
Welcome to issue eight of our Tale of Gamers.  For this week we will be looking at what Jono and Moonfire
have been up to with their respective armies.

For those of you who are not familiar with a Tale of Gamers type article the basic idea is that each 

person taking part will complete a set amount of stuff for an army every month  and  keep a log of 

their progress.  Where our tale differs from what you may be used to is that there is no limit on the 

number of people involved, there is no set game system that they have to make their army for and you 

get to set your own goal.  Oh and the small matter of a prize for the winner, who is chosen by you the 

readers at the end of it all.

Well getting in to the home straight  and left in the game we have;

Jono who is doing 1500 points of Imperial Guard for Warhammer 40,000

Moonfire who is doing 1750 points of Space Marines for Warhammer 40,000

Registration is now closed but if you would like to show off you stuff and tell people about how you 

go about making your armies than feel free to send your stuff in and it will be featured.

Visit us at www.thegamingkingdom.org.uk to find out more info on the Tale of Many Gamers or just 

to check out the photos and forum discussions that we don’t have space to cover here.

The Gaming Kingdom’s Tale of Many Gamers is in part sponsored by Gamers Warehouse, check them out for discount war 

gaming supplies for many games systems at www.GWOnline.biz

http://www.thegamingkingdom.org.uk/
http://www.gwonline.biz/


First up and still going strong is Jono with his Imperial Guard, so lets see what he has been up too;

Tanks! Well that was the plan anyway and while I did get the third Chimera done along with the Hydra I do have to admit 
things didn’t go according to plan.

After making a few army lists with the new Imperial Guard Codex I found one area where I just couldn’t make up my 
mind, Heavy Support. My main issue was which Leman Russ variant should I take, the standard Leman Russ with good 
firepower and low points cost, the Exterminator with it’s devastating firepower or the Eradicator with it’s ignore cover 
save main weapon? If I’m honest as I write this I’ve still not decided which to use. The other area of concern was fire 
support, namely the artillery. For me this was a straight forward choice of the Griffon as it is the only one that fits my 
theme and has always been my favourite artillery vehicle, the downside was how to fit it into the list. Sadly the Griffons 
haven’t made it into the list so far purely due to the real world cost of the amazing Forgeworld model.

So what have I been doing, well as I said the third Chimera and a Hydra Flak tank have been finished off so far on the 
vehicle side; while a few more infantry have been converted up as well as painting the Company Command Squad which 
has changed all of it’s equipment since I started painting them leading to several models to be abandoned part painted. 
My aim is to finish these models at a later date to give the list flexibility and as all good Imperial Guard Generals know 
you can never have to many men or officers for your army.

While doing the command squad redesign I added an Officer of the fleet, a 
Regimental Advisor from the new Codex, which has turned out to be one of 
my favourite conversions as it was a originally an old model I no longer 
intended to use but one that I really like. The model in question is actually 
half a model as it is the Storm Trooper tank commander from Forgeworld. 
For those who haven’t seen it he has is designed to sit in the turret cupola so 
has no legs, a problem I planned to resolve.

The addition of legs was relatively straight forward as all I has to do was find 
the right pair of Guardsmen legs then trim to fit as needed. After trying the 
tank commander legs from the vehicle accessory sprue I settled upon a plain 
old pair of Cadian legs. I then realised the Forgeworld model has a belt on 
but the Cadian models have the same belt as part of the top of the legs, time 
for the model saw! That’s right I trimmed down the Forgeworld bit not the 
plastic legs as this avoided removing the legs from the belt/tunic part of the 
Cadian piece which could have led to one leg being longer than the other so 
by trimming the waist I could ensure the lower body proportions were not 
affected. After testing the two pieces all that was left to do was stick them 
together and fill a small gap at the back with some modelling putty. Hey 
presto a simple conversion which took around 15 minutes and is now a 
stand out figure in the army due to his Imperial Navy colour scheme of blue 
and crème. Makes me want to paint up more Imperial Navy models, who 
knows what tat could lead too?

So as I finish this off I’ve been looking at Forgeworld and trying to price up all 
the bits I want to make my Leman Russ, suffice to say I may get one, 
possibly, if I’m good. For now though I must return to the thankless task that 
is painting Imperial Guard infantry, now where did I put that pot of Devlan
Mud?



Finaly Moonfire give us a Battle report with his Marine Army;

So my first battle:
Eldar vs marines, 5 objectives, table quarter deployment.
His army was 2 viper squadrons with 3 vipers in each, 1 fire prism, 1 squad jet bikes (15 men), 1 farseer on jet bike with 
fortune, guide and doom and 1 unit of dire avengers (10 men) with transport.

He won the roll for the first turn which he gave to me, I deployed everything close to each other. I had a feeling that he 
would hold some stuff in reserves. After my deployment he put his entire army in reserve.

In my first turn my drop pod arrived, I put in him central on the table and I 
send all my rhinos and my assault squad to the center of the table during my 
first two turns. In his second turn a viper squad, the jet bikes with farseer
arrive and his fire prism arrive, they manage to wreck on of my rhinos and 
shake another one. So one of my squads had no longer a transport and 
another couldn’t move for a turn. 

I reacted by sending my still mobile rhino and the assault squad in the 
direction of his jet bike squad. They didn’t have fortune for his turn so I let my 
tactical squad fire on the bikes killing a few and leaving a juicy target for his 
jetbikes, so that my assault squad can attack them next turn., or that he has 
to run and that I’m safe for a turn.The red tactical squad who’s lost their 
rhino fire away with all their weapons on the viper squad destroying 2 and 
leaving one stunned, while I send my command squad in the direction of his 
jetbikes. 

In his turn the only reinforcements to arrive where his dire avengers which he 
puts on the far right flank, he knew that if he would use them this turn they 
would be crushed by at least one of the marine squads close by. By using his 
fire prism and his jet bikes he manages to destroy my bleu tactical squad. 
With the transport of the dire avengers he stuns the blue rhino.

During my turn I send the green tactical squad with their rhino to support the 
assault squad, I also let my command squad run so it can assault the jet bikes 
next turn. I let my assault squad and the tactical squad fire all they have on 
the jet bikes. I don’t have to worry that he fauls his leadership test because 
than he will run of the table. He doesn’t fails his test, so my assault squad 
charge and moves in. 
During his turn his last vyper squad arrives which he put on the far left flank 
and turbo-boost with them so he can contest a objective their which my red 
tactical squad is trying to claim it. While his vipers move on my right to claim 
my base objective. I response by embarking my green tactical squad and 
sending them back to my base. While my command squad joins the combat 
with the jetbikes.

Strange enough his squad manages to make a total of 6 invulnerable saves 4 of these where 5+ invulnerable, (later I 
heard from a eldar player from my gaming group that he misinterpret the rules they got a 5+ cover safe not a 
invulnerable safe), and because he saved all my other attack and I lost one marine, my command  squad strangely runs 
away from combat.  

During my last turn (already turn 6) I try to destroy the viper squads, but utterly fails. But my green tactical squad 
manage to destroy his dire avengers in CC, because my command squad ran away and kept running its now in range to 
destroy his transport with their 3 meltaguns. But they only manage to immobilize it. During his turn he doesn’t manage 
to  wipe out my green nor my red tactical squad and when we roll for another turn he rolled a 3 so no extra turn. 

Result: I had 2 out of 5 objectives, but he contested both of them. So A draw.


