BROOD l .f:_ e LS , l_44poinis
talons. e pe e “'“‘aa,‘ _ 1324 Gaunts armed ‘with fleshborers s SN |
s o e e Sy O 155 '.,- n-.-aa : ] e
'BROODLORD - 70points - @) * HORMAGAUNT BROOD A 60 omls
Brccdlord armed wnh rendlng claws and scythmg talcns i N 16 Hcrmagaunts armed wrth scythmg taldns “f SR m,

RIPPER SWARM - R 13
6 Fllplper swarm bases eqmpped fcr leaping.

=\ GARGOVLEBROOD . - 134 poma“”
@ 12“ Gargcyles armed with fleshbcrers and blO plasma S e . ; s

'34' 'pdi'lif?

b5 ‘.. . .l' *}"-
RAVENER BROOD T 150 pom"ls = s
8 Raveners armed wnh scythtng talcn"s" rend;g claws and ',: -
**devcurers A 1 _ f,,,...; < ",,r ::*e.,f
ZGANTHROPE BROOD R A 110 pomls
o annthrcpes ann_ed wrch the Warp Blast psychlc pcwers . S
"'-ti':...',h.';’,-- Vi . "":*r~ ey ' _ *;-,-':_‘ _,l.;':... ,. _*
- ﬂlnllursx, T g points._: - »°
"éf‘.. 1 Carnifex armed wdh h’arbedastrangler scything talons and = - -

=" flesh hooks. and“eqmpped with'enhanced senses,-toxin sacs,

212 adrenalﬁland (I&WS)and theftusked blcmcrph e
2 ..._.. -.', - 'r LY l—"*" T_*:,} : N
' CARNIFEX EERE R E:,. ,I9l pomis

*1 Carnifex armed with venom cangucn and crushlng claws® -
and equipped with enhanced senses, 2 adrenal glands. -

(I&WS) regenerate and the:reinforced: Chltln b]nmdrphs
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TYRANI‘I DEFLBYMEENT il it
Phil: My deployment is pretty much dictated
by the mission. Seemg where the:Chimera is
-hstaﬁhng pfay and | think that, by about Turn
¢ 8, itwillbe in the middle of the board = the -
' terraln has worked out such that poor* old
e Owen will-have real trouble getting his
transport past one of'the buildings: w:thdut
cemmg clese to the fmnt of my army. |

e |

S0 here’s where Itm placmg the hard centre

of my force. Thls consists of the Tyrant, the
Tankbusters and the regenerating Carnifex.
“ To either side of them-I'm putting enough

‘Hormagaunts to make it to the Guard fines — .’

~they will sprint forward with the Tyrant. -
keeping them in line and using the
~bonesword’s Catalyst power to make sure
they get to attack — even if Guardsmen-in
cover nail them first. -

iy gl
LY
|

“The fast left flank is bolstered furthet""by
/ _Gargoyles — as the Chimera drives across:.

_the table their fleshborers can have a pop at _ .

its rear armour. They might be.able to pin"
Owen’s Censcrtpts in place whilst iwe units -

of Genestealers creep up to join-ini the:fun —

e e I'att;er all; lhave td natl all dt the fleehy thmgs
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SNEAKY “STEALERS

in Owen’s ar‘nty to get a victdridus staughter.

_The right flank is chaff central. The Rippers,
- the Spinegaunts, and the Termagants stand
* ready to drown the Guard infantry in a tide

of stabby alien bodies, and are backed up by
the two large units of Warriors. | am
confident that | can tie up the Deathwatch
with swarms of smaller Tyranids long
enough to take out.the Inguisitor with the
big stuff. | considered holding a couple of
units in.Deep Strike for a rapid reaction

-~ force, but in the end my fondness for hordes
-+ got the better of me. | just love the look of

massed Tyranids on the starting llne On my
mark, detfeurI

!

IMPERIAL GUARD DEPL.YMENT

Owen: My deployment zone is full of

buuldlngs Wthh makes dhvmg behtnd therh

Inquisitor-is gettmg to.be a tellernerder by
the minute, | might be able to wa’lk behind

e

Tyramds there. The remamder of my‘tdrt:es

- are deployed-in-their three-’ Hedgehog
Jformatldns hetween the talndmg pad andthe

t B
t., | -

the central bmldmg though l pdsmen the ~
Conscripts; Ogryns and Command:HQ to the
*left of the_central bmldmg to-tie-up any .

In the previous Codex: Tyranids, Genestealers had
Infiltrate as standard. This ability has been removed
and replaced with Fleet of Claw, as Games
Workshop fiction has always portrayed these alien
killers as lightning-swift. However, Genestealers
can infiltrate a planet’s infrastructure long before
the rest of the swarm attacks. To represent this, the
Broodlord has the infiltrate special rule, as do his
Genestealer retinue. The flip side is that the hulking
Broodlord cannot Fleet of Claw, and therefore
neither can his squad. Phil’s infiltrating brood
would have to rely on stealth instead of speed...

central building. | place a sneaky Russ on
the extreme right flank for enfilading fire,
and place one platoon on a building (which
makes for great fire.arcs and Cover Saves).

‘Everyone.is set up in base-to-base contact

to benefit from Close Order Drill. Finally, |
set up my Deathwatch.

Now this is a bit centroversmt as | place”
them on the right flank near the landing pad.
It's a gamble really, if | can make it through
they’ll be there at the finishing line when
things get a little tough. If they start with the
Inquisitor they’ll provide short-term
assistance and will-soon be-outrun by the .
Chimera. | consider Deep Striking, but that .

| flrepower will be mvaluable at the start

g

F’htl S deployment Iooks 4 little scary No:
Biovores? Yay! All those Tyranid Warptdrs'?
Yikes! And.was that a Barhed Strangler e s
spotted on that: Carnifex? Damn! 'forget-~ -~

about mflltratlng Genestealers and thenn é

BrDDdlord tr,;"!I Yo i'-* ool a 3 *3&".5‘:.'.‘.;”

1
B
k|

K e L -.j a_'lt :
"i * K.

Impenal Guard Ie:t s see n‘ thatTegendary

- ‘Rees Iuck holds outh‘% A g o

o o - N )
iy 2 T 3 , L4 }
L

-..T * * ,.,:J-f- A,




Ll

w -..—.
! -|-1'..+_‘ =i
aw | W

" ._p' _-:-. |flfr_u-r" i'_:: l"

'S




TYRANID TURN 1
Phil: When | won the all-'important roll for

first turn, | believe I said “woo” and probably
- “hoo” as well. Everything was in Synapse

/range, so off the gribblies went, the whole

line sprinting forward as fast as they could.
The Gargoyles swooped over to the left flank,
-_behind the ruined bunker —they would fly
into the Conscripts at the earliest opportunity
and introduee themselves. Fly, my pretties!
The Genestealers to their right crept into the
bunker, despite a poor difficult terrain roll
their Fleet of Claw ability meant the majority
made it in there and would hence get a nice
juicy 4+ Cover Save. My super-Hormagaunts
likewise took up their position on one of the
outhouses. With my elite foot troops
ensconced like this, Owen would have a hard
time winkling them out of their lairs. Behind
the research station, the Broodlord and his
mates skulked towards the Command Squad
of the Guard on Owen’s flank. The jaws had
begun to close. *

My Shooting phase was pathetic — the Hive
Tyrant’s venom cannon took the multi-laser
off the Chimera in an attempt to stop it early
and, despite Owen’s lads being packed in nice
- and tight,. my Zeanthropes killed but a single

+Guardsmar with their blast template shots.

“Well, the Tyranids were never going to win

% any prizes for long-range firefights, but |

contented myself with the knowledge that in a
couple of turns I'd be all over the Imperial
Guard lines like a cheap suit.

TURN 1
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IMPERIAL GUARD TURN 1}
Bwen: My luck failed on the rofl for first turn

-~ like | didn’t see that one coming! Mind you,
-~ Killing. a single Guardsman and d|sablmg a
. turret ism’t much to write home to the Hive
‘Fleet about. The Tyranids were a lot closer -
- now, and some of them would even get a

charge in next turn (those nippy .

~Hormagaunts, for éxample). | had to thin the
"+ numbers; and fast, or Kluctmier would end

. up the same consistency as‘the anti-alien goo
2 ;he Was earryin'g. -

Ftrst move had tmhe the Inqmslt@r golng full

- pelt in his Chimera. TI‘IIS restrictéd-the line of

o |
5]

-

% fbr that!

" sight of the Cnnscripts but not a moment-
~could be wasted -
would-be lost. | dldnt bother with smoke this
.tum as those venom cannens could only

if | dallied even-alittle all

-.~glance anyway and | mlght need those
launchers Iater !

| moved the Leman Russ a- tad to get a better '

shot with its “I-can't-migs-there’s-that-many-

{of—-them ba‘rtlecannon The' “Command HQ
5 moved behind the Conscr[nts to help ’kee‘p

thelr morale’ high if they were charged®it: also
moved them away from the Breodlord and

his mates And that was it = it may take ages..
“to set up d:Guard’ army to begin with, but the
short Movement phases do tendto make up.

_;..L.'
! A

Y ”‘ A
..erqu 2P
e |
-1'. i-ti.‘._ l.'.

T
e
%

I concentrated my firing on the Gaunts this
turn. Their potential to tie up my units would
prove lethal if not dealt:-with’quickly. The
Leman Russ on the left took-aim-at the
Hormagaunts in the outhouse building; it hit a

‘“respectable seven but Phil made all his 4+
~~Cover-Saves. | had a smktng\feelmg, as the

Conscnpts achieved nothmgﬁithen

b

‘N

4

Bath' the other Leman Russ tanks fired on the .

Spinegaunts heading towards, the landing
pad,-slaying eight in total and wounding the
nearby Carnifex twice. It was at this point that
| discovered that Phil hadn’t taken extended
carapace (which would have given a 2+ Save
against battle cannons)! | was in with a
_chance of slaying one of these big brutes on
Turn One and gaining a fantastic moral
\nctory early on. Third Platoon would have
the honour of this task and let fly, with
“lasguns, !ascannons krak missiles and the
odd special weapon. As Ihe dust settled the
.-brute was still there — it hadn't taken a single
~ wound. It took my willpower to restrain =~
net firing everything else | had at it. After all it
wasn't in charge range = what could it do?

\ f
First Platoon took- down ﬂve of the souped- up
Hormagaunts lurkgng inihe building. |
~ finished off with the.Deathwatch, who had a
crack at the Termagants in front of the
Tyranid Warriors piling down towards the

landing pad. The inferno bolts claimed five

and the heavy bolters anothef three, I'was

* impressed! Second Platoon Jomed in the fun

and really hammered home.the point, killing
another eight. At the end of the turn, most of
the major Gaunt broods had been thinned =~ &
down’ mcely across the bnard

"ll '
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| TYRANID TURN 2

- Phil=Serious losses, but acceptable

' nonetheless — they were all cheap Gaunt

-_f,

-...of Owen’s Chimera as it pelted towards the

- cannon fodder doing their job. Still, time to

get the old claws dirty. Somewhat predictably

" my.entire force moved forward at top speed,

with much of it only just out of charge range

landing pad. A couple of good Fleet of Claw
rolls meant that both Hormagaunt units were
in assault range of the Conscripts cowering
behind the Chimeras. My few remaining
Spinegaunts, though seriously battered, were
also in range to tie up the infantry on the

“right flank.

The Shooting phase was likely to be a bit
more impressive this turn as most of my

short-range weaponry was within maiming

distance. The Gargoyles, as planned, fired
some wriggly death-beetles into the rear of
the Chimera, chewing off its heavy bolter and
stunning it so it couldn’t fire next turn. The
Hive Tyrant’s venom cannon only managed a
Crew Stunned result as well, which was
downgraded by the extra armour. The

- damned thing had a charmed life. My

Zoanthropes took a bead at the battle tank on

.. the left-hand side, but couldn’t penetrate Its

el P o,
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mighty AV14 hull. Neither could the Carnifex
with his S10 venom cannon. | was getting a
little miffed with these boring metal targets,

s0°| switched to targets that go “squish,

ouch, oh dear I've died” instead. This proved
to be a lot more fun.

The Carnifex on the right flank, angry at
taking so much damage last turn (a nasty
reminder that battle cannons are in fact AP3,
not AP2, made me wish I'd gone for the
extended carapaces after all), spat out a great
globule of death at the 3rd Platoon. The
barbed strangler seed pod did its stuff,
ripping apart eight of the platoon and killing
two of their Command Squad, forcing them
to run off the table screaming. Thirteen
casualties with one shot... all right! The
Termagants, with their re-rolls to wound, took
out three of the squad on the landing pad,
and the shooty Warriors behind them
slaughtered the other seven with shots from
their devourers and deathspitters. Ha! Eat
living ammunition (or the other way round,

| suppose). '

The Assault phase was basically a whole lotta
Hormagaunts piling into the Conscripts. You

~ can picture it now; cordial introductions and

formal etiquette just went right out the

The Conscripts are overwhelmed by the Hormagaunts

window. Nonetheless, although | killed off a
healthy ten of the whiteshields, the blighters
still held in place with some ghastly re-
rollable Leadership trick. Guess they breed
them tough on Granica. The Spinegaunts ran
hard into the squad on the far right, killing
one but losing one of their number o a
bayonet thrust. A draw, but one that meant
less incoming fire. Fine by me, | could wait.
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SYNAPSE GOODNESS

One of the main changes to the Tyranids
is their new ability to withstand hits that
would nnrmally ‘instant klll’ them if they
are within Sgnapse tange. Thls isto -
represent the Hive Mlnd hacnmmg SO .
strong it can dlmqllv-*cnntroh the bodies
of-its warriors e}iep it tney have suffered
grievous injuries. I game-terms, this
means that Warrmrs aveners, Lmturs
‘and Zoanthropes hecnl’ﬁe a lot less
vuinerable to hemg ohltterated Iw a
volley from a Deuastatur squad or an
assault froma VetamWSergednt wﬂl‘ma | l
power fist. Huwwer as Owen fuundwgut )
with a little luck the humble bolter, and ﬂl'
even the hellgui[ can ﬂn the trlck %
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. IMPERIAL GUARD TURN 2

Owen: It had-been-touch and go fora
moment with the Chimera — Kluctmier might
yet make it to the Inquisitorial shuttle! | toyed
with the idea of debussing the Inquisitor
behind the bmldmg, but { really didn’t think -
ha would make it considering the distance.
Thera was nothing for it but to take fate by

the-horns and drive right.across the front of -

the advancing Tyramd horde, poppmg smoke
as | Want

Tha first raal taste of Tyramd nastiness came

~inthat turn, with the-barbed strangler on the

Carmfex claiming an entire.squad! Plus I’d
last a whale unit from: the super shooty

' Tyranid*Warriors a{;d Termagants_(respect for 2

_ that fiving ammurition — wow;)! Thankfully

* both,units that had been charged in Phil's . :

" turn had. held, notably the Conscripts. 1-had
o blunt both assaults with counter-attacks

~ and try to kill morei of the- advancing horde in *

. the-meantime. The arrival of the: punctual
Storm Troopers helped matters - they = = »
. executed a perfect’ Deep Strike bahmd the

e shaﬂty Tyranld Warrlﬂrs : ;

E

!1
fThe raar of battla cannons anca again agened

the Shaatmg phase. With such a targat—rrch
enwronment .any scattering shﬁt would s’alj
- blow huge holes'in the Tyramd lines, but they
were all bang ah target anyway | aimed for

" the nastier: ‘parts ‘of the- -Tyranid force this

4 lurn, and managed to kill a respegtable four - 1
A% Gargoy!as with the Russ naxt 10, thaf

rp; .&

» . -
l' il = - ci L
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| Canscnpts A shell from tha central Larnan

Russ wounded a Ravener — ”hcauld not be
instant killed, though, dué to being in
"Synapse range. A long- range shat right-down
my line from the Russ by the Iandmg pad

- wounded the Carnifex heading for my

Inquisitor’s Chimera, and also took the
wounded Ravener-with it — mot bad! Iflrad as
much as | could at that ||ght‘ly wounded
Carnifex; as those crushing cJaws are bad
news for yehicles. First Plataau managed a
wound with a lascannon, but allthe other.
lasguns, plasma guns.and autocannons
achieved nothing. | had nothing much else to
use against it — it looked like it would survive
the turn. Those T7 Carnifexes are hard!

If | couldn’t take down the big Carnifex I'd be
sure to have a crack at the other. The
unangagad squad from Second Platoon tried
ta take it down with a krak missile, but failed.
‘The lasguns, however, did find a small weak
" point and-took another wound from the beast.

~Just orie waund left... Again, tnough | had to

tear myself away. from. tMaJewathan as it
- was still out of charge range, and those

- Tyranid Warriors armed more heavily than
~ Arnie in Gommando had to be thinned. The
- Deathwatch would easily, take the Carnifex, |
-reasoned, but these leader-beasts were the

real danger, The Kill-team Yaid. down deadly
accurate fire and killed two Warriors. The

_ Storm Troopers opened’ ua with their rapid

firing hellguns. In this situation their AP
rating of 5 meant all the difference as the

- Tyranid Warriors had no saving throw: five
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A wounds caused meamng two dead and

another waunded The grenade launcher
made it a clean break and killed another. Only
two shooty warriors now remained — eat lead,
scary death monsters!

The Assault phase saw the combined charge

of the Ogryns, Command HQ and the
surviving Close Order Drilled Conscripts
taking a fearsome toll on the Hormagaunts,
ripping 13 of them apart. The Hormagaunts
felled three Conscripts in return but it was all

- 100 much for them (they were just out of

Synapse range), and both broods were run
down. The final stroke this turn saw the

Guard squad from 3rd Platoon reinforcing the

squad in close combat with the Spinegaunts.
Two Gaunts went down for naught in return,
but they held their nerve as they were in
Synapse range of the shooty Warriors.

Overall a fantastic turn with some serious
hurt inflicted in both Shooting and Assault

phases. Now the fumr really started — the

dreaded Tyranid assault. ..
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B TYRANID TURN 3

~ Phil:Crunch time. That display of

* competence from the Guard really hurt (damn
these Ogryns hit hard!) but I'd have my icky
revenge yet. The Lictor entered play this turn,

; * and with the Storm Troopers proving

~ themselves such a thorn in my side, | elected
it jump out from the spore chimney
(it’s behind you!). The Rippers diverted to
back him up; and on the left flank the
Broodlord, built for strength not speed, finally
made it into assault range. Everyone else
advanced, the left flank well in range of

- assaulting the Imperial Guard who had
-~ somehow killed off even my elite

Hormagaunts with their counter-charge.

The payback began with the Hive Tyrant

-levelling his venom cannon at the Ogryns and

killing three of the lumbering brutes in an
explosion of toxin-laced blood. Whee! | do
love fleshy targets.

Someone had to have a crack at the
careening Chimera though, so the

" regenerating Carnifex (who had yet to

showcase this ability) took a couple of .
desultory pot-shots at it. He got a glancing

.. hit, which finally destroyed the thing. The .
.Zeenthrepee tried to fry a battle tank each,
' ‘but the Deathwatch Librarian was having
-, none of it, nullifying their powers with his
=" psychic hood. The barbed strangler-armed

Carnifex fired off another seed pod, taking out
no less than eight Guardsmen from 3rd

_Platoon’s squad one. Those things rock! The

TURN 3
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Termagants opened fire on 2nd Platoon’s
Command Squad, killing all but one of them
(mmm, re-rolls), and it was time for combat.

By the spore chimney, the Lictor neatly

snipped the head off of a Storm Trooper
before the Rippers fell on them in a stabbing,
hissing mass, pulling down six and devouring
them there and then. The Storm Troopers
broke, and the Initiative 6 Lictor caught them
with ease. What a team.

Meanwhile the shooty Warriors smashed into
the tattered remains of 2nd Platoon fighting
under the landing pad, killing two Guardsmen
as they finished off the last two Spinegaunts.
The Hive Tyrant, for an encore, assaulted the
Ogryn Bone’ead. He inflicted two wounds and
Owen was just about to roll for his return
attacks when | gleefully informed him that the
Tyrant had an implant attack and therefore
those wounds counted double. Splat!

Over on the left flank, the Gargoyles charged
in, taking out one of Owen’s HQ with their

- bio-plasma attacks, following up by slicing
“apart two-more of the HQ with their claws.

The Broodlord and his Genestealer retinue

" got their claws into the Conscripts, and in a
- flash of rending claws took down seven of

them before they could ‘even cry for help. The
Guard Colonel understandably miffed, cut
two Gargoyles down with his power sword, -
but by the timé the dust had settled he was
the only Guardsman left in the combat, He
stood firm, ensuring that my broods weuldn )
get shot up in Owen’s next turn.

L1110
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The main event was yet to come. My
Raveners and Genestealers assaulted
Inquisitor Kluctmier, who was nestled in the
cover of the Chimera chassis. | used the
bonesword’s psychic power, Catalyst, to
ensure that the Ravener would get to strike
back if he was killed, but it was nullified by
the Librarian. Kluctmier showed us how
psychics were done, killing the surviving
Ravener towering over him with his force
sword then going on to wound the other. The
wounded Ravener was denied its revenge by
the Inquisitor’s 4+ Invulnerable Save, but the
Genestealers efficiently tore his retinue apart.
The Inquisitor stood firm — but not for long.

#-..__
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SURPRISE! YOU'RE DEI\DI

The Lictor rules were rewritten several
-times during playteslmg 1o make sure
that this lethal jack-in-a-h x‘funelinned
like a hidden assassin, notian aesaylt
‘powerhous .or.lame ufk';jnsteaﬂ of
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before the
and hope t
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now simply- B
from any Ienia
Lictor can still T, makmg hlm

. ever outside the E‘
confines of the. lma piece. Ganny
players will'find their Lictors heeummg
a lot more useful, especially as their
new Pheromone Trail rule a"lJWSeﬂ*l'Bf hote

roll on those failed Reserve relfs
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ﬁwen It was Iookmg bad for the Guard. The -

Inqunsnturs transport has been nobbled and
".he is: fighting for his life against the Raveners

Inqu:sn‘or Kiuqtmfer /S an‘acked by a mass of razor—edged cla ws

*1.

reasoned it would not hurt to-rock the boat a
little. Lieutenant Ashbridge took aim with his
plasma pistol and promptly took down the
Carnifex — one shot, one Kill.

and Genestealers. |; had no.real counter-attack -

_left. The Conscripts were gone, and-the -
Command-HQ wasn’t faring too well either .
", had been well and truly overwhelmed. There
‘was just no way | could get Kluctmier out of
this mess. Looks like it was damage <=
’Ilmitatton from here on in. | had'fo try . and
stop Phil achtevmg his secandary goal of’
whnppmg me.. m - : -

g

My Movement phase consmted of very little
;really in the way of actual movmg my °
platoons remamed where they were for _.r 8
maxumurn shooting, and 2nd: P!atoun GA N,
.. Command squad’s, sole- survwmg member, 3
Lieutenant Ashbndge moved into range of
~ the badly weunded Carnifex with the nasty

; “Barbed Strangler. The Deathwatch: also.

_ *rﬁbved forward to get into the tight

"'ﬁ"‘ o

Next on the endangered species list were the
fighty Tyranid Warriors with scything talons.
. The Deathwatch started proceedings by
xtakmg one of the ugly brutes down. The
Leman Russ on my far left took a Jong shot
“with-its battle cannon, slaying another. | then
ordered a ful broadsme from the entirety of
_First Platoon — 1 was really hoping they’d take
oﬁ another two models here. One was left,
but | reckoned the Deathwatch could handle
~ this last one with ease, ,

| still had two: Leman Russ left-and-a whole

bunch of tightly: packed Tyranid monsters to
_reckon with. The first shell fired at the

Carnifex wounded it (only one Wound left

now), and also clipped a Genestealer. |
couldn’t resist trying for tw}o"‘Carnifexes‘ in

Slnce Phil was lording jt with hIS Tyramds 45,

one turn and ﬂred the second Leman Russ’
battle cannon at it. Alas; | rolled the inevitable
1 on the to wound’ dice.

This duly set the stage for the Assault phase.
There wasn’t much | could do: the
Genestealers had a massive Initiative
advantage over both the Inquisitor and my
Colonel (basic troops with 16 — mental). They
promptly tore Kluctmier to ribbons with three
rending hits, inflicting four other wounds too.
He didn’t even have the chance of a glorious
end, oh the ignominy! Meanwhile the
Broodlord and his cronies finished off my
Colonel. To top it all off, the remaining two
Tyranid Warriors fighting Second Platoon
wiped them out when they tried to retreat
after losing two of their number.

This turn | had {ost the game, but | once
again had blown big holes in Phil’s force. Phil
had to slay all the soft things for a Victorious

Slaughter. Of course'that included the

Deathwatch.
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| // “‘ﬂ S : el Genestealers clamber up the side of the ruined hab block
4R ¥ nearest tank but achieve nothing. Speaking autocannon-toting squad down, losing one of
.. | B - ANN of achieving nothing, he still had to their number to bayonets and two to the N
.+ Phil: Got him! Kluctmier was dead, and that regenerate a Wound thanks to my inability to Sergeant’s-power fist. A drawn assault
. _-canister of precious anti-Tyranid gubbins roll a b. AN against Guard, the shame! 7
% wasn’t going anywhere. Time to go for the . s A 3
.~ secondary objective — destroy everything with. ~ The Zoanthropes switched targets to the The Broodlord again proved his worth when
o -'{;.__; _~twolegs. That | could do, even if it meant . Deathwatch, being as they were so obligingly he assaulted the tank on the other side of the ' -
",f - taking more battle.cannon shells in ! bunched up, but even their AP3 blast building, ripping it a new exhaust hole with * -
ANGE 9’ The meantime,; 45t . templates only managed to kill one. The Hive his rending claws and slaughtering.the crew - =
», ' ‘ Tyrant picked one out with his venom inside. Two dead tanks in one Assault phase; &._-f
The third wave of my force, the Rippers and cannon, which was saved, and the excellent news. Ry
Lictors who had taken out the Storm Termagants inflicied a healthy six wounds. i | |
~ Troopers, moved towards the Deathwatch as Unfortunately all bar one of these were saved. Over by the Deathwatch slaughter party, my
‘the Termagants and tattered remnants of the . Those boys in black are tough. | last fighty Warrior took on the lone Guard
two Warrior squads closed in. Damn, they’'d . ' - Sergeant who had taken out my strangler
taken some punishment in the last turn - - The Gargoyles, after shooting two Guardsmen Carnifex. Sadly the plucky blighter’s. flak
hats off to Owen for canny target selection. down with their fleshborers, swooped in and armour saved him, but at least-he didn't kill
The Genestealer squad and Carnifex made it pitched another three from the roof in the his assailant with his power weapon. The
to the building in the centre of the board, Assault phase, losing two of their number in Deathwatch Librarian took out fwo ..
intent on messing up 1st Platoon and a battle the process. Below, the boss Carnifex finally Termagants and his mates killed another two,
tank respectively. got his claws dirty when he did what these and though the Termagants did two wounds
beasts do best and flipped over a battle tank, in return, they were- both saved. As were the
The Gargoyles flapped up onto the very top of scoring no less than four penetrating hits. wounds inflicted by the shooty Warriors. The
the building and perched precariously with power fist-armed Deathwatch Space Marine
the express intention of eating the Guard up The resultant explosion killed two of the did his stuff and bumped off a shooty « .
there. The Shooting phase saw the Genestealers assaulting 1st Platoon (giving warrior; suddenly the Deathwatch were in
regenerating Carnifex splatter more shots Owen a good chuckle) but the Genestealers their happy place. My assault had pretty N
from his venom cannon across the hull of the still managed to take three.of the - much bounced off. - e’ (
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* IMPERIAL GUARD TURN 4

Owen: Phil'just kept upping the ante in this
- game. Two Leman Russ tanks falling to the
claws of a Carnifex-and the Broodlord — that
. smarted. At least a few Genestealers werit
- _down in the resulting explosions. 1st Platoon
- had also been assaulted by Gargoyles and a
couple of Deathwatch had fallen victim to -
living ammunition and warp blasts.

There wasn’t much movement this-turn as
most things were now dead or in close
combat. A small nudge with the last Leman -
Russ, in order to line it up with the one-

~ Wound Carnifex, was all that was possible. |.
decided on shooting everything but the battle
cannon as the double Scatter roll and
anything but a 1’ dice roll seemed a long
shot. Two heavy bolters, a lascannon and the -
heavy stubber.just pinged off
the assault then! '

First up was the Gargoyles assault against
1st Platoon’s lascannon armed squad. Their
bio-plasma claimed a Guardsman, but the
actual attacks from the flying beasties did
-.nothing. In return the Guardsmen fluffed it
blg time. NJCB one boys.— no tea and medals
“for thee...” . s _ y

-

An the' s‘treets below, | charged the sole
unengaged squad from First Platoon into the
Genestealers, assaulting their Commamj
squad to try and stem the tide. Foolish me.
Phil:did the clever thing and directed his

8 ik TR SR "';'.-f“_ i 1 i n
Phil’s mam,:(:amﬁex* Nas 'ail*aﬁsuluteheash Its Tutrgh'ness 7 nelps pmtect

oh well, onto - . despite.the fact that the heroic

- Warrior. The Librarian sent a

~* out. Suddenly-the last

- the best you've got? | DN

-'..ﬂ*‘_"l -

of the. nasty aht|='lex{__‘_‘ Tﬂl!,_[l_S"’, ut there ~autocannons and plasma weapon g,d ,, d’
jtona 4+, andﬂlmparl’gli Guar .pnmr fists need a 5+ o do it a mischief. He 3 me |
_ reintnrced clnjm to gjvp"ﬁ ajajh@r wound (this criﬁar can:survive 4 hits from:a =‘-'-" ’j annc
3 and‘the Regenerate binﬂ‘mrhh ‘Forevery Wound the ‘fex_has lost at the begm | ,q ;
Tyranid playag furn, the Tyr—amd player rolls a dice - Iha regeneratmg ‘fex reg
Wound fnr everv dlce that numes up a 6: Umortynalalg{”nr Phll s_lxep'weren
£ r' 2 by mmﬁ' f@m{%ﬁ Fa ?1, B _ -:'5 <, il

1 1"“1-:

attacks at: the newcomers the Genestealers . *
continuéd the turn’s trend and munched right S ' ' i
through.this squad. Mind you'it bought time Wesa et NG A
for the Lleutenant to activate his power fist T e |

and he nobbled two of the critters. They -
lost the combat, but held on nanetheless

-

Fmally it was up to the Deathwatch,to
claw back some honour. That they dld

Lleuteneﬁ'l\t Ashbridge finally met his -
maker at the claws of the last fighty

shooty Warrior back to the Hive * _
Mind with his crackling force =~
sword. The Termagants couldn't
touch the Deathwatch and,in
return, the finest alien-hunting.
Space Marines in the galaxy

went to.work and wiped them:

remaining Tyranid Warrior

looked a little outmatched — -
ha! What's next, Kelly? Is that
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TYRANID TURN 5

" Phil: The game was boiling down into a

series of small knots now, rather than
. sweeping battle lines. The Broodlord, having

~got himself a taste for tanks, went for the
" Qgryns' Chimera whilst the Hive Tyrant

~— -~ climbed up onto the wreck of the Russ tank

- (mainly for the look of the thing). The

Rippers, Lictor and Carnifex (which STILL
hadn’t regenerated) closed in on the
Deathwatch —'thqse guys had to go.

The Shooting phase was good and short —
only one of my Zoanthropes was in Warp
Blasting range of the last remaining battle
tank, and his psychic chicanery was, you
guessed it, nullified by the Deathwatch
Librarian’s psychic hood. Was there nothmg
this guy couldn’t do?

In the Assault phase, the rampaging
Broodlord and his 'Stealers ripped into the
Chimera, getting a single glancing hit — which
was still enough to destroy it! He was fast
becoming the premier tankbuster in the army,

- putting those Zoanthropes to shame. They

are so much more effective when they are
actually able to use their powers... *

Up c}n the- Toof m‘ the research statlon, the
~ Gargoyles seemed to be slowing down, and
+. could not kill any more of 1st Platoon, the

.~ Hive Tyrant and his Tyrant Guard barrelled in

to reinforce them, killing four — those Tyrant
Guard can really dish it out now they have

__scything talons instead of lashwhips. The last

TURN 5

48 KLUCTMIER'S LAST STAND

- building — _
- out, and the Rippers should pin them in place

.H"-h.,

two Genestealers not squished by power fists
or shredded by exploding tanks took out the
officer. The 1st Platoon was destroyed

outright — just the Deathwatch to go. Easy.

Unfortunately it wasn't working out quite as
easy as that. Though the Lictor claimed one
with his rending claws (I have noticed that if
Owen doesn’t get to make Saving throws my
worries disappear) they saved the three
wounds inflicted by the Rippers. The
Librarian, squaring up to the Carnifex, ducked
under a swinging crushing claw and thrust
upward with his force sword. This Killed the
beast outright, despite needing a 6 to wound
(the three bonus attacks he got from the
Might of Heroes could have something fo do
with this). In retrospect, that was a dumb
play; | should have kept the CGarnifex for an
attack on a normal Space Marine, not on the
Librarian when he was the nearest target.
After the power fist took out my last fighty
Warrior, | decided that the Lictor should hit
and run, falling back behind the nearby
it was not a good place to hang

whilst | organised another attac:k

IMPERIAL GUARD TURN 5

Owen Take that Mr Carmfexi The forc:e
weapon toting Librarian took the challenge
and felled that infernal beast as it charged. I'd
lost another Déathwatch Marine to the Lictor,
but the rest had survived and even managed
to fell the last Tyranid Warrior with my power
fist. Phil had completed his Guard-

slaughtering duties on my left flank and was
now moving across to see off what was left
of my force. | wanted to make sure as many
of them went with me as possible.

No movement occurred and it was straight
onto the shooting. | fancied my chances of
bagging the Hive Tyrant with the Leman Russ
and adopted the same tactic as last turn —
firing my non-ordnance weapons. | couldn'
pick out the Hive Tyrant though because of
his Tyrant Guard. These guys were tough
and, despite a decent set of wound rolls, they
passed all their Armour Saves. I'll freat that
unit with more respect in future. Perhaps |
should’'ve stuck with the ordnance after all...

To assault and the slicing, dicing Deathwatch.
They didn't disappoint, destroying five bases
of Ripper Swarms for one loss in return.
Thank goodness for that power fist, .is all |
can say, as this Space Marine killed three
whole bases on his own with Instant Death
Strength 8 attacks! They weren't going
anywhere though, as these critters are
Fearless, even with only one base left.

Not a bad turn considering | had so little on

the board. So what if I'd lost everything bara . .

Leman Russ and the Deathwatch? | was.
having the game of the year! This battle was
now all aboutthe boys in black. Surely they
couldn’t take on the entire army? | had my
doubts, but it would be a great end to the
game either way! Besides | was enjoying
watching Phil trying to get past my
Librarian’s psychic hood... '
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£3) maybe bio-plasma couid save the day. Guess -
‘what? Itdidn’t.*Instead, the Librarian took out

TYRANID'TURN 6
: ' "Phll As I wnta thls Battle Repart up, I'm

looking. down at our detailed maps - red for
Tyranids, blue for Guard It's mainly red. But:
there’s.this little blue patch rtght In‘the
mlddte of all the red. It has the letters D and
W. tn,.|t | do not like that patch

'l take out.that last bothersame tank, |
thought Surely this time the Zoanthropes,
both of whom are in range, could make thalr
mark. The word NULLIFIED sprung nimbly
into the fray, yet again.-The Hive Tyrant,.

-,~roaring in triumph from the top of the
- research-station, failed to take it out with

'his venom cannon either. but what did he

‘care, he didn’t have the Deathwatch to worry |

ahﬂut llkB | did.

The Garg’aylas zoomed over o the ftght =

-.«five-of them. On his. own. The Hlppera mostly
destmyed last turrt,ttmally bit the.dust, falling
_to the rest of the Deathwatch as did the last
Gargoyle The Llctor Ieapmg dramatically

* from the. roof.of one of the outhouses, caught
‘a power fist in the chops and died: At this
pmnt I beheva I'may have: satd a bad word.

‘_ L

| |’d thrown everythmglcould atthe oL Ve

. Deathwatch, and: they were still going strong.
Thaugh 'd won the" game, [“still felt like the
evar—tenacmus Owen had somehow carrled
;the day Fie AT

Owen' lt was almost all over bar the

- teleporting:-The- Deathwatch had survived
ahother turn'and had also compreghensively -
Ia'id the smackdown sendlng the Gargay!es

TURN 6

F

packmg with the thper Swarm and the Lictor
' to-boot. The Librarian had also, yet again,
- done his Psychic gymhashcs and taught
‘those Hive Mmdtsuper-prawns a lesson in the

ways of the warp, by nulhfytng both their

heavy duty Warp Blasts n

' My shooting was beauhtully simple, with the

Leman Russ finally finding-the right kind of -

_ target to shoot at and claiming another unit

by destroying the apparently untouchable
Genestealers. Genestealer no like heavy
bolter, hee hee hee. The Deathwatch, having
cut their way through half a dozen broods,
also had the chance to fire — this time at a
nearby Zoanthrepe, taking a wound off it and
then subsequently charging it. The Librarian
didn’t even break a sweat, destroying the

beast with his master-crafted force sword.

With that last dice throw, the game was over.
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‘A LUMP IN THE
- THROAT
% | Phil: | love a nice big
= game, me, and this one
1 was no exception.

| Barring the poor old
Zoanthropes, | think
everything had its day
in the sun, and the
army showed just how nasty it can be — Andy
Chambers would be proud. | must say | had a
blast chomping my way through the Guard
lines in so many different and gribbly ways.

| really enjoyed flexing the muscles of the
new improved Tyranid bio-weaponry —
although they still have major issues with
tanks, they excel at eating up fleshy snacks.
The new Living Ammunition rule really makes
Termagants and shooty warriors a mucr
tastier prospect; it was great to see even the
smaller Tyranids splattering strings of gore
across the battlefield. Non-power armoured
armies beware. -

So it all went according to plan, almost
faultlessly in fact, for the first few.turns. |
should have stuck the Hormagaunts in
against 1st Platoon instead of the Conscripts
waving big_ placards that said “eat us first".

;,;f'{ -This would have cut down-on the amount of
- fire my tooled-up Carnifex had to endure, and
_perhaps meant that he could have taken out

~ the Librarian in the end game instead of just

impaling himself. Owen’s courage under fire
was commendable — the way to beat Tyranids
is to choose the right targets and stick to

* " :your game plan and. Owen nearly pulled it off.
- He certainly knows how and when to sacrifice
units, .every bit as callous and experienced as
*. ‘a Guard-general should be.

In retrospect; | think | over-committed to
taking out Kluctmier. With that building in the

—— e
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way Owen would have had one hell of a time
getting across the board without waving the
Chimera under the nose of a monstrous

creature, and both units of Genestealers in

the same place at the same time was overkill.
If I'd wanted to take out all the squishy stuff |
should have planned a little surprise for the
Deathwatch, or abandoned the tanks and shot
them up with the Zoanthropes.

That's the crux of it really; | underestimated
the strength of these chaps, and effectively
attacked them in easy-to-handle waves —a
schoolboy error for a Tyranid player. | was
getting kind of frustrated with them and
started to make mistakes, like throwing the
wounded Carnifex at that Librarian and .
hoping for the best. What | should have done,
hizarrely, is to sit back and shoot in that last
turn and kept the hell away from the nasty
Librarian and his master-crafted death stick.
But that's just not very Tyranid now, is it?

777 THE MEN IN BLACK
| Owen: | think that was
W98 an honourable loss for
L me. Phil and | totted up

¢ | afterwards what was left
" of our forces and we

_ | had annihilated each
‘ 1 other’s army, a draw
under normal circumstances. However, few
are the games of Warhammer 40,000 where
just the dead bodies count; it's always about

the end his strategy of attacking my centre
and relying on the Tyranid’s speed to catch
up if things went wrong paid off. Who knows
what would have happened had | placed the

- Deathwatch on the other flank...

Speaking of these guys | have never seen

_.anything quite like it! They really were

blessed and turned an outright rout into

B e P P ——— N e I f o | | - - i F e ———

the mission. Phil fulfilled his admirably and in '

respectable defeat. Squad of the game award
was never more deservedly won. But they
were not solely responsible and [ still stand
by my strategy of dividing up my force into
three groups. This worked pretty well, as
after Phil had got past the Glose Order Drill
and Iron Discipline of 1st Platoon there
wasn’t an awful lot of time to hot-foot It over
to the other side of the board. The fact | had
tried to concentrate on as many of the little
ones early on further stymied the response. |
would really recommend Close Order Drill to
anyone, it's free and its benefits are
significant. The humble infantry was also
responsible for taking down a Carnifex with
Lieutenant Ashbridge showing the way.

Those Leman Russ proved their worth too.
Their mighty cannons sprayed the
surrounding scenery with plenty of ichor.
Their armour proved more than a match for
the venom cannons too, and Phil expended a
lot of energy trying to stop them. Keeping

one on the flank and firing down lines worked
a treat. This is a great tactic, as it forces the
Tyranid player to make a decision — take out
the tank on a lonely flank or plough into the
main part of your army. Either way, you win._
It's a shame | didn’t use this tactic with
another of my tanks.

The Tyranids have come a long way since the
last Codex and | have a healthy respect for
them. The Tyranid Warriors, in particular, are
very good now they aren't af<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>