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Look Ma, pictures! That’s right folks, the 
Monkey has finally joined the information age 
and included some visual effects to capture the 
imagination and the attention span. Now we 
can finally compete with the like of White 
Dwarf, Friends, and Superbowl commercials. 
But, unlike those giants of the entertainment 
industry, you will actually enjoy this show. 
You’ ll l augh, you’ ll cry, you’ ll read. Are you 
not entertained!?  
 
Enjoy! 
 
TGB  
 

Upcoming Local Events 
 

Game Wherehouse: 
Pacific Marauders’ Mega-battle – May 8th 
WFB League – May 16th – June 27th 
 
Game Empire: 
Fantasy RTT – May 26th 

 
Local Stores 

 

Please note that Game Wherehouse has 
moved!!!  
Game Wherehouse 
6707 Convoy Ct.  
San Diego, CA 92111  
858-715-0822 
www.gamewherehouse.com 
 
Game Empire 
7051 Clairemont Mesa Blvd., STE. 306 
San Diego, CA 92111 
858-576-1525 
www.gameempire.com 
 
Game Towne 
619-291-1666 
www.gametowne.com 

 
Marauders Sack San Diego 

 
April 7th 2004, the Pacific Marauders 

gaming club became an off icial entity with the 
ratification of the Club charter and the election 
of Club off icers. Since then, the gaming scene 
in San Diego and the Cyber Cathedral have 
been buzzing with excitement. 

So what does it mean to be a Marauder? 
Simply put, a Marauder is a hobbyist dedicated 
to playing games for the fun and not the win. 
The Pacific Marauders are a group of li ke-
minded hobbyists that are dedicated to 
promoting fair play and the painting/modeling 
aspect for many different war games. In the 
coming months, the Marauders will host a 
number of events to further our established 
goals. Some events on the radar include: a 
Space Hulk tournament, SoC Fantasy 
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campaign, numerous leagues, and several 
hobby workshops. 

Now, you don't have to be a Golden 
Daemon winner to join the club but there are 
some questions you should answer first.  
Do you like to paint miniatures? Do you enjoy 
playing games with balanced army lists that 
come down to the last turn and not the first die 
roll? Are you tired of facing armies from planet 
krylon that smack of Gouda? Do you like 
movies about glad- nevermind¼. If you've 
answered yes to (most of) these questions then 
the Marauders want you!  
 
If you haven't already, stop by 
http://www.starbasejeff .com/cybercathedral  
for more information. You can also contact the 
club off icers at their email addresses shown in 
the next article. 

 
Off icers on Deck! 

Who are the elected off icers? Take a look¼ 
The Captain 

 
Name: Jeff Vaca 
AKA: Brother Enosh, Deuce 
L ikes: Genestealers, Vallejo paints, and yellow 
Black Templars. 
Dislikes: Potty-mouths, government 
employees, and black Black Templars. 
Favor ite food: Beer 
Quote: “Won't somebody please think of the 
children?”  
Email : captain@starbasejeff .com 
 
The Navigator  

 

Name: John Macomber 
AKA: Dice Hate Me, Outrider John 
L ikes: Boobs, dancing for money, and 
microbiology. 
Dislikes: Posting on the forum more than once 
a week. 
Favor ite food: Beer 
Quote: “Can't we get a damn spill cheeker fur 
this thing!?”  
Email : navigator@starbasejeff .com 
 
The Bosun 

 
Name: Wade Durant 
AKA: ArchonVect, BGW 
Likes: Fluffy armies, decaffeinated coffee, and 
watching John dance for money. 
Dislikes: Being called gay, rap music, and 
right-wing wackos. 
Favor ite food: Beer 
Quote: “ I'm not gay, I have a wife!”  
Email : bosun@starbasejeff .com 
 
The Quartermaster 

 
Name: Matt Gifford 
AKA: The Great Baldy, War Monkey 
L ikes: Writing newsletters, collecting money, 
and tossing poo. 
Dislikes: Winning, blue dice, and hair. 
Favor ite food: Beer 
Quote: “Bald is sexy”  
Email : quartermaster@starbasejeff .com 
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SPACE HULK - L ift ing the Veil 
By El Deuce 

 
What do you get when you take 10 

Marines, add an unlimited amount of 
Genestealers, then mix thoroughly? A 
massacre, you say?  10 dead marines?  Lunch? 
Well , you©re dead wrong...  ...that is, if you are 
playing Space Hulk. 

There is a gross misconception being 
propagated amongst the 40k faithful regarding 
the game of Space Hulk - a veil over the eyes, 
if you will , that conceals the true nature of the 
game.  Many have been told that Space Hulk is 
a fun game but essentially a lost cause for the 
Marine player - a claim which has caused some 
to question why they should take the time to 
play such a game. 
Although I know that some believe there to be 
a certain mystique associated with involvement 
in a cult following of anything strange or off-
beat, li ke a really bad movie, or a wacky game, 
I still choose to stand before you (on littl e, 
paper legs) to assert that Space Hulk is really a 
balanced, tactically rich game. 

Now, I'm not here to claim that the 
game isn't loaded in favor of the Genestealer 
player.  Although it's true that a ‘Stealer player 
who doesn't know what he's doing isn't going 
to give a savvy Marine player a run for his 
money, there are really only a few things that a 
‘Stealer player needs to learn (and no, I won't 
go into them right now) in order to give the 
Marine player no end of grief.  It is for this 
reason that it is incumbent upon the Marine 
player to learn what in the world he is supposed 
to be doing.  Pushing models around the board 
will only get you kill ed out of hand and result 
in the furtherance of the illusion that the 
Marines are doomed. 

Space Hulk is li ke a puzzle in many 
ways.  Marine players must learn to solve the 
missions, but the solution must be accompanied 
by a littl e luck ± and THIS is what makes it 
such a fun game to play over and over.  It's a 
tactical house of cards that must be oh-so-
carefully built up over many turns and which 

can be blown down by a few bad rolls of the 
dice.  Unfortunately, many players who are 
either new to the game or who haven't played 
in a very long time, do not know how do build 
this delicate structure and suffer for it.  For 
them, the game will i ndeed be un-winnable 
until such a time as they bother to master the 
basic concepts that are required to be a 
successful Marine commander. 
 
What are these tools that you need?  Okay, I'll 
go over a few of them¼  
1) Have a plan.  Most players throw their 
Termies down higgledy-piggledy and hope that 
things just ‘work out' for them.  Well , they 
won't.  You're doomed before you've begun.  
Take a moment to plan your game and know 
where you ultimately want each of your models 
to go and what you expect them to do. 
2) Speed.  The longer the game goes on the 
more Genestealers appear and the fewer 
Marines remain.  Whenever possible, command 
points should be spent to push your littl e 
models down the corridors because time is 
against you, but spend them wisely.  Only 
move the models that really need the distance 
and let the others hoof it at their own pace. 
3) Double up.  One Marine holding a corridor 
will always fail .  It's only a matter of time, so 
just count on it.  Have a back up plan. 
4) Count the spaces.  Stay at least 7 spaces 
away from dangerous corners and entry areas.  
It seems obvious, but many's the time I've seen 
‘Stealers attack on their 6th action.  And 
remember:  a blip is really 1 space closer to you 
than you think (when it converts). 

 
Yeah, yeah ± there's plenty more wher e 

that came from, but the first two alone will 
make all the difference in your Space Hulk 
games.  So get back into the Hulk and give the 
‘Stealers hell , or dive in for the first time if you 
are among the uninitiated, unwashed masses. 
 
¼and when your Termie s die screaming like 
littl e schoolgirls just remember this:  It's not 
the game.  It's you. 
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The Last Word 
 
Deep into the the dark bowels of the foul ship Sergeant Lucius had led his men. Through twisted, 
dripping corr idors they had returned with their prize: the last log of the Hulk identified only as 
Mysterious Rumblings. What mysteries would the astropaths and techpriests wrest from the 
ancient tome? 
 
Suddenly their suits' sensors came alive. The 'Stealers had awakened and were coming to greet 
their new guests.  Lucius checked his magazine as he prepared for their reception… 
 

RULE SET 
The Last Word uses the rules from the basic game. 
 

OBJECTIVE 
Squad Lucius is trying to break through the 
Genestealer swarm and deliver the ship©s log to the 
fleet. The Genestealers are trying to prevent recovery 
of the log. 
 

FORCES 
Space Mar ines: 
 
Squad Lucius 
1 Sergeant with storm bolter and power glove. 
3 Marines with storm bolter and power glove. 
1 Marine with heavy flamer and power glove. 
 
Stealers: 
One blip plus one blip arrives per turn as reinforcements. 
 

VICTORY 
The Marine player wins if he carries the undamaged log off of the board through the Marine Exit 
Area. Removal of a damaged log results in a tie. The Stealer player wins if the log is not 
removed or is destroyed. 

 
SPECIAL RULES 

Ship's Log: The ship©s log is a heavy, cybernetic tome that automatically records all ship 
functions, and well as allowing for entries by the ship©s captain. 
 
Any Marine engaged in close combat will drop the log. Picking up, passing or taking the log 
requires 1 AP. When passing the log roll 1D6. A result of ©1© indicates that the log has been 
dropped. 
 
If the log is dropped roll 1D6. A result of ©1© indicates that the log has been damaged. A 
subsequent damage result will destroy the log. 
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Chimp’s Choice 
A monthly review of new releases from Games 

Workshop and their aff il iates. 
 

 Spring is in the air and you now what that means 
(well besides allergies, record heat waves, and 
wildfires)¼Chicks of course! And the good folks at 
GW have seen fit to satisfy the teenage lust in all of 
us by releasing more sisters. All I have to say is 
ªpower armor with curvesº. Yippee!!!  
 And speaking of tiny, ill -proportioned 
miniatures, GW has gotten a case of spring fever 
over some new Epic and Warmaster minis. Tiny 
tanks and terminators are making a come back to 
deprived the visually competent of their precious 
sight. Join the rest of us spectacles-wearing freaks I 
say!  
 Appropriately, we've nominated a model 
from each of these spring releases to represent our 
Chimp's and Chump's choices for May.  
 
 Being a vigorous and violent beast, I just 
had to choose the SoB Immolator for the Chimp’s 
Choice award. 

 
 

All that sweet iconography and the clear 
plastic bubble make me wish I had a reason to buy 
one. 

The Chump’s Choice has to go to the 
Warmaster Lord of Change. Now I certainly cannot 
say that the entire mini sucks, but its damn near 
close. The wings on this pile of lead are deplorable 
and really make the entire model look like a 
cardboard chicken. Let's hope that  the wings are a 
separate mold (li ke this guys big brother) so that all 
the Tzeenchian Warmaster generals can put some 
decent pinions on their chicken of change. 

 
 

 
 

Mr. Monkey goes to Games Day 
 
My experience at the LA Games Days was 

simply overwhelming. With so much to do, I found 
myself swinging aimlessly through the Ontario 
convention center, unconsciously drooling as I 
drank in the beautiful terrain and minis provided for 
the event. After playing in two registered games, 
visiting with the local clubs, chatting at length with 
a Golden Daemon winner, and witnessing all the 
gorgeous Daemon entries first hand, I realized that I 
had not even scraped the peel off of things to do. 

 
The registered gaming was great fun but 

lacking in a few areas. The terrain and miniatures 
were enough to make any hobbyist squeal with 
excitement but the game balance was like watching 
apelings try to tackle the silverback. The first game 
I played was Dark Eldar vs. Tau. I knew 
immediately that the Dark Eldar were destined to 
lose as they were outnumbered by at least 500 
points. Whether this obvious unbalance was 
intentional or not, I still had a marvelous time. Let's 
face it, I'm used to getting my ass handed to me 
when it comes to 40k.  

 
Planning the DE massacre 
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After that brief and one-sided affair ended, I 
hot-pawed it over to a registered game of WFB: 
Skaven vs. Dwarves. This too was extremely 
unbalanced, as the dwarven numbers nearly equaled 
the rats. Again, the battle was pretty one sided with 
a sound trouncing handed out by the Dwarves. The 
one thing I found most disturbing was that the 
Outrider overseeing the event knew squat about 
Skaven and WFB in general. People were asking 
me the rules and I in turn had to question a passing 
mullet for some answers. 

 
The monkey is just to the left of this shot, cracking jokes about 

midgets and rats 
 

The Golden Demon entries, as any ape will 
tell you, were a sight to behold. The pics in White 
Dwarf (and the few included here) can hardly do 
justice to the supreme skill s of these artisans. Check 
out Lilli ana Troy's Pegasus knight on the GW 
website and just try to image that in 3D, up-close 
and personal in real li fe. I nearly dropped my 
banana. 

 
 Some of the entries, on the other hand, were 

just ridiculous such as the cow with a bolter and 
Kermit the Frog riding a squig. I think I must have 
missed those releases for the Chump's choice; were 
they Forge World? 

 
 

After many hours of ogling, I decided to get 
a bite to eat. As fishing for termites in the urban 
center was out of the question, I settled on the 
Convention Center snack bar. Now, as you may 
know, I'm a nacho enthusiast and any time I'm 
knuckling through the city I try to indulge in some 
chips and queso. The so-called ªnachosº at Games 
Day were pathetic; nothing but a tray of chips and a 
bag (yes, a bag!) of lukewarm cheese. Normally, 
I'm pretty tight -pawed with my cash but I threw 
down the $3.75 just to get the tang of gamer's funk 
out of my craw. Plus, I was denied any ªin-outº 
privileges for my chimp-wagon in the lot. Needless 
to say, the trough of chips was sorely disappointing. 

 
And that, my simian friends, is about all I 

accomplished at the LA GD. No seminars, no mega-
battles, no terrain making or speed painting. So was 
it worth the thirty bones? Certainly not. I would 
have been content to go with the free pass as I had 
originally planned. I would however, absolutely 
recommend the full admission ticket to any ape with 
the ambition and fortitude to see all that Games Day 
has to offer. Ah well , maybe next year¼..  

 
  

And now for the disclaimer…. 
 

The entire context of this newsletter is brought to 
you by The Great Baldy himself: Matt Gifford. The 
information contained herein is solely his opinion 
and does not necessarily reflect the views of the 
Pacific Marauders, Games Wherehouse, Games 
Workshop, or any individual or group associated 
with these entities. 
 
Any disagreements can always be settled at the 
gaming table¼  
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If you have any questions, comments, or concerns, 
or if you're interested in getting involved, please 
feel free to contact Matt Gifford at: 
quartermaster@starbasejeff .com 
 
Or stop by the Cyber Cathedral at: 
http://www.starbasejeff .com/cybercathedral/ 
 

 
Special Thanks to: 

 
My wife Noeli , for her continued encouragement 
Jeff f or his undying love of all things Space Hulk 
Jeff (again), John, and Wade for being good sports 

All my battle brothers at Game Wherehouse 
The Pacific Marauders Gaming Club 

 
 

See you next month! 
 
 
 

 
 

 
 

 


