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If you're new to
White Dwarf magazine.
look out for these boxes

throughout the issuc

Dave Taylor’s Editorial

3 éylor, editor and hiker...

TI\:}' tag the k:)' articles thay
will give you a good idea of
what Warhammer and the
Games Workshop hobby

are all about
ideal for newcomers.

Well, I've arrived back home
after a few weeks traipsing
through some cold and
windy mountains on the

other side of the world.
Fortunately I've arrived in time to welcome you all to the 250th issue of White Dwarf, and more importantly,

welcome you to Warhammer. This is the sixth incarnation of our game of fantasy battles, and this issue of White
Dwarf will take you on a guided tour of the Warhammer world.

Many of you veteran Warhammer generals will have already pawed through your copy of Ravening Hordes,
working out how you’ll adapt your army to continue to rampage across the Old World. If so then take a bit of
time to read the words of wisdom from Tuomas Pirinen and Graham McNeill on the improvements they’ve made

to my favourite game.

If you’re new to all this (the Games Workshop hobby that is) then you might not want to worry about that booklet
full of numbers just yet, but dive headlong into the magazine. Remember, if you’ve got any questions you can
ask at your local Games Workshop store or phone the helpful guys at Mail Order on (02) 9829 6111.

Atfter all that (and so much more) we feature a fantastic battle report in this issue. STORM CLOUDS OVER
GEISTHEIM showcases the strategy involved in this latest edition of Warhammer. Devour and enjoy!

Anyway, enough of my ramblings, many thanks to Justin “Booster” Keyes and Matt Weaver for holding the fort
admirably during my abscence, and for their continued hard work.

AWABRHAMMER

RAVENING HORDES

What’s this Ravening
Hordes thing then?

Ravening Hordes is a set of ‘get you

. a by’ army lists for existing players of

= | ; Warhammer. Anyone who already

' > : owns a Warhammer army can use

- these lists to play games with their

; LR , army. As such, it's not a permanent

o = ' 4 . addition to the Warhammer range, and

3 A . oot each list in turn will be superceded

L IVP | “-/ \ . e : 0 by its respective Warhammer Armies
/ ' supplement.

For new players, we strongly recommend

S
2

you start with one of the armies which will
be covered by these books. Warhammer
Armies: The Empire is out soon, and the
book covering Orcs and Goblins will be out
very soon, with lots more to follow next
year. One word of warning: the Ravening
Hordes lists reflect the miniatures ranges as
they were, not necessarily as they will be. As
we come to release the new armies, we’ll be
making changes to them, so we wouldn’t
recommend starting a new army based on
these lists.
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Yes it's finally here - the new edition of
Warhammer, the game of fantasy battles.

For those of you who are new to the game. there
is the Warhammer Starter Sct, including the full
rulebook, two starter armies (the ferocious Ores
and the noble men of the Empire). plus battleficld
scenery, dice and everything clse you'll need to get
going and play your first few battles. Of course, if
you add up the price of the models you get, you'll
find that this is a very good deal, so we anticipate
quitc a few cxisting players will go for this option
too! More dctails about what's in the box
can be found later this' issue

Of coursc as you'd expect there 15 a whole host
of newly designed miniatures to go with the game
and expand the armies you get in the Starter Set
These will be released over this and the coming
months. On the right are the new Empire Knights
and there are plenty more shown later in the pages

of this White Dwarf...

SN g - e

Ogcs and Goblins spring a deadly ambush on the Empire cavalry.
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Most cxisting players will be after the rulebook, which
initially will bc sold on its own in 2 hardback version.

Later in this issuc we cxplain all the ins and outs of the
pew rules. The Ravening Hordes book that comes free
with this White Dwarf is a get-you-by army list so you
cap use your cxisting armies until the relevant Army
books come out. So snap up the rulebook and youll be
all set to get playing new Warhammer!
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NI MG, 2000
As you read. this Games Day 2000 is rapidly
approaching Less than onc month away (October 22nd)
from this massive gaming cvent preparations are
procecding at full pace! If you don't have your ticket
yet contact you necarest Games Workshop store or

Games Workshop Mail Order. You may be lucky!

EL

i
- Also out this month are the first rleases for the new

m tough, hardened foam and comes prepainted and
ked, so you can take it straight out of the bag and usc
your battlefield (it's a decent price too). Look out
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This month’s releases for Warhammer: AUSS
Wiarhammer boxed game (starter set) $139.95
Wiarhammer (hardback rulebook) $69.95

THE EMPIRE
Empire Hero on Griffon $3495

ORCS AND GOBLINS
Orc Boss on Wyvern $5495
Black Orcs (2 models per blister) $1395
Black Orc command (2 models per blister) $1395

WARHAMMER REGIMENTS
Empire Soldiers (19 model boxed set) $3495
Empire Knightly Order (8 model boxed set) $3495
Night Goblins (20 modcl boxed set) $34.95
Skeleton Warriors (20 model boxed sct) $3495
Skaven Clanrats (20 model boxed sct) $3495
Chaos Warriors (12 model boxed set) $3495
Orc Boyz (19 model boxed set) $3495
Zombies (20 model boxed sct) $3495

WARHAMMER

ADDHND

NZ§

$159.95
$79.95

$59.95

$39.95
$1595
$15.95

$39.95
$39.95
$39.95
$39.95
$39.95
$39.95
$39.95
$39.95

This month’s releases for Warhammer 40,000: AUS$

IMPERIAL GUARD
Armageddon Steel Legion Sentinel (I model per box) — $29.95

SPACE MARINES
Salamanders Chaplain Xavier (1 model per blister) $17.95

ORKS

Ork Big Gunz - Zzap (1 gun and crew per blister) $17.95
Ork Big Guaz - Kaonon (I gun and crew per blister)  §17.95
Ork Big Gunz - Lobba (1 gun and crew per blistr)  $17.95

Ork Mad Dok Grotsnik (1 model per blister) $17.95
CITADEL SCENERY
Battlemat $3495
‘Hill $2995
Wood $3495
Warhammer Hedges and Walls $2995
Warhammer 40,000 Obstacles and Barricades $29.95
Ruined Tower $39.95

This month's releases from the Black Library: AUSS

Warhammer Monthly 33 $495
Dragonslayer, a Warh novel by Bill King $1295
Citadel Journal 39 $1595
Warmaster Magazine $7.50
Epic Magazine $7.50

NZ$
$595
$1495
$1795
$995
$995
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What is the Games Workshop
hobby ‘all about?

Rick Priestley. one of the
original writers of Warhammer,
l:\pl\illN the latest games,
miniatures and tournaments
and modelling and  painting
workshops in our stores.

AN INTRODUCTION TO
GAMES WORKSHOP

By Rick Priestley -2

This month sees the release of thg
brand new edition of Warhammer, the
world’s favourite fantasy wargame,
You can read all about it later on in
this White Dwarf. It seems like only
yesterday when | sat down with g
somewhat damp and slightly messy
hand-written set of gaming rules and
set about creating the very first
Warhammer. However, it was actually
more like eighteen years ago.
Between then and now we have had
a total of five versions of this great
game, and this latest version makes
it six.

I guess it must be true that
Warhammer and its futuristic
derivation Warhammer 40,000 have
done more to introduce people to the
hobby of gaming than any other
Games Workshop games. Today
there are dedicated Warhammer and
Warhammer 40,000 gamers in every
corner of the globe. The latest
Warhammer will be launched
simultaneously in English, French,
German, ltalian and Spanish editions,
a testament to the worldwide
popularity of fantasy gaming.

As well as a new version of the game,
we will soon be launching a new
worldwide  tournament system.
Whether you’re an independent
player or a member of a games club,
the new tournament system will be
open to you at a local level all the way
up to national and maybe even
international competition level. The
Warhammer World Exhibition Centre
at Games Workshop’s Lenton
Headquarters has already hosted a
number of events this year and offers
incomparable gaming facilities with
up to 60 tables in simultaneous use,
Bugman’s Bar and restaurant, as well
as the Warhammer World shop with a
full range of products from Citadel,
Forge World and the Black Library.

This coming year will see some other
exciting changes in Games
Workshop stores too, with the
introduction of special modelling and
painting workshops where skilled
modellers and painters get a chanceé
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to show off their know-how. Although
some workshops have been designed
to demonstrate basic skills, others are
designed for experienced modellers
and painters who are looking to
extend their existing skills even
further. So, whether you’re looking to
put your first Warhammer army
together or embarking on an
ambitious new project, you'll find
useful help and advice on hand in
your local Games Workshop store.

Quite a few readers will, no doubt,
have played Warhammer in its
previous incarnation and will be eager
to find out what's different about this
latest version. Others may be new to
Warhammer, perhaps to the whole
idea of gaming. To both | would say
that there has never been a better
time to get into Warhammer. We now
have an extensive range of plastic kits
representing the most important
troops in each army, ideal for bulking
out your armies and by far the best
way to start a new force. And, of
Course, there are oodles of new
metal models on their way too, all
thanks to a rapidly expanding team

of international sculpting wonder-
workers.

If you're contemplating your first
army then there can be no more
appropriate start than to look at either
the Empire or Orc starter armies,
available as a matched pair in the

Warhammer starter set or as separate
and slightly larger Battalion boxes.
Over the next few years we'll be
revising all of the traditional
Warhammer armies one at a time,
extensively remodelling them and
publishing accompanying Warhammer
Armies books with all the appropriate
gaming rules and army lists as well as
background information and painting
guides.

With our new tournaments system,
more to do and learn in the stores, and
a regular avalanche of new models for
the forthcoming Warhammer armies, |
reckon there’s plenty of news to
celebrate for all fans of Games
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WHAT’S NEW ABOUT
WARHAMMER THEN?

By now youw’ll bave noticed that the brand new
version of Warbammer bits the shelves this
month. You may then be wondering what’s new
about it. We asked Tuomas, who wrote the new
game and new Warbammer writer Grabham
McNeil to explain what’s changed and describe
the thoughts behind the new game.

. SOMETHING OLD, SOMETHING NEW
Warhammer is still the world’s finest tabletop fantasy
wargame and once you've had a chance to look
through the new rulebook in more detail, we think
you’ll be more than happy with the changes. You
certainly won't find that the rules have radically
altered and that your favourite army is now unusable.
The core rules of Warhammer are sound and have
been for some time, so for the most part we haven't
changed what wasn’t broken. What you will find is that
the new game improves on previous editions by
refining the existing rules and providing a more
balanced, intuitive gaming experience.

By Tuomas Pirinen and Grabam McNeil

The origins of this edition of Warhammer came from
the thousands of suggestions, comments and ideas the
designers received from the vast body of players
throughout the world and the desire to see it become
more exciting and an even more playable game. We
haven’t made huge, sweeping changes to the basic
game, but have taken the opportunity to restore
balance to the areas of the game that occasionally
found themselves misused, misunderstood or didn’t
quite work the way we wanted.

IT’S MAGIC
The first change that most veteran players will
probably notice is that the Turn sequence has changed
slightly. The Magic phase now comes right after the
Movement phase and before the Shooting phase,
which puts it right in the thick of the battle rather than
bolted on at the end of the turn.

The Magic rules are where the biggest changes have
taken place. Magic has changed from players dealing
power and spell cards into a dice based system.
Wizards now accumulate a number of Power Dice
depending on how high
their Magic Level is and
use these dice in the
casting and dispelling
of magic spells.
This system of magic
dispenses with the need
to have decks of cards
cluttering up the table
and allows a much
more tactical use of
magic, suckering- out
your opponent’s Dispel
Dice before unleashing
your most devastating
magic at his helpless
warriors. The new
dice  system  also
incorporates Irresistible
Force and Miscasts
— unstoppable spells
and horrible accidents
waiting to turn your
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means that some units can smash through others by
sheer mass alone, using their superior hitting power
to defeat their enemies, since the side which has the
higher Unit Strength will gain a +1 bonus to their
Combat Resolution (this is called the Outnumbering
bonus). The main thing to bear in mind regarding
these additions is that they improve and clarify the
rules rather than alter them drastically.

THE ARMIES OF THE WARHAMMER WORLD
The army lists themselves have benefited from this
latest revision as well. The many comments we've
received over the years have given us the chance to fine-
tune the points values of the various Warhammer races
to really reflect their strengths and character.
Exhaustive playtesting here in the Studio and by our
legion of playtesters has resulted in lists that are more
balanced and logical than ever before. In addition,
players choose their armies in a slightly different
manner now. The basic concept is that players must
choose a minimum number of regiments which we call
Core Regiments to form the basis of their army and can
also include limited numbers of Special and Rare units.

Characters have also been worked on and are now less
likely to dominate a game, tooled up with magic items

An army of the Empiré

stef Engineer (Hero) and
Helblaster Volley Gun (Rare)

P

(CECESEN S eSS §- Gats

and destroying everything in their path with no one
able to stop them. Rank-and-file troops of roughly the
same points value now stand a good chance of
defeating a powerful enemy. This does not mean that
lowly Goblins have nothing to fear from a High EIf
Dragonrider — such heroes are still potent forces on
the tabletop!

EXCITING ADDITIONAL BITS
As well as all the rules you need to play Warhammer,
the new edition is crammed full of exciting additions
for a whole range of different types of game: There
are rules for siege warfare that allow you to pound
your enemy’s castles to rubble, or staunchly defend
your ramparts against the barbarians at the gate. You
will also find rules that enable you to fight smaller
games involving perhaps only a dozen or so models
on each side. This type of skirmish game is great fun
if your army isn’t quite finished or you simply don’t
have time to play a full-scale battle. Veterans will
recognise the core of these rules from the previous
Siege supplement and the popular Mordheim game.

With all these variations on the basic Warhammer
game you can play almost any kind of battle
imaginable, and these can be fully integrated into the

)
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AS you can see, the new army selection rules are easy to
use and create a balanced army that relies more on its

An Empire army
p Sfort in a siege game o

rules for Warhammer campaigns. One-off games
are exciting all by themselves, but when played
as part of a campaign that links them together
with a narrative storyline, they become much
more interesting. Each game then takes on a
context and has repercussions for both the
victor and the vanquished. Running campaigns
is extremely rewarding and requires some
thought, so the rules provided go a long way to
making sure that your campaigns will run
smoothly and allow the storyline to develop
naturally. Whether you wish to play in a league
or a more complex map-based campaign, you'll
find rules to suit your style of gaming.

BRIGHT, SHINY AND NEW

. Hopefully, having read these words, all you

veteran generals out there can now relax. The
new edition of Warhammer is still the same
game it always was, but now it's come back,
leaner, meaner and clearer than ever before,
with loads of exciting new bits to sink your teeth
into. Newcomers will find the rules clearly
written and easy to understand while
experienced players can dive in and play with
the bare minimum of reacquairntance, and find
that those rules questions that always befuddled
them have been answered, and that loads of
new features have been added. We’re sure that
you’ll like and agree with the changes we’ve
made to the game, and as always, we've tried to
write with ~ the enjoyment of the game
uppermost in our minds. So what are you
waiting - for? You’ve got the rules - now get

playing.

o == Y T
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This is a run down of all
the stuff you get in the

Wairhammer Starter Set.

Over the page arc some of
the Citadel Miniatures you
could buy to expand the
Orc and Goblin army
Models you can add to the
Fmpu army will be
featured next issue

You've probably seen a good selection of the awesome new models in the pages of this White Dwarf, and no doubt
read enough about the Warbammer Starter Set to pique your curiosity. So what exactly will you find in the box?

Pbil Kelly rips open the plush packaging to find out...

THE RUI.EBOOK

The new Warhammer

rulebook contains not

only all the game’s rules

and a brand new magic

system, but advanced

rules for those of
you who have played
Warhammer before, and a
healthy amount of fiction
and background for the
Old World. Furthermore,
the rulebook is crammed
with some of the best
artwork our artists have
ever produced, depicting
heroes, monsters and the
strange races of the Old
World in bloody combat.

RULES. This section not only introduces the game to the
uninitiated, but also serves as a refresher for those of us who
have been playing Warhammer for years. It’s not essential
you read all the way through before playing, but it is
important that you understand the basic rules at least before
you start a battle.

Examples of the plastic
models in the Starter Set.

Orc Arrer Boy

Empire Spearman

ADVANCED RULES. This covers the rules for special
weapons, using characters in your games, the new rules for
skirmishers and fast cavalry, war machines, chariots and a
section on the use of buildings.

MAGIC. A new system for controlling the sorcerous, twisting
strands of magic that wreath the skies. Also detailed are the
Eight Lores of Magic, with a host of new spells and magic
items.

WORLD OF WARHAMMER. This presents the fantastic
history of the Old World, a lush background that establishes
the rich variety of races and clashing empires in the
Warhammer world.

WARHAMMER ARMIES. A lengthy colour section
showcasing the best of the models available for each race,
painted to the highest standard by our ’Eavy Metal team.
Some of these miniatures are familiar classics, but many of
them are shown here for the first time.

SCENARIOS. Nine original scenarios, presented as historical
battles. These range from the straightforward pitched battle
to just seven brave men against an army...

APPENDIX. Answering many of the less obvious questions
raised by the new game, the Appendix also covers the rules
for campaigns, Warhammer Siege and Warhammer Skirmish.
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KITS GALORE!

The box contains enough kits to build two small armies ready
to go for each other’s throats! These plastic models include
the newly released range of Empire troops (sculpted by
Michael Perry, Alan Perry and Tim Adcock) and the fearsome
looking Orc army (sculpted by the combined talents of Brian
Nelson, Aly Morrison, Trish Morrison, Shane Hoyle, Mark
Bedford and Tim Adcock).

Aside from the mighty Generals, the highlights have to be the
new war machines: the Orc Boar Chariot is as intimidating as
it is detailed, and the Imperial Great Cannon comes with
enough equipment to practically start your own artillery
school! Inside the box you will find:

35 Orc Warriors 38 Empire Soldiers
1 Orc Warboss on Boar 1 Empire General on Warhorse
1 Orc Chariot 1 Great Cannon

Of course, you can bolster your starter force with any of the
miniatures from our Empire and Orc ranges. Over the next
few months we will be releasing all manner of models for
these two armies, all shown in the pages of White Dwarf.

AND THERE’S MORE...

Aside from the obvious stuff, there are lots of other goodies to
sift through inside the box. Not only do you get all the
hecessary paraphernalia to play the game, such as
templates, six standard dice, a scatter dice, an
artillery dice and two of the ever useful range
rulers, but there is also a superb ruined

building model to place on your
battlefield.

Everything you need to play Warhammer

1S provided in this starter set, so grab some
PO_IYStyrene cement and a paintbrush, ; e ik
Paint up your models and get stuck in! gl —_—

13
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“ WAAAGH! DA ORCS

Orcs and Goblins have a vast diversity of troops at their
disposal, more so than perhaps any other army. Orcs
excel at close combat, and boast some of the toughest
warriors in all the lands. The mighty Black Orcs march at
the front of any assault, using their sheer size and
strength to brutal effect against any foe they face. The
Goblins, smaller in size than their Orc cousins, use
superiority of numbers along with evil cunning to defeat
their enemies. An Orc and Goblin horde is a force to be
reckoned with!

Black Orcs are
the largest and
most powerful | =
variety of their
species. They
are far more
disciplined and
better equipped than
the other Goblinoid races
and look upon their
smaller, weaker cousins
with contempt. A Black
Orc armed with a
choppa is one of
the deadliest
opponents in the
Warbammer world.

Orc Warriors wield buge
spears and choppas in
battle. The choppas
are buge
weapons that
require a good
deal of impetus to
_ use effectively but,
when the Orcs are
charging, are able
to cleave through
armour, flesh
and bone
with equal
ease.

v . "
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The Goblin Spear Chucka is a brutal and unsubtle weapon, which of course

Goblin Shamans wield makes it ideal for its Goblin crew. Its massive bolts can skewer a fully armoured
unpredictable, destructive knight like a spit roast. Despite being notoriously inaccurate, the Goblin Spear
magic powers. They are Chucka is one of the more reliable war machines in the Orc and Goblin army.
released next month. The Spear Chucka will be released next month.
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Night Goblin Shamans
brew the strange and
potent fungus potions that

Subterranean Night Goblins emerge from their dark network of mountain tunnels and gather into turn otherwise normal
large mobs for battle. Whilst not being the toughest of fighters, their sheer numbers, as well as the Night Goblins into crazed
Fanatics bidden in their ranks, will often give an opponent cause to stay clear. lunatics.




here was a ball of flame,
. T blue hot at the heart, rising
into a halo of yellow and
white, and looking for all the many

worlds like the coal of a tinderstick
raised to light an officer’s cigar.

But this ball consumed the whole

horizon, edge to edge. From forty.

kilometres away down the desert
valley, they could feel the heat on
their faces. y

The skies of Armageddon,
sulphur-yellow, already fading. to
an early, muddy dusk, were
stained deeply by monstrous
blooms of smoke and veils of ash.
Every minute or so, a greenish line
of fire raced down from the upper
atmosphere, streaking the air
diagonally before striking the great
fire ball with an impact that shook
the ground.

The ball of flame was the funeral
pyre of mighty Hades Hive;
symbolically and brutally crushed

by Ghazghkull's - forces as a

statement of intent. An entire hive, -
and millions of lives, snuffed out in
a few hours by a bémbardment of
asteroids gravitically loosed by the
orbiting flotillds of space hulks and
terror ships. Hades had famously
resisted the Ork-scum uniil the
bitter end during the last war. it

- would not do so again. Ghazghkull

would not permit its memory and
its defiance to endure. :

Waves of Ork warplanes, their
ram-jets screaming like cattle in
pain, dug through the thick smoke
hanging over the great rift.valley
and popped donut-shaped scuds*
of cloud behind them with their
hypersonic booms. The sky was
black with their jagged shapes.
Qutnumbered packs of Imperial

‘with bright, neon lines, and

the edges of the great phalanx.

_ : S &

Furies sprinted west across tg
ruined - sky, engaging, wheeli%

many exploding in mid-air. Ong,
siricken and ablaze from nose
cone to wing-struts, tumbled clo

overhead, spraying flaming debri:
and showers of igniting fuel, af
dug a crater twenty meters de
with its incandescent impact.
and tracer rounds slitched the %"

rockets banged down the valley

trailing blue smoke in
swirls. The dull dhuk:
mortar brigades dug
valley shelf was interminables

The armour brigages, poised at

. the  head of the Hades Vallg

Road amid burned-out habitats:
and manufactories, growled af
revved, diesel exhaust fumi
fogging the blasted landseape |)
dawn mist. The pulped soil un
their tracks was two parts ashii
three parts human bene. - Falir
thousand Leman Russ and Leman
Russ Exterminators, supported ﬁy
puffing,. heavyweight Demolishe:

‘and  blackened . Hellhounds

reeking of leaking fycelene.
Sentinel outriders stalked around

Most of the armour units were
painted with the green and blagk"
liveries of the Cadian Shaek
Troops or the sand and grey of th
Steel Legions. General Valadian,
sector overseer of the arm%ﬂr
units, his noble face as dark as fiis
Cadian fatigues, jumped down

. from the turret of his Leman Russ

Vanquisher and spatched the
speaker horn from the vox-set of a
waiting comm-officer. He asked
repeatedly for permission
advance and endage the va
massing strength of green-skinsi
the valley.

His requests were denied. The
man denied them personally.

-.'_

Eight kilometres from the armaur

files, in the colossal infanii

positions ranged along the valley

slopes, the old man sighed.
1]
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varrick, Imperial Commissar, hero
of Armageddon, turned-away from
his own vox=officer and looked out
across the nift valley towards the
pyre of Hades Hive. There was a
sadness Un his mind. Hades,
spared and saved through the toil
and blood of so many, himself
ineluded. Now gone, all gone...
“General Valadian , repeats his
request, sir” the vox-officer, a
young Gadian corporal with
narrow, intense eyes, said behind
him.

“Valadian must learn. patience. |
could send him in but then he'd be
dead.”

Yarrick turned to the youth. “Do
you know Wwhy?"

The Cadian'vox-officer shook his

. head, He steod with the old man

on a promentery’ overlooking the
entire Impefial lines. Around them
stood over sixty thousand Cadian
and Steel Legion infantry, all
wailing, all'gazing east down the
wide ash valley towards the
burning doem of Hades. The

bayonets en their shouldered

arms, some short like daggers
other as long as cutlasses, made
a wild, gleaming forest of blades
around the eommand position.

The vox-officer, Robac, shobk his
head. He had been flattered when
Marshal Tooms had appointed
him to Yarriek's staff, Yarrick being
such a here and all, but he had
been disconcerted by the
Commissar in the flesh. Small,
reduced by age and pain and
weariness,  shoulders . slumped,
his black leather coat hanging
imply arolind a frame that should
have refited lopg since. The
empty sleeve made it worse.
Robac knew Yarrick had lost his
fight arm i glorious close combat
with Ugulhard, Emperor rejoice,
Ibut that was years ago, and now
"is old man. with his stump and
h{s shrinken shank seemed a
Pitiful thing fo be rallying around.

“Observe... what is your name?”
“Robac, Commissar, sirl”

“Observe, Robac.” Yarrick spoke
softly, almost chillingly, as if war
held no surprises for him now.
Either that, or he was too tired to
care about them. Yarrick gestured
out over the forest of bayonets
towards the east with his good
arm. “The green-scum are callous

"and brutal, but they are not

without tactics. To fight them, you
must get inside their minds, as |
have, Emperor spare my soul,
You must understand their brute
tactics and their feral ploys. They
are massing there, due east, in
vast numbers, deploying from
landing pods carefully positioned
beyond the range of our artillery.
They're not stupid, you see,
Ghazghkull hasn't conquered a
hundred worlds by being stupid.
Their ground forces are there to
entice us, to fire the battle-ardour
of men like Valadian, to spur him
into hasty action. And the inferno
of Hades is meant to quash our
morale too, and make us eager for
vengeance. But see there...”

He indicated to the north of the
main Ork forces.

“What's that, Robac?”

Robac frowned at the empty area
of ash. waste, a dismal, open
stretch ten kilometres across.
“Nothing, sir?" he ventured.

*Nothing indeed. Empty. Why?"
Robac shrugged.

“Tactically, there is no'reason the
Orks haven't spread in that sgctor.

But they hold off, in a trim,”

tisciplined line, more disciplined
than we would normally expect of
brute-squads and buggy teams.”

“What are they waiting for, sir?”
asked Robac.

“The same as us, boy. Tell the
general to rev his engines a little
longer.”

. Quintus. Legio Metalica stand

By nightfall, the enormous

Imperial forces at the west end of

the valley were near to frenzy

point with anticipation. The Steel

Legion were singing battle hymns,

and drummers in the Cadian

echelons set up a stacatto rhythm -
in time to the regular tympani of f
mortar barks. Ork air cover swept [
over them- intermittently, but the J
chattering Hydra batteries Yarrick ) ]
had deployed along the flank filled '

the air with lacerating blooms of ol ()
destruction. 2 : ;

The fire-clouds of Hades Hive lit
the night, ten kilometres deep,
flaring light and shadow back
down the valley. Distantly, the vast
Ork forces, massing a hundred
thousand strong, yowled war
horns and bellowed chants like a
chorus of death-gods, jeering up
the valley at the poised Imperial
multitude.

Clanking and whirring in the night,
giants came up behind the
Imperials, rising above the line of
the valley ridge: The waiting
infantry turmned and many cried out
in wonder to see the Titans. Ning
of them, Warlords of the Legio
Metalica, burnished brass-black,
eye-slits glowing red against the
darkness and the stars.

Shaking, Robac handed the
speaker horn to Yarrick.

“Princeps Danferus of Imperius

ready and await your orders, sir," .

the voice, transformed by vox-

augmentation, sounded inhuman . W
and boomed from the speaker. |

“Emperor love you, Princeps. - At
Maove your war machines down
along the Hades Road and deploy
as far as marker ten. We'll have a
fight for you soon enough.”

The massive  battle-giants
plodded past the waiting infantry,
trembling the ground with each
massive footfall. The tannoy horns

4
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on their armoured shells blared
howls of damnation and Imperial
hymns. Many -of the infantry
cheered. Other shook in fear.

The ‘Orks in the valley below,
despite their terrible numbers,
quailed and edged backwards.
Sleek Warhounds, half the size of
the massive Warlords, scurried
forward to flank the advancing
Legio. As soon as the Titans took
forward position, Yarrick allowed
Valadian's armour fo move
forward a kilometre and fan out
along the valley floor.

By then, with flame-lit darkness
around them, the infantry had
been ordered to rest easy. The
forest of blades had fallen, and
the valley slopes were thick with
crouched, resting men
campfires.

It was close to midnight when the
moment
Yarrick had been waiting for. A
vast black shape eclipsed the
moonlight and the blaze of Hades
Hive, and descended towards the
open, suspiciously. empty sector
of the valley. The smoke-thick air
around the- Imperials became
leaden-heavy and charged with
static.

Six million cubic tonnes of
asteroid fortress, supported on

‘modified force fields and traktor

kannon beams, lowered itself into
the valley, An Ork Rok, a war-
bastion of near invincible

“strength.

The bow-wave of its fields and

beams seared the ash waste into”

glass beneath it, lifting scathing
sheets of dust back down the rift
valley. Even the Ork multitude
shied feom it.

The force wall, compressing
under the weight of the settling
Rok, pushed a shockwave ripple
down the valley-bed. Even the

and

- The whole world seemed to - Robacrealised why Yariick was:
wobble as the Rok made landiall. .

Thousands of spike-anchors spat
from its flanks to secure it into
the sub-soil. With a whine of
hydraulics, deployment ramps

. and huge cargo shutter-mouths

came. The moment -

L4

waiting Titans shook and vibrated. -

The foremost tanks of Valadian's .

armour force were tossed askew
by the tidal power. Nine tanks,
jerked  aside by the down-

" pressure, detonated and ignited.

Fifty more were rendered
immobile as the force-wave
stripped them of tracks or turrets.
A Warhound, close by, was
crushed into the ground like an
empty ammo-can.

© buttoned a fresh

-augmentation.

. "Robac.

opened and settled in the ash.

The massive weapon arrays on
the top side of the Rok began to
cycle and fire. *

Shells dropped In amidst. the
armour, scrapping dozens of
vehicles indiscriminately. .

Cannon fire and shelling also

 strafed the infantry positions, and

panic started &s platoon groups
ran for cover. :

" “Now we have something to fight,

Robac,” said Yarrick quietly. He
strode out of his field tent and
surveyed -the monumental scale
of the scene.

“Assist me,” he said to the young
Cadian, stripping off his leather

coat. Robac stepped:up in time to .

help lift the revered power claw
that robed attendants of the
Ministorum were carrying from the
tent. Yarrick peeled back the
blouson sleeve from his lost arm,
and Robac glimpsed connector

‘plugs and synapse link - ports

buried in the folds of scar-tissue at
the stump end.” "~ ;

' They slid the clawed limb-weapon

into place. Leads connected, it
wolke and seethed with flickering
power. The finger-blades clacked
and snapped as the Commissar
test-flexed
leather coat
around Yarrick, one specially
made ' to accommodate - his
He set his
Commissar's cap on his head

" with his'good hand, then slung his

storm bolter over his shoulder.

Open the command
channel. Now the fight begins.”

Robac realised his mouth. was
hanging wide. In a few moments,,
the weary, frail old man had been
transformed into a charismatic
giant — the weapon claw, the
gleaming braid on the cap, the
look in the eye. Even the very
build of Yarrick Wwas now
transmuted in the face of battle.
He seemed huge, invulnerable,
terrifying.

. eould not fail.

- after the Rok had demolished @

‘them. The =ides .

hero.
And with him beside them th

The Imperial counter assaulf
began in the first few hours of tf
new day, illuminated by tf
ceaseless death-fires of Hades.

Yarrick threw the eager armour
units forward into the midst of the
Ork clans, directing the Titans at
the Rok itself, which was curre
disgorging heavy -armour a
Gargants. .

He knew this was the one, v
opportunity to strike, the one |
had waited for, the one that cam

beneath it with its force wall an
before it could empty itself of i
indomitable*ﬁr.e power. -

ranged along the® valley side to
direct fire at the Rok. Thew.
thunder overshook the battle,
blasting deep wounds into the
landed super-fortress.

Basilisk’ shells took out two’
the Rok's landing ramps,
incinerated a Gargant beipg
lowered -by pylons. Other sh_ is
hit a Gargant's. support derrit
as it was being eranked dow
the ash-soil, and they blew. a
under the bombardment. The
war-giant fell, and ruptured un?h

- its'own weight, enboard muniti

blowing it out in ‘a blast that it
valley.

Yarrick called’ up the mfa try
musters; and the forest of bl

rose to surround ‘him §§ce
again. Switching Robac's vox to
all channets and loud- speaftker
simultaneously, he exhorted ‘fhe

. sixty thousand men with a rallying

speech that had many teary-eyed
yet stoically firm of purpos

Emperor willing, they wouldird
this Imperial world of the alien
invaders or sell their lives dearly
in‘trying. *
They were already charging do!

baying life-oaths to the Goltlen
Throne, when Yarrick ordered
them to engage.

The forces of the Cadians and
Steel Legions met the - charging




y units
side to
. Their,

Dattle,
nto the

twg; of

s, and
being
r shiells

derticks
down to
w .aWay
ThelOrk

under

unitiens

at Iiié(he

i nféff-my
f blades

. enemy  Under their

ork foot-Brutes in a withering -

infantry Storm thre@T miles wide.
Thousands were killed on both
sides in the first few minutes.
There Was mayhem, and a
murderous confusion of hand-to-
hand frenzy .
gy thery Valadian's armour
column Was biting into.the Ork
legions flom the south. The
yrundling Mehicles - crushed the
[ tracks,
chewing through the foot-ranks
until thelr sides were wet with
green ichar. The Vanguisher and
Demolisher main guns blasted
yp -at the Rok, while the
Exterminators reaped cyclic death
intorthe Orks before them, and the
Hellhounds washed infernps of
doom left and right through the
Ork infaniry. as their turrets
traversed over and again.

Titans: met Gargants on the open
silica - plain before the Rok,
Imperius  Tenebrus guited a
Gargant With its volcano cannon
and decimated two more with its
thundering rocket pods before it
wag scythed in half at the waist by

* -concentrated lasfire and shelling .

from the Rok itself.

Tenebrus'storso fell away, blazing
and exploding. Its legs stood
firm through the rest of the night
and through the rest of the
Armagedden War, a bitter
monumentto the Legio’s power.

Leading the racing armour ‘drive
into the Ork legions, Valadian's
Vanquisher was immobilised .as
stikkbormbz blew out its starboard
tracks and shoota rounds. from
buggies raked its length. It bellied
in the ash, trying te tum. The
gunner screamed for a target as
Ork bodies threw themselves onto
the armour top and hammered on
the hull, The spotter came up
through his hatch to' man the
pintie-mounted storm bolter, but
was ripped out of the tank before
e could get his hands on the
aun-grips.His shrieking form was
thrown o and fro between the
howling green-skins. He was
9leefully ripped apart. -

Valadian ‘cowered in his turret,
and pulled out his guard-issue
‘as-pistol from the shoulder
WEbbfn_g under his flak coat. He
thecked the clip.

e —

The hatch above his head was
torn clean off and a tusked green
monster leered down at him,
snarling something alien and

vicious. Its breath bellowed a

foul, rank stench down at him.
Valadian put a las-round into its
left eye and then. burst the brain
case of the next Ork who tried to
paw down at him.

His third shot he used on himself.

There was a brief period of
confusion, as the Imperial armour
tried to confirm the loss of the
general. When no return signal
was heard from Valadian, armour
cammand fell to Major Dillan,
who rode his Leman Russ
Exterminator into the deep,
thick, unforgiving ranks of the

screaming green foe. His

turret-mount, the chattering
exterminator autocannon, scythed
through the enemy and reaped
them down like corn staves.

Dillan rounded his tanks into a
claw-shaped deployment that
scoured into the Ork legions and
cut their support lines from the
Rok.

Princeps Danferus, of Imperius
Quintus, rode his Titan right into
the maw of the enemy firewash,
He met and engaged a Gargant, a
clanking behemoth of armour
panels, gun-ports and smake-
stacks, its cockpit-face a

gnashing mechanical parody of

an Ork face. Danferus blew it
asunder .with four spits of his
volcano cannon. Another massive
enemy monster-machine was
closing from the Southwest, but it
was crippled and then destroyed
by sustained artillery shelling.

It left Danferus with a clear
approach to the Rok.

He pounded Imperius Quintus up
the exit ramps with his full
firepower melting and splintering
QOrk war machines in their cargo

scaffolds before they could be’

faunched into the war, and then
sent missiles from Quintus's
shoulder mount whooshing up the
silos to explode deep in the heart
of the Rok itself. Something
fupdamental and  crippling
happened deep inside the Rok. A
power plant ignited, perhaps. A
munition store...

The Rok trembled and lurched,
over slightly, guide hawsers
snapping and anchors tearing
free as the massive bulk slid over.

Danferus turned his machine,
chiding the old machine-monster
with gentle urgings through the
mind impulse-link, and found a
Gargant right beside him.

*Twenty five seconds sustained
fire from both Titans and both
exploded. Mutual annihilation.
The blazing skeleton of Imperius
Quintus toppled forward into the
drum shape of the ruined Gargant
and crushed it flat. Ammo stores
in the autoloaders went up in a
fearsome firework display.

Danferus was somehow: still alive
as his Titan toppled, his bridge
crew ablaze and screaming
around him.
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Then ammunition chambers
under his throne seat ignited and
blew his silent, gaping skull into
the troposphere.

Below, in the valley, Yarrick led
the charge, his voice baying
above the roar of the artillery, the
thunder of the Titans, the shriek of
the lasguns and the drumming of
the tanks.

At the head of a Cadian storm
group, Yarrick met the Orks for
the first time in two decades: and
relished the way his power claw
ripped through their puffy,
pustuled green flesh like butter.

His storm balter coughed and
blew out enemy heads and guts.
Yarrick waded forward.

It was like... the old days. He'd
forgotten... mercifully perhaps;
despite the pain and anguish and
suffering, he'd forgotten.

He'd forgotten how good it felt to .

take on these green scum face-fo-
face and kill them.

Yarrick checked himself. They
had pushed into the Ork position
deeply, and the Rok was
threatened, but the sheer weight
of numbers made a difference.

There were Orks everywhere.

He always knew he'd die in
service of the Emperor. Was it to
be now, now with so much left to
be won? 3

Fire lit the north highway of the

"valley to the west. A major force
* was descending behind them.

'.'_." a
- R
" Lot
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- Yarrick preyed it was not Orks.

It wasn't.

Salamanders, that noble Chapter
of the Space Marines.

Creaking and grinding in their

- power armour, the Salamanders

moved in, demolishing every
enemy they could find. Yarrick
saw Salamanders tearing Orks
apart limb from limb. The contours
and deposition of the battlefield
changed abruptly, from a
balanced, ferocious clash where
the Orks held the advantage of
numbers, to one which swung the
way of the Imperials. Yarrick's
counter-assault had held the
enemy firm,- bitten into them;
wounded them. Now the Adeptus
Astartes ‘had arrived to turn the
fide.

By that time, Princeps Goplin had
advanced Imperius Galgamech
up into the Rok itself by way of
one of its vast boarding ramps,
firing every step of the way.

The deck boards creaked under
Galgamech's vast  weight.
Addressing weapens, he
peppered and ruined four
Gargants waiting in gantries,
ready to deploy. The destruction
already wrought by his beloved
brother Princeps Danferus was all
around. Through the vista-plates
in his throne console and the
repeater sub-screens floating
around him, Goplin saw the
burning ruin of Imperius Quintus,
sprawled amid the mech- corpses
of its enemies.

~ . Galgamech advanced into the

~ sky of Armageddon.

"the exploding Rok fell across i

weapon bay of the Rok, smal
arms fire raftling off its armalir
futilely. The Titan crushed Of
deck-troops underfoot.

Princeps - Goplin rose from

mind-link coronet. Fluid 1nck1
from the plugs.

“Make ready munitions. Prim
them all! Prepare for ault
destruct!” he ordered.

His moderati rose from

cockpit and stoically repeated fh
order. Overloads began to puls
The turbine engines thrashed®
breaking point. Dials  pushe
needles into the red and beyond.
Amber countdown runes blinke
off on the main vista-plate.

Goplin began afinal prays
Emperor, the Lord of Terfral

Twenty seconds later, Impen
Galgamech detonated and tgre

" the heart out of the Rok: Ork.

munition stockpiles piles went
in sequence, followed by the mai

bastion= Within the space of thif
minutes, another fire ball &

Yarrick was crushing heads With
his claw when the light-blaze:

the field en masse, head'mg:
towards the flames of Hades.ig

© “How appropriate,” tho_‘ht

Yarrick. He ordered' his meniL
pulling some men bodily to i
feet himself.

their lives here... for Hades' sake.
let none survive!"
Now the true slaughter began'a

the first Imperial victoryl of
Armageddon was assured...
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GHAZGHKULL B
IS BACK! -

And this time it’s Waaagh!

A world is torn apart by the largest Ork invasion in
Imperial history. Arrayed against this mighty Ork horde is
the greatest gathering of Imperial might since the time of
Lord Solar Macharius. The fate of a hundred worlds will
be decided on the blood-soaked ash duncs of Armageddon.

This Codex contains four army lists: Ork Speed Freeks,
Armageddon, Steel Legion Imperial Guard, Black Templars
and Salamanders Space Marine Chapters, plus the completc
battle-scarrzd history of Armageddon.

Codex Armagéddon i3 @ Soifee booK for Warhammer 40,000, with additionalmaterial
that supplements Cadex Space Marines, Codex Orks and Codex Imperial Guard,

Ork Speed Freeks looking for a fight!
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ew races know the Warhammer World as well as the
Fadventurous and entrepreneurial High Kindred of

Elves. Their tall masted ships ply the northern
oceans between the Old World to the east and the shores
of Lustria to the west. To the north the Elven seamen keep
a watchful eye upon Naggaroth, the Land of Chill, which
the estranged Dark Elves have made their own. To the
south lie the Southlands and the Fortress of Dawn, a safe
haven for many an Elven seafarer bound for distant
Cathay.

THE OLD WORLD

Though the proud Elves have for many ages explored the
world and learned much about its strange peoples, they
do not reveal their secrets to lesser races. To Men these
places are little more than names upon a mostly empty
map. The lands they know and inhabit comprise what they
call the Old World. These lands are home to Men, Dwarfs,
Elves and the diminutive race of Halflings, as well as
numerous evil creatures which infest the mountains and
forests.

The largest and most important of the realms of Man are
the Empire and Bretonnia. The Empire lies at the centre

THE REALM OF CHAOS

GREAIL
QCEAN

LUSTRIA
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WORLD

The Warbammer world - a dark and dangerous place to live, full of
borror and conflict. Welcome to this guide to the Warbammer world, a
look at the kingdoms and races that inbabit this war-torn land.

of the Old World, bounded by tall mountains and dark
forests. It is the most populous by far of the Human
nations and probably the most powerful too. To the west
of the Empire is the Kingdom of Bretonnia, whose main
strength of arms lies in its gallant knights whose tradition
of chivalric virtue is held in high regard throughout the
Old World.

The other Human lands are less powerful and not so
strongly unified as either the Empire or Bretonnia. North
of the Empire is the cold, unwelcoming land of Kislev,
ruled over by its fierce warrior Tzarina. Further north still
is the rocky land of Norsca, inhabited by violent and
blood-thirsty savages whose raids are a constant irritation
to the Tzarina and Emperor alike. South of Bretonnia are
the hot, arid lands of Estalia and Tilea. Neither is united
under one crown, instead they are divided into countless
petty kingdoms and warring city states. Between Tilea and
Bretonnia is the tiny upland region known as the Vaults, a
stronghold of bandits and brigands who sometimes hire
their services as mercenaries in the Emperor’s armies.

Beyond the immediate confines of the Old World is Araby
to the south and, to the east, the bleak, forbidding Dark
Lands. The Arabians are incorrigible pirates and raiders,
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whose dark-sailed dows sometimes appear in the trading
ports of Tilea and Estalia. The land south of Araby is
known only as the Southlands. Few Old Worlders have
ever glimpsed its jungle-covered coasts or the tall white
mountains of its interior. The Dark Lands east of the
Empire are barren and inhospitable, where Orcs, Goblins
and other monsters constantly battle against each other.

SOUTH OF THE BADLANDS

To the immediate south of the Empire is the small
brigand-infested land of the Border Princes. This is a
dangerous region where renegades, dissenters and other
refugees from the settled lands face constant predation
from Orcs, Goblins and each other. Further south still are
the Badlands, dominated by fierce tribes of Orcs, and
beyond that lies the fabled Land of the Dead, the source
of much unrest in the world.

Between the Empire and the Dark Lands is a towering
Mountain range whose peaks are so tall and so black that
fof' years beyond remembering Men held the view that
this must be the very edge of the world. In consequence

these are called the World’s Edge Mountains and, in
truth, they form the natural eastern boundary of the Old
World: These ancient peaks have been tunnelled, mined
and inhabited for many centuries by the Dwarfs, a strong-
minded and equally strong-armed folk whose endless
wars against the Goblins of the mountains are well
known even amongst Men.

THE EDGE OF THE WORLD

Listed above are the lands and races known to the
scholars of humanity, to the sages of the Dwarfs, and to
the wise amongst Elvenkind. To this font of common
knowledge the Elves could certainly add far more if they
did not guard their secrets so jealously. Doubtless too
there are many learned men who could make a shrewd
guess as to the further nature of the world and its perils.
Perhaps they would speak of the subterranean race of
Skaven and their gnawing and scheming beneath the
world. Maybe they would hint darkly at the threat from
the Land of the Dead and the ancient realm of its master
Nagash. Then there are the deeper and more sinister
secrets of Chaos and the hidden power of the north.
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Great Ocean in the lands which comprise part of the

former domain of the Elves. Once the Elves built
ports and tall towers, palaces and pinnacles, to serve their
colonies in Old World. For a while they prospered, their
cities grew, and the inhabitants became wealthy as a result
of trade with the Dwarfs and primitive Human tribes.
When the Elves and Dwarfs went to war the land was
devastated by the opposing armies. Eventually, after many
long years of fighting, the Elves sailed back into the west
and abandoned the Old World altogether. The Dwarfs too
gave up on the land beyond the mountains, and so the
whole area was deserted and forgotten.

GILLES LE BRETON

With the disappearance of the Elves and Dwarfs, the land
was quickly overrun by Orcs, Goblins and the rough
Human tribes who were almost as brutal in those far off
days. For many hundreds of years the area remained
divided between rival warlords, both green-skinned and
Human, until the time of Gilles of the tribe of Bretonni. In
his day the realm was united, and as one nation the
Bretonnians succeeded in defeating and driving out the
Orcs and Goblins. It is from this time that the Bretonnians
date the creation of their kingdom, some 977 years after
the time of Sigmar and the founding of the Empire.

THE LAND OF VIRTUE

To this day the Knights of Bretonnia follow the chivalric
traditions established in the time of Gilles le Breton.
Gilles’ vision of the Lady of the Lake on the eve of battle
foretold of his holy purpose and ultimate destiny as king
of Bretonnia. Since then the warriors of Bretonnia have
pledged themselves to the service of the Lady of the Lake,
and sought to uphold the knightly virtues in her name. By
feat of arms a Knight may rise in esteem and become, by
degrees, one of those marked by the goddess for her

Bretonnia lies between the Grey Mountains and the

KINGDOM OF BRETONNIA

special honour. That reward is to drink, as Gilles le Breton
once drank, from the Lady’s Grail, as only those who are
pure in heart and deed can do.

THE KNIGHTS OF BRETONNIA

Bretonnia has grown into a powerful nation under the
guidance of its king, the Lady of the Lake, and the code of
honour under which its nobility conducts itself in peace
and war. There are no other men whose martial prowess
can equal the Knights of Bretonnia, dedicated as they are,
body and soul, to the pursuit of excellence. Indeed, it is
often sdid that the Knights of Bretonnia could conquer the
world were it not for their vows which bind them to
protect their own domain and shield the poor and
innocent from unwarranted hostility.

THE CRUSADES
Though a Knight’s code of honour binds him to the

protection of his land and people, there are still times

when he finds himself bound for war in foreign lands.
When the Sultan Jaffar of Araby invaded the lands of
Estalia, the king of Bretonnia, at that time Louis the
Righteous, raised a mighty army pledged to free Estalia
from his evil grasp. During the Crusades which followed
not only was Estalia freed but the Bretonnian king took
the war to Araby itself and destroyed the empire of Jaffray.
Filled with crusading zeal the Knights tore down the
decadent palaces of the Sultan, burned many evil tomes
from his library, and flung down the dark idols from his
unholy temples.

THE LAST HOPE
Today the king of Bretonnia and his Knights form 2
bulwark against the growing evils of Chaos and the power
of the Orcs, Goblins, Skaven and other monstrous
creatures that threaten Mankind’s survival. The
Bretonnians are protected by their honour and by their
strength of arms, and whilst they endure the lands of Men
remain safe from peril. If the Knights of Bretonnia were
ever to fail in their sacred duties, then the Human race
would surely be doomed.
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THE LAND OF CHIVALRY
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hen the High Elves left their great towers in the Old

World, the land was abandoned to the Orcs, Goblins

and savage Human tribes. In those distant times, the
fathers of Men were nothing but fur-clad savages, barely
distinguishable from Orcs in the eyes of the haughty Elves. It
was the Dwarfs who recognised the potential of humanity, first
as trading partners, but eventually as allies against the Orcs
that infested the land.

The Dwarfs taught the Human tribes the secrets of metallurgy
and swordmaking, and as a result of trade and further Dwarf
encouragement, primitive Men began to grow in strength and
ambition.

SIGMAR

The many Human tl‘leS remained divided until the time of
Sigmar, the founder of the Empire and friend of the Dwarf
king Kurgan Ironbeard. It was Sigmar who rescued Kurgan
from the Orcs, and in honour of this valiant act the Dwarf king
gave him the great warhammer Skull Splitter. For ever after the
Emperor was known as Sigmar Heldenhammer and was
accounted a true friend of the Dwarfs, the greatest honour a
Dwarf can bestow. Sigmar united all the warring Human tribes
under his rule and established the realm that is known today
as the Empire.

TURBULENT TIMES

Sigmar’s day was over two thousand years ago and since that
time the Empire has survived many long and arduous wars. It
has suffered Orc and Goblin invasions, the devastations of the
Vampire Counts, and the dreaded incursions of Chaos armies.
It has also endured periods of rebellion and anarchy within its
own borders.

In all that time there have been many weak and disastrous
Emperors, such as Boris Goldgather, and also many great
conquerors, such as Magnus the Pious.

Despite times of changing fortune, even during its long
periods of disunity and division, the Empire has always
maintained its sense of identity as one land and one people,
under the spiritual if not actual leadership of Sigmar, who is
now accorded the status of patron god of his ancient realm.

REALM OF MAN

Today the Empire is the largest and most powerful of all
 the lands of Men. It stretches from the Grey Mountains
¥ and the borders of Bretonnia in the south to the Forest

of Shadows and the land of Kislev in the north. Eastwards

/ it is bounded by the Sea of Claws and the wilderness known

as the Wasteland. Westwards the borderlands lie upon the
foothills of the World’s Edge Mountains.

Within the Empire’s boundaries lie dark forests, mighty rivers
and tall, forbidding mountains. For the most part these are
wild and untamed, the refuge of evil creatures and brigands of
all kinds. The real strength of the Empire lies in its sprawling
cities and the lesser towns and farms that lie under their
protection.

The Empire is a great commercial as well as military power,
whose cities prosper in a new age of enlightenment and
growth. In the busy markets, rich merchants jostle with
scholars, and dour warriors rub shoulders with skilled
artisans. In the deep harbours of Altdorf, ocean-going ships
unload cargoes from all over the world. Altdorf is also the
home of the Colleges of Magic, the foremost schools of sorcery
in the Old World, and of the Imperial Zoo, which maintains a
stable of many fantastic monstrous creatures.

THE EMPEROR’S ARMIES

The Emperor’s armies come from the widespread lands of the
Empire. As well as sturdy infantry and heavily armoured
knights, the Emperor can call upon the marvellous inventions
of the Engineers. These are men taught in the traditions of the
Dwarf smiths by Dwarf refugees driven from their mountains
and now settled in the Empire under the Emperor’s
protection. Huge cannons are forged in the city of Nuln,
whilst ambitious inventors work away at engines powered by
steam or alcohol and devices driven by clockwork.

THE AGE OF MANKIND

Mankind has grown and prospered greatly since the decline of
the Dwarfs and Elves. From humble beginnings Men have
raised mighty nations to equal the civilisations of the older
races. The greatest of these nations is the Empire, a land which
stands upon the dawn of a new age of exploration and
discovery. However, the growth and even survival of the
Empire is by no means certain, for there are many perils that
threaten its future, not least of which is the growing shadow
of Chaos in the north. Such perils must be faced and
overcome if Mankind is to flourish. But the greatest danger
lies within, for even inside the Empire there are those who
seek the aid of the Dark Gods of Chaos, who would trade the
freedom of Man for a brief taste of power. Indeed, the witch
hunters of the Emperor are kept almost as busy as the soldijers
of its armies.
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before the fathers of the Elves and Dwarfs knew of speech

or song, the world was visited by a race of travellers. Elven
legends dimly recall them as the Old Ones. They came from beyond
the stars by means of an inter-dimensional gateway which they
created above the north pole of the world. Their silver craft
brought the Old Ones to the world where they discovered the
ancestors of the Elves and Dwarfs, and secretly nurtured them,
teaching them the arts of civilisation, though to what end remains
a mystery.
THE MASTERY OF THE OLD ONES
The Old Ones built fabulous cities and temples away from the areas
inhabited by the growing races of the world. They raised their cities
in the lands known today as Lustria, on the western continent, in
the warm equatorial regions which best suited their alien
metabolism. They were the masters of the world in those days, and
perhaps the masters of the universe too. Their technical skills were
unthinkably advanced, their command of sorcery unparalleled.
Indeed, such was their knowledge that to them magic and science
were as one, blended into a single galaxy-spanning arcane
technology. Their polar gateway was a device crafted from this
technology, a portal between the very dimensions.

THE FALL OF THE OLD ONES

It is impossible to say what terrible disaster overtook the Old Ones
and destroyed the ordered world which they had created. Their
| gateway, the source of all their arcane power, collapsed onto the
northern pole creating a region of seething energy, a wasteland
saturated in magical power, an open door into the dimension of
daemons and gods. This disaster initiated the Time of Chaos and
unleashed new and horrifying gods into the world. It made the
Realm of Chaos where Daemons and other things too mind-
destroying to consider dwell to this day.

The Old Ones and their deeds were forgotten. Their children, the
Dwarfs and Elves who they had placed on the ladder of civilisation,
survived the Time of Chaos and began to develop in their own
| fashion. Man, the Old Ones’ newest and most vulnerable protege,
was left to learn by contact with the older races, remembering
nothing of their ancient contacts. In Lustria, the cities and
temples of the Old Ones gradually fell into ruin.

THE SURVIVORS
| Although the Old Ones were gone, the lands of
| Lustria were not completely emptied of intelligent
life. For the Old Ones did not come to the world
entirely alone. They brought with them their slaves
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Manv thousands of years ago, before the Time of Chaos,

EMPIRE OF THE LIZARDMEN

and servants. Of these creatures, the most intelligent were the
Slann. The Slann were the organisers and builders, the scientist.
sorcerers whose endeavours built the cities of Lustria and moulded
the world into a shape commanded by their masters. It was the
Slann Mage Lords who built the polar gateways and whose spells
maintained its integrity. It was the Slann who moved the whole
world closer to the sun to warm it, and who changed the shape of
the lands to create hydro-atmospheric stability. The Slann were
second only in understanding to the Old Ones themselves.

THE SLANN

From the beginning, the Slann were few in number and since those
days their number has dwindled. Their knowledge, the inheritance
of the Old Ones, has gradually been forgotten leaving a memory of
greatness and much superstition. Still, even today, the Slann are the
greatest wizards of the world. Though they do not possess the
power of their ancestors, they are more potent than the greatest of
the Elven mages.

The Old Ones relied upon the intelligence and sorcerous abilities
of the Slann, but they never used the creatures as warriors. Their
bloated toad-like bodies left them sluggish and vulnerable, and
lacking in aggression if not in cold-blooded malice. For their
watriors the Old Ones chose another race, though whether they
brought these soldiers to the world or whether they found them
and adapted them is not clear.

Perhaps the Saurus, as these reptiles are called, were the first race
cultivated by the Old Ones, an ancient race that never quite
developed to a stage satisfactory to the Old Ones. Saurus are
brutish creatures with slow minds that register little except a
simple, single-minded savagery. They can use straightforward
weapons but are unable to master more complex devices. In terms
of protecting the cities and temples of Lustria however, they were
just what the Old Ones needed.

SKINKS

The need for a more physically adaptable as well as mentally agile
workforce led the Old Ones to create a smaller race of Lizardmen
called Skinks. These were weaker than Sauruses, but capable of far
more tasks. They formed the mass workforce of the Old Ones as
they do the Slann today. Although physically weak compared to the
massive Sauruses, they are competent archers and riders.

In addition to the Slann, Saurus and Skinks, the Old Ones created
or adapted many other creatures of reptilian origin which they put
to use either as workers, beasts of burden or as warriors. The P
creatures called Cold Ones were made as riding beasts to «é::'a
carry Skinks. The gigantic Kroxigors were made as 1
construction slaves, capable of carrying and
placing massive boulders. Creatures of
the air were made that could ride the
wind, and the Old Ones also fashioned
huge monsters that were used to carry
heavy burdens over long distances.
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whose constant attacks threaten to engulf the lands

of the Old World and plunge the entire continent
into a dark age of endless and unremitting warfare. Orcs
wage war with a single-mindedness that makes them
extremely dangerous, but fortunately for their enemies
much of their energy is expended fighting each other.
Goblins, although smarter than Orcs, are nowhere near
as warlike and prefer to avoid a fight unless their enemy
is severely outnumbered, badly wounded or looking the
other way (preferably all three). Goblins are cunning rather
than strong, and rely a great deal on their Orc cousins
when it comes to the serious business of fighting.

GREENSKINS
Orcs and Goblins, or Greenskins as they are often
called, are remarkable creatures in many ways. They
have a tough and waxy green skin, which becomes scabby,
gnarled and even tougher over time. Their blood varies in
colour from red to purple or black and is unusually thick,
pungent and sticky. They do not seem to feel pain to
anything like the extent that other creatures do, and it
takes a serious wound to stop an Orc from fighting.

TRIBES AND WARBOSSES

All Orcs and Goblins live in warrior tribes or
warbands. Some are huge with thousands of
individuals, while others number little more than a few
hundred warriors. Tribes are led by a powerful chieftain
called a Warboss or, if he is very powerful, a
Warlord. The more successful a
Warboss is the more Orcs or
Goblins will flock to join his
tribe. As the tribe gets
bigger the Warboss leads
it to fight bigger battles,
so he either becomes
more famous
still and his
tribe gets
even bigger
or he is
finally killed
and his tribe
breaks
apart.

Orcs are ferocious raiders and relentless warriors

ORCS G GOBLINS

ﬂ‘-sq"‘ - gy bt oy i e

It is common to find Goblins under the sway of Orcs. In
many cases these subservient Goblins are more than happy
with their lot, because it gives them a chance to complete
any plundering, thieving and despoiling that the Orcs
forget to do. Every Goblin knows that Orcs are good
fighters, certainly better than Goblins, so it is a good life
being in an Orc tribe even if their masters treat them
harshly and eat the odd straggler.

ORCDOM

Orc and Goblin tribes live all over the Old World in areas
which are sparsely inhabited or where humans cannot
survive at all. They also live on the boundaries of the Old
World in the lands to the south and east, and it is in these
areas where they are most prolific. If there can be said 1o
be an Orc homeland it is probably the area between the
southern World’s Edge Mountains and the Black Mountains
known as the Badlands, and the foothills of the World’s
Edge Mountains between Blood River and Black Fire Pass.
These areas are infested with Orc tribes, and the adjoining
Human lands of the Border Princes are little better,
although fortified Human settlements maintain the
presence of men on the very edge of civilisation. There are
also many Orcs and Goblins inside the Old World,
especially in the high mountain passes and deep forests
which are virtually impenetrable to Humans.

GREENSKIN RACES

Orcs and Goblins live all over the world and some have
adapted their way of life to suit. For example, the Goblins
who live in the underground ruins of the old Dwarf empire
are called Night Goblins and wear dark cloaks to protect
them from the light of day. Forest Goblins live in the forests
of the Empire where they harness and ride giant spiders.
Other Goblins live in the plains and ride fierce wolves. Orcs
too have adapted to different ways of life. Savage Orcs are
barbarous cousins to the Orc race, spurning armour and
ironwork altogether and taking to battle daubed in bright
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paint. Black Orcs are the largest and most powerful of
their kind and are often found as leaders amongst other

Orc tribes.
ORCS

while some Orcs are no taller than a man, most are
substantially larger and the biggest Orcs stand well over
seven feet tall. They are also very broad with big, deep
chests, massive shoulders and long, powerfully muscled
arms. Orcs have large heads with huge jaws but tiny
foreheads behind which lurks the thick bone of an Orc’s
skull and not very much else.

Despite their apparent lack of intelligence, Orcs are not
stupid, they are simply limited in the way they think and
act. Whilst not the deepest thinkers in the world, neither
are they doubtful or divided. When an Orc wants to do
something he simply does it, where a Human might waste
hours weighing the pros and cons.

Single-mindedness is one of the Orcs’ greatest strengths,
especially as they enjoy fighting more than anything else.
When they’re not actually at war, Orcs spend most of their
time fighting each other to establish rights of leadership.
Orc leaders are known as Boss Orcs, but even Boss Orcs
fight amongst themselves to decide which of them is the
overall leader. This means there are innumerable layers in
the Orc pecking order, from Boss to Big Boss, Warboss
and Warlord.

A Warlord is an Orc who has established total supremacy
over his rivals (having either killed and eaten them or
driven them away) and now leads all the tribes in glorious
conquest over puny races such as men. An Orc’s life is
therefore spent in constant battle either with his fellow
Orcs or against some worthy opponent. This is regarded
as a good thing by Orcs, who are universally content with

their lot, ultimately happy to meet their end in battle so
long as they get the chance for a good fight.

GOBLINS

Goblins vary in size but are typically smaller than Orcs or
Men. They have quick, nimble fingers and a tenacious grip
ideal for strangling small animals and sleeping rivals.
Goblins have small, shifty eyes and keen eyesight
particularly in the dark. They are extremely noisy and
garrulous where Orcs are inclined to speak slowly and
infrequently (believing that a determined glare and
a display of fangs to be the best way of making your
point).

Goblins are more intelligent than Orcs and love nothing
better than trading and bartering with their slow-witted
relatives — basically because they always come off better.
Many Goblin tribes are partly nomadic, moving from plain
to forest, or along the river valleys and in between the
mountain passes where they buy, sell or steal things that
they can re-sell later on. Goblin tribes are often
accompanied by huge caravans of scrap metal, captured
monsters in crude wooden cages, or even men, Dwarfs or
Elves that they have trapped and enslaved.

Outriders mounted on huge slavering wolves patrol the
area to the tribe’s front, probing for enemies and scouting
out small settlements that can be raided and pillaged.

Some Goblins become very wealthy by trading in this way.
Goblins like to show off their wealth. A really successful
Goblin trader wears countless rings, ornamental daggers,
swords, and the biggest helmet he can uncomfortably
balance on his head. Others spend their ill-gotten gains on
fast chariots which they race against each other, trying to
outdo their rivals by having the fastest or flashiest
machine.




THE REALM OF THE HIGH ELVES

continent surrounding an inner sea. The island is formed

from a high and uninhabitable mountain chain, bounded on
both inner and outer coasts by narrow wooded plains. Only at one
point is the circle broken, at the mighty sea gates of Lothern, the
greatest city in the world. Here the mountains are cleft as by a
gigantic axe stroke, and here the Elves long ago embattled the
towering cliffs to build the most formidable fortress in the world.
None may enter through that gate without the leave of the Lord of
Lothern, and to this day no man has passed into the secret realm
within, or at least none have returned to report their passage.

THE NOBLE RACE

Elves are tall, bear themselves nobly, and are proud and handsome
in appearance. They have a slim, elegant build but are, none-the-
less, deceptively strong and agile. Elves are pale skinned and for the
most part have dark or grey hair, fine features and penetrating eyes
all of which combine to give the impression of intelligence and

The Elven kingdoms of Ulthuan lie in a circular island

wisdom. They are the most long-lived of all the mortal races and

they were the first to raise cities.

THE GLORY OF ULTHUAN

The Elves have a continuous history of cultural and creative
endeavour which extends over many thousands of years. Their
cities are glittering monuments to their enduring intellect and
impeccable taste. In the city of Lothern impossibly tall and needle
thin towers soar into the sky, joined by bridges like arcs of glass,
feats of architectural accomplishment beyond anything imagined by
Men or Dwarfs. In Lothern’s sweeping amphitheatres the greatest
bards in the world sing of ancient days, whilst the finest musicians
in Ulthuan pluck at elegant lyres or play upon tiny bells of silver
and gold. The Elves have a right to be arrogant when dealing with
other races, whose settlements would not serve the beasts of
Ulthuan, and whose songs and music are a crude cacophony of
noise in comparison to that of the Elves.

THE ELVES AT WAR

Though the Elves are the oldest, most refined, and most subtle of
all races they are also amongst the greatest warriors. They are
masters of the arms they bear, especially of the bow and lance.
Their weaponry is finely made and beautifully crafted, adorned
with rare and valuable gems. An Elf army arrayed for battle is an
awesome sight made all the more impressive by the undoubted
fighting skills that lie behind their glittering ranks.

MASTERS OF SORCERY

The High Elves claim to have learned their magic in the dark past,
from the ancient race of Old Ones which has since disappeared
from the world. Over the centuries the High Elves have perfected
their sorcery. The High EIf mages are mighty spellcasters whose
fiery blasts and awesome energies have won them many battles. In
years past the Elves taught their magic to men, although the Elves
far surpass the wizards of the Old World in their skill and
knowledge.

THE AGE OF EXPLORATION

The Elves are the greatest sailors and explorers in the whole world.
Their ships sail from Cathay in the east to Lustria in the west, from
the Southlands to the Old World and beyond into the cold land of
Norsca. In ages past they established colonies in the west and east.

In the Old World they discovered the Dwarfs, and the fathers of
Men, and built cities along the coasts for their ships to harbour in.
The swift ships of the Elves were busy indeed, carrying Dwarf gold
and precious stones back to Ulthuan, returning with rare woods,
silk and exotic wares from the far west.

WAR AGAINST THE DWARFS

While the Dwarfs burrowed and mined beneath the mountains, the
Elves raised tall towers amongst the forests, and both races
prospered. Given the very different natures of the two races it was
perhaps inevitable that this state of harmony did not endure for
long. When war came it lasted for many centuries and became the
cause of much bitterness.

Even today the Dwarfs hold a deep and irredeemable grudge
against the Elves for their part in the war. The Elves themselves gave
up the struggle long ago, and turned to other things. They
abandoned their colonies and sailed back to Ulthuan where theit
own realms were endangered by civil war. A few remained behind
in the forests of Loren where their descendants became the kindred
of Wood Elves who live there to this day.
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Ulthuan centuries ago and now live in the northern regions of

Naggaroth, the bleak Land of Chill. Dark Elves, or Druchii as
they are called in the EIf tongue, are close kin of the High Elves and
in appearance they are pale but otherwise almost identical.

MASTERS OF DARK SORCERY

The High Elves are the greatest wizards in the whole world, and the
Dark Elves are also a race touched by magic power. Whereas the
High Elves take great care to protect themselves from dangerous
magical energies, especially Daemons, the Dark Elves long ago
embraced the Dark Gods of Chaos. The natural magic powers of
Elves and the unnatural vitality of Chaos are mated together in the
Dark Elves, so that they have become the masters of dark sorcery.

BLACK TOWERS OF NAGGAROTH

The Dark Elves live in six heavily fortified cities, their innumerable
black towers rising like pinnacles of ice from the cold, hard rock of
Naggaroth. The surrounding landscape is bleak and unwelcoming:
bare rock and poisoned blackwater streams, with dark forbidding
pine forests to the south. Of their six cities the largest is Naggarond,
the Tower of Cold, where the greatest and most evil of all the Dark
Elves, Malekith the Witch King of Naggarond, holds court. Few
mortals have ever seen this sinister sorcerer, and his body is said to
have changed beyond recognition over the untold centuries of his
unnaturally long life. His original EIf form has been corrupted and
altered by the magic of Chaos for which it forms a mortal vessel.

The Witch King is master of the cities of Naggaroth: Ghrond the
North Tower, Clar Karond the Tower of Doom, Hag Graef the Dark
Crag, Har Ganeth the City of Executioners, and Karond Kar, the
Tower of Despair. All these cities are dark and evil places, steeped
in death and agony. Their black dungeons are crammed with
captive Daemons and unfortunate mortals whose wailings fill the
air and whose moans seep through the thick walls of the high
towers, saturating the place with pain and despair. At the tips of
these towers, soaked with evil and doom, the sorcerers of
Naggaroth cast their malign magic over the world and consort with
the darkest Daemons of Chaos.

NEMESIS OF THE ELVES

The greatest enemies of the Dark Elves are the High Elves of
Ulthuan. Dark Elf armies set off from the harbour of Har Ganeth in
their huge Daemon-infested ships, sailing west over the Sea of
Grudges to the Old World and south through the Straits of Rhinasha

The Dark Elves were driven from the Elven homeland of

THE DARK ELVES

towards Ulthuan. When they reach their objectives the Dark Elves
rampage and destroy as much as they can, often burning and
looting whole cities before retiring with their plunder back to
Naggaroth. Many of their raids are undertaken for captives: Men,
Elves or other creatures, to be taken back to the dark towers.

Few have ever escaped from slavery at the hands of the Dark Elves,
and fewer still speak of their captivity. Such tales as are known tell
of the haunted dungeons of the Witch King, living sacrifices to the
Chaos Gods, and souls burned up to fuel the sorcery of Naggaroth,

ARMIES OF THE WITCH KING

Dark Elf armies are mobile and well armed. Many carry the deadly
repeater crossbow which shoots a hail of small barbed arrows,
Others ride captive beasts, including gigantic scaled reptiles called
Cold Ones. These creatures are hunted down and captured in the
caves and tunnels beneath Hag Graef where many strange,
ferocious creatures live. Dark EIf women are just as deadly as their
menfolk, and are equally adept warriors, fighting alongside the
men in battle. The wildest of all are the Witch Elves — a warrior
sisterhood devoted to the Chaos God Khorne who they call Khaine
Lord of Murder. They are the most cruel of all the Dark Elves and
the most bloodthirsty. After a battle they choose victims to sacrifice
to Khaine and bathe in cauldrons of blood, renewing their dark
pact with the Lord of Murder.

NIGHT OF THE HAG QUEEN

Witch Elves live in the temples of Khaine under the glowering eyes
of their Hag Queens. The Hag Queens are extremely ancient, and
once a year they take part in the riotous celebrations of Death Night
when the Witch Elves prowl the streets and steal away any Dark
Elves they find, sometimes breaking into houses to take petrified
inhabitants away for sacrifice. On Death Night the Hag Queens
bathe in blood to restore themselves, at which time they are the
most enchanting and voluptuous of all Elves, their strangely
cadaverous beauty more powerful and captivating than any magic.

Over the year the Hag Queens revert into the haggard crones they
really are, until Death Night comes round once more and Dark
Elves hide in their homes, listening to the revelry and evil laughter
of the midnight celebrations of the
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NAGGAROTH - THE LAND OF CHILL

Y e s . e o 1

;""' JROKFEQST C‘AC‘FR 3 i ) i CHAGRSEPITLIND ;ITo the far north of X
gt St i ©| Naggaroth lie the stark
T ok and lonely WATCH

| TOWERS. From them,
the Witch King watches

- the growing forces of

» Chaos, ever mindful that

1 one day they will grow

! bold encugh to threaten

| his domain.

preg] tl)%‘i{‘ FLIN’I : A
t'fz’ﬁi;?‘.ﬁ* »iﬁ&

Y NTAGGAiRONdD
ower o Sol_ ¥ ) " Caty of Ex:cutmn:rs
&

ss) %ﬁﬁh W

—+>Z

-
o \.;-,.

‘b t

’ "\. / o
s

’ 4. the City of
Executioners,

it is simply the
Cursed Place
Here the High
Elves suffered
their greatest
defeat at the
hands of their

twisted kin, and

were sacrificed

" but to all others

" is known to the :
AR GANETH Dark Elves as

to Khaine by the

thousands,

?I\ X

.rA

YAGGAROND is the‘” |

. most evil of all
cities. Its black

stone walls rise a

hundred feet and

set within are four
gateways with doors

of iron. Severed

/"heads adorn its

l
7

NEVh ( i battlements and the |
=y4 4\0 § OF ZARDOK k' ,' " -. S 'm, dark banners of the .

: 3 i CLAR KAROND, 1‘ 4| WichKinghang

A A\ N ﬁ* “'“ ek °°mi* & n | from its tall towers

L e ‘;’\ L ' A% i- * ‘t A i ; \ Within, the fires of

& 2 4 g ',-- ?n 4 s aatilriﬁcgeh burn l;lay j
5 thie bitter north hes GHROND the "Il and night to the i

uf :GtAIﬁgIIH t:ixeags tthel\?:N > Otf: CHEER , 1 North Tower, from whose tall . [: honour of Khaine, |

] harsﬁ wild o £ fror gﬁo bls - ", battlements Dark Elf sorcerers watch ' | God of Murder. The }\
Eount. ernce[qs (; i ((i)zel? ;a arr?rn ¢ | over the shadowy borders of the Realm | . knives of the Hag
the noartl;;s ?ln bfo et ax}; éaéne (l)re(slts 't ¢ of Chaos. Swirling shapes in the dark 1 Queens rise and fall l’
is flat and M P 5 0; lk mgnimbscape . | mists are said to foretell of things to . to the mad wailing
outcro vfwl;l ewe;(:lt( rg S ] d Y '+ § come, of auspicious moments when the wof the Witch Elves,
)lackwp : RRAreo Fuarttlh p o:sotx;le the thi ! Witch King’s armies may meet with ol the beautiful but !
s0il s AEggiregins: oy e thin"* ! success, or portents of doom and 4 deadly Brides of 1
sla uf)ports gloomy pine s phicre : ? destruction. Based on these “ Khaine who feast f’
i ‘tﬁs &abour e il Al antok s ,.,.,‘ ! observations. the Witch King plots his . % upon the quivering |
i ameoold e oy fuust oA .' strategies and launches his armies upon 7 { flesh of their §

Until they drop dead of exhaustion. ] &:the =1 d “ vic tlms Aé




o v
ROUCH GUDE TO THE WARHAMMER WORLD \\\‘\

he Dwarfs live deep beneath the mountains in mines and halls

carved by their own hands from solid rock. In ages past the

Dwarfs prospered and their settlements grew into flourishing
underground cities. The most important of these were built in the
World’s Edge Mountains, the long chain of mountains that runs
from the north of the Old World far into the Southlands.

In ancient times this Dwarf Empire was connected by underground
roadways as broad as three fully-laden wagons. Dwarf ballads tell of
the wealth of those days, of gold and silver dug from the
mountains, of fabulous jewels won from the rock, and of the
precious stones, marble, onyx and jade, that adorned the glittering
halls of the Dwarf kings.

DECLINE AND FALL

Sadly those days are long gone, though they are recalled fondly by
the Dwarf bards in the stone halls of the strongholds that still
remain. The sagas reveal little about the fall of the Dwarf Empire,
but clearly their cities succumbed one by one to the Goblins from
above and Skaven from below. Today only a fraction of the Dwarfs’
old underground empire remains. The Dwarfs are few and their
wealth is much reduced compared to former times. Still, they
remain a proud and defiant people, as grim as the mountains and
as hard as the rock itself!

AGE, WEALTH AND SKILL

Dwarfs are immensely strong and resilient, broad in the shoulder,
wide in the girth, with broad hands and feet. They are stubborn,
with a practical turn of mind. Dwarfs are said to respect three things
above all else: age, wealth and skill.

Unless slain in battle, Dwarfs live to a very great age. A Dwarf’s age
can be deduced by the length of his beard. The oldest and wisest
Dwarfs have silver beards many yards long. These are worn
wrapped round the Dwarf’s belly and still trail behind him if they
are really long. Respect for age extends to all aspects of Dwarf
culture, where ancient workmanship is held up as an example of
achievement, and where weapons may be reforged time and time
again.

The second thing that Dwarfs respect is wealth. Hoarding wealth is
a great passion amongst them, and no Dwarf feels secure unless he
has a substantial hoard he can pass on to his descendants. The
hoards of some Dwarf Lords are of immense proportions and
antiquity. Rumours of this wealth have driven ambitious armies to
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DWARF REALMS

the gates of the Dwarf strongholds, where most of their bones still
lie. But not all attacks have failed and some Dwarf strongholds have
fallen to Orcs, Goblins or Skaven. The precious Dwarf hoards have
been lost or scattered across the world.

The third cornerstone of Dwarf values is their superb
craftsmanship. Dwarfs take pride in their work, whether it is
making a tunnel, or carving some tiny gem. They are good at
making small, intricate things, and all they do is accomplished in a
painstaking and thoughtful manner. Dwarfs hate to see rough work,
and everything they make is always built to last. Curiously enough,
in the Dwarf language the word for shoddy or bodged work is umgi
which literally means ‘man made’.

Dwarfs always keep their word. They have a very rigid sense of
pride and honour. If 2 Dwarf makes a promise he will remember it
and keep it, and he will also honour a promise made by his
ancestors no matter how long ago it was given. To break faith is the
worst possible kind of dishonour to a Dwarf. A broken bond will be
bitterly remembered, leading to determined acts of vengeance and
vendettas which may last for centuries. Great breaches of faith
against the Dwarfs of a particular stronghold are recorded for
posterity in a Book of Grudges, a huge tome carefully maintained
by the stronghold’s Dwarf Lord and constantly updated.

THE DWARF REALMS

There are surviving Dwarf strongholds throughout the World’s
Edge Mountains, although in past times there were many more and
they were substantially larger. Those that remain are beleaguered
fortresses, beset by Orcs, Goblins, Skaven and other evil things.
Such holds include Karak Kadrin, or Slayer Keep, which overlooks
the famous Peak Pass much travelled by merchants from the Empire
and Kislev and one of the main paths between the east and the Old
World. Zhufbar to the south stands by the cold Lake Varn and has
had a long and bloody history, being overrun by Goblins and
subsequently recaptured with help from Sigmar, the first Emperor.

The largest and most important Dwarf stronghold is Karaz-a-Karak,
whose name means Everpeak. This mighty and
populous city is the ancient capital of the
entire Dwarf realm and the stronghold of
the High King of the Dwarfs. This city g
lies at the spiritual heartland of the o
Dwatf race. It is where the Great
Book of Grudges and Book of
Remembering are kept, i3
and where the temples .4
of the Dwarf gods
Grungni, Grimnir and
Valaya are situated. All
Dwarf strongholds have
long and noble
histories, and it would
be impossible to
describe them all here.
Each is an
independent
kingdom, but
all hold
ultimate fealty
to the High
King of
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KARAK AZUL is known as fron Peak and is one of the last holds of the south to remain in Dwarf hands. Its
-People are mighty warriors and its smiths forge some of the best weapons in all the Dwarf realms,
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‘acrho can say when or how the power of Chaos first rose like
a shadow over the world? Even the Mages of the High Elves,
wise as they are, remain uncertain of the events that
spawned the greatest threat to mortal races. Speculation on the
matter fills shelf upon shelf in the great Tower of Hoeth in the

kingdom of Saphery in Ulthuan.

According to Elf legend there was a time before magic, when even
the fathers of the Elves knew nothing of language or civilisation,
roaming the forests of Avelorn like wild beasts. Then the Old Ones
came and taught the Elves the secrets of speech and song. They
came from the stars in silver craft, through an interdimensional
gateway above the northern pole. Through this gateway the Old
Ones travelled from star to star.

It was the Old Ones who brought magic into the world, drawing it
down through their gateway and fashioning it into spells and
arcane devices. The Elves were quick to learn the arts of civilisation
including the manipulation of magic itself. At first their power was
weak compared to the Old Ones who, it is said, could summon
forth Daemons and the very gods themselves to do their bidding.

THE TIME OF CHAOS

Sudden and unexpected catastrophe destroyed the Old Ones. Their
gateway was to prove their downfall, perhaps because its
mechanisms failed or maybe because it was breached by some
enemy. It collapsed upon the northern pole and engulfed the world
in shadow. Dimensions once distinct were thrown together in an
unholy conjunction of magic and matter. Creatures trapped within
were warped and distorted and the lands were twisted into new
and insane forms. It is said that time itself was destroyed. The Elves
refer to this earth shattering event as the Time of Chaos.

The Realm of Chaos is the name that mortals give to the polar
region of shadow. To mortals it is the abode of gods and Daemons.
To those who are most knowledgeable it is the source of all magical
power, for raw magic leaks into the world through the ruined
gateway, flooding the land with its transmuting energy. Slowly
the magical energy changes the creatures of the world, twisting
their minds and bodies, and creating mutants of extraordinary
power.

GODS AND DAEMONS

The Realm of Chaos is inhabited by creatures formed from magical
energy rather than physical matter. These gods and Daemons
require a magically saturated environment in which to live, and for
this reason are imprisoned within the boundaries of the Realm of
Chaos. They can be brought into the world by means of a spell

E REALM OF

CHA

which creates a short-lived magical field for them to inhabit. A
times the Realm of Chaos itself expands like a great tidal wave,
enabling Daemons to move south.

There are Daemons of many kinds both great and small. It is said
that Daemons take form from dreams, and in this way mortal
nightmares have created both Daemons and gods. If all gods exist
in Chaos, only four are accorded the title of Chaos Gods: Khorne,
Nurgle, Slaanesh and Tzeentch.

These four are brothers and rivals; each wishes to make the world
his own, yet none is strong enough to accomplish this alone. Their
goal is to build up magical energy so that they can dispatch their
Daemons into the wotld to conquer and possess it. Several times
the north has erupted into darkness, armies of Daemons have
descended upon the land. Long and terrible battles have been
fought to drive back the creatures of shadow and break their power.
So far the world has survived — but whether it can continue to
endure is doubtful, for the forces of Chaos grow stronger every day.

MORTAL ARMIES OF CHAOS

The magic that seeps from the Realm of Chaos affects all living
things in the world. In the northlands, where the Realm of Chaos
lies closest and its influence is strongest, many-headed beasts or
even more horrible mutants roam the land: multi-limbed
monstrosities, horned and cloven-hoofed half-men, many-eyed
beasts, and things that breathe fire and rank gases. The unfettered
transmuting power of magic causes change — though what form
such change might take is always uncertain.

Further south the effect is less, partly because magic is weaker and
partly because men hunt down and destroy mutants. Mutant
children born in the Empire are exposed at birth or left in the
woods to die. None marked by Chaos are permitted to live
alongside true men. In Ulthuan the power of the Elven Mages
drains away the corrupting power of Chaos by means of a great
vortex centred upon the Isle of the Dead.

Despite these precautions there are many who are touched by
Chaos in hidden ways, especially amongst the race of Men who
seem strangely vulnerable compared to other races. There are those
amongst mankind who have been given potent gifts by the random
mutating effects of Chaos. Outwardly they are normal, but within
their bodies they harbour a secret power. Some have ordinary
human abilities magnified to an incredible degree, possessing
extraordinary intelligence, ambition, strength of mind of
charismatic powers of leadership. Others have hidden powers of
perception, strength or resilience. A few have abilities even
stranger, and can breathe flame or are able to mesmerise or kill
with a gaze. Men of such power must conceal themselves or be
driven out by the witch hunters and priests.

CHAOS CHAMPIONS

There are men who make a binding pact with the Chaos Gods and
in doing so open up a channel of energy between their own minds
and the power that resides in the Realm of Chaos. By this means
these Champions of Chaos hope to develop their own powers
further, to become great leaders, warriors or sorcerers. Some
willingly join the conquering armies of Chaos and hope to one day
sit amongst the gods and rule a world of shadow and sorcery. There
are many now who see the ttiumph of Chaos as inevitable. Amongst
the cities of the Empire hidden cultists recruit new followers. In the
wastes Champions gather mutants to their cause.

Out in the Northern Wastes and deep in the heart of the Empire’s
forests the followers of Chaos prepare for war. They test theif
strength against the monstrous creatures of those regions, against
the Orcs and Goblins, and against each other. Hundreds of small
wartbands wander the northlands, plundering outlying Huma?
settlements and occasionally raiding the territories of Kislev, Norsc2
and the Empire. As their power grows stronger, Champions gathe
more followers, and lesser Champions join them, and in this way 2
dark army grows within the heart of the Old World.
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WOOD ELVES

he Wood EIf realm of Athel Loren in the heart of the

I Loren Forest is all that remains of the once
numerous Elven colonies of the Old World.
Thousands of years ago when the Elves and Dwarfs
fought their long and bitter war, most of these colonies
were destroyed. Many proud EIf cities fell into ruin,
including the great port of Tor Alessi where the
Bretonnian city of LAnguille now stands.

THE PARTING
The Elves left the Old World to face new troubles at
home, in the land of Ulthuan where civil war was brewing
between the High Elves and the Dark Elves. However, not
all the Elven colonists abandoned their homes, a few
refused to do so, and retreated instead into the vast
forests of Loren.

THE PEOPLE OF THE WOOD
Wood Elves are physically identical to their cousins the
High Elves. They are tall, graceful in all their movements,
and extremely agile. The bow is their principle weapon,
although they are not afraid of hand-to-hand fighting as
they are very skilled warriors. They prefer not to wear
much armour, so they can move as quickly as possible
through the dense woods. Over the centuries they have
grown into a distinct and independent people. They have
relinquished all former ties with Ulthuan and its Phoenix
Kings, and have chosen to tread their own path of
wisdom and natural lore.

Today the Wood Elves shun contact with other races and
show no mercy to those who invade their woodland
realm or who cause malicious damage to its ancient trees.
The Elves have grown to love the trees and the
woodlands, and have learned to live alongside the spirits

of nature and the magical principles of the land. They
have distorted the space around their realm by means of |
strange enchantments, so that it is almost impossible to
enter Athel Loren without the leave of the Wood Elves |
themselves. Any who wander unwelcome into the |
greenwoods soon meet with an untimely end, and few
that enter with malicious intent ever leave alive.

THE ELVEN GODS

As they took to their new lives the Elves built shrines to
the ancient Elf gods Kurnous and Isha, the wild hunter
and the earth mother. The mages discovered places in the
forest where magic was strongest, and there they set
stones to fix the magic and contain it safely. As the Elves
made new shrines and uncovered new sources of magic
the forest itself seemed to respond, as if the primeval
spirits were being called forth from trees and stones.

THE KING AND QUEEN IN THE WOOD

From the oldest tree in the forest, the Oak of Ages, came
forth the King and Queen in the Wood to rule over the
Elves. In the outside world stories began to circulate of
the magical realm of the King and Queen in the Wood,
gods made flesh to rule over the land of Athel Loren. Few
dared to enter the woods, whilst in far away lands the
very name of Loren was enough to conjure images of
sorcerous deception and mysterious power.
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THE UNDEAD

n Undead army is a horrific thing to behold -
Ahordes of dead walking resolutely forward,

bones rattling, dry flesh creaking, corroded
wargear scraping and clanking. The smell of death
hangs over the army like a cloud of contagion, the air
is full of grave dust and the resinous smell of
mummified flesh. Spirits prowl like shadows amongst
the ranks: powerful Wraiths, insubstantial Ghosts and
Wights plucked from their stony tombs. The skies
darken with the tattered wings of Carrion and the earth
shakes under the tread of Skeleton Warriors, Zombies,
Mummies and other repulsive Undead creatures.

RESTLESS LANDS
It is scarcely any wonder that the dead do not rest
easily in their tombs. The Warhammer world is steeped
_in magic and everywhere there is magic, there is the
power to change and undermine nature. In places
where sorcerous power is inexplicably strong there are
many Undead creatures that roam at night or gather
into the cold comfort of their tombs. In the Southlands,
such a place is the Land of the Dead, the ancient realm
of Nehekhara. In the Empire, the province of Sylvania
has an evil reputation and in ages past its Vampire
Counts waged war against the rest of the Empire. Then
there is the cursed city of Moussillon, the Zombie-
haunted swamps of Skavenblight and the ancient tombs
of the Grey Mountains. The Barrow Hills of the Border
Princes is a land of dread that all living creatures avoid
where possible.

LORDS OF DEATH
Throughout mankind’s history there have been
Necromancers, Vampires and Liches who have called to
arms great armies of Undead. There is none more
powerful than Nagash the Supreme Lord of the Undead,
who rests today within his sarcophagus in Nagashizzar,
the deadly master of an evil empire that stretches into the
0Old World and beyond. It was Nagash whose great spell
of awakening brought many foul creatures from their
graves, including the dread Tomb Kings of Khemri. But
there are others who have striven to overthrow the living
world and make themselves its undisputed lord in death.
Lichemaster Heinrich Kemmler led a horde of
Skeletons, Zombies, Ghouls and Wraiths that
poured down from the highlands of the
Grey Mountains destroying all in their
wake. Arkhan the Black rose from his
tomb to crush the enemies of his master
Nagash, and for many long years
harried the Southlands in the Wars of Death.

= SR Sk L =Y W
ﬁn that dread desert, beneath the
| moorb pale gaze, the dead men {
. walk, They baunt the dunes in
" that breatbless, windless night. |
| CThey brandish their weapons in

mochking challenge to all life, and,
) sometinis, in ghastly dry voices,
like the rustling of sere leaves, o
they whisper the one word they
vemember from life, the name of
their ancient, dark master. They
whisper the name Nagash.
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said the restless spirits of the slain
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THE SKAVEN

n the distant
_past, rats
infesting some
decaying ruin
are thought to
have fed upon a
mighty source of
magic power. This
power was a substance
called warpstone —
solidified
fragments of
raw sorcery
formed during
the Time of
: " Chaos. Under
its unwholesome influence the vermin mutated, growing
in size and intelligence into the vile Skaven.

SKAVENBLIGHT

The Skaven quickly spread across the world, establishing
settlements in the sewers beneath unsuspecting cities and
invading underground strongholds from below. They have
created a vast and intricate web of tunnels that spreads
across the world. An equally complex network of spies
and agents informs the Skaven of their enemies’ plans. At
the centre of the web lies the capital of this under-empire,
the vast, sprawling city of decay called Skavenblight. This
most secret and vile of places lies deep in the treacherous
marshes of northern Tilea.

With their heightened intellect and humanoid bodies the
Skaven have learned to use warpstone to fuel their
corrupt sorceries and to create weapons of awesome
power. Warpstone is vital to the Skaven, they depend on it
to feed and drive their civilisation - it forms a vital part of
their foul ceremonies and the worship of their god, the
Horned Rat.

THE UNDER-EMPIRE

The insidious spread of the Skaven continues tirelessly
and unceasingly, gnawing at the roots of civilisation like a
cancer. They seek to bring corruption and decay to the
Old World, causing the downfall of all civilised races so
they can feed on the ruins and dominate all living
creatures. The Skaven under-empire spreads apace and
the Horned Rat grows in power every day —though for the
most part he sleeps, awaiting the call from his children
that will awake him and bring him down to the world of
mortals to feed upon their decaying flesh.

When the Horned One rouses, the Skaven erupt into an
intense period of warfare and strife, laying waste to towns
and cities in an orgy of destruction. In these times not
only do the Skaven wage war upon other races but among
themselves as well: the slow, the weak and the foolish are
set upon and torn apart. The Skaven race purges itself of
its weaker members and makes slaves of the defeated.

SKAVEN CLANS

The Skaven are divided into clans of which the Warlord
clans are by far the most populous. Each Warlord clan has
a pecking order ranging from the lowliest weakling slaves
to the most powerful warriors, and ultimately to the
Skaven Warlord, who is the cruel and cunning master of
the entire clan.

Life for all Skaven is marked by constant squabbles and
fights for supremacy. These individual clashes are fought
with tooth and claw or knives. There are few fatalities but
nearly all Skaven are scarred from these fights, many
having lost an ear or eye. Skaven crippled in fights can
expect only to be summarily dispatched by the victor.

Skaven have many slaves, many of them Skaven beaten in
combat, but some are other races defeated in battle. Slaves
occupy the most miserable position in Skaven society,
often being used in dangerous experiments or as cannon
fodder in battles. Their lives
mercifully short.

are brutish, painful but
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THE RULE OF THE STRONG

Within the greater clan structure the story is the same:
weaker clans are dominated by stronger ones and any
which become vulnerable are quickly enslaved by their
peers. The four most powerful clans are Clan Moulder,
Clan Eshin, Clan Skryre and Clan Pestilens. These Great
Clans are the masters of the Skaven and the rulers of
their under-empire, and have complete ascendancy over
the struggling mass of the ordinary Warlord clans.

Each of the Great Clans has its own weird armaments
and foul methods of waging war. Clan Moulder are
powerful beastmasters, and use warpstone to mutate
breeds of ferocious fighting beasts. Clan Eshin are feared
as assassins and stealthy murderers, active within and
under the cities of man. Wherever there is squalor the
adepts of Clan Eshin can be found, poisoning human
food and water supplies and stirring up the rat packs.
Clan Skryre are known as the Warlock Engineers, masters
of the insane blend of magic and science which has
produced, amongst other things, the dreaded warpfire
throwers and the equally devastating poisoned wind.
The Clan Pestilens are also known as the Plague Monks.
They are disciples of disease and dedicate themselves to
spreading pestilence and plague with morbid energy.

THE THIRTEEN LORDS OF DECAY

All the Skaven clans are ruled over by the Thirteen Lords
of Decay. These include the leaders of the greatest cities
and fortresses of the Skaven as well as some who lead a
reclusive life studying the ways of magic and death.
There are twelve, rather than thirteen, Skaven Lords of
Decay, the full number being completed by the Horned
Rat himself,

The Council of Twelve meets together occasionally and at
other times maintains contact via magical means.
Between them they coordinate the activities of all the
Skaven across the world and spread the word of their
master the Horned Rat. It is said that any Skaven can
challenge one of the Lords of Decay and gain a place on
the Council of Twelve by defeating him, but it is also said
that the current Lords of Decay have held their positions
for over four hundred years.

SORCERY

The mysterious Skaven known as the
Grey Seers are the servants of the Lords of
Decay and carry their instructions to the
clans. There are many Grey Seers and
they occupy an elevated position amongst
the Skaven, concerning themselves solely
with the most important of matters. Grey
Seers are sorcerers of great power, using
warpstone to boost their magic powers,
and may be found leading hordes of
Skaven clans into battle.

On the battlefield Skaven rely on weight
of numbers and potent magic to
overcome their foes. Regiments of Clanrat
warriors wearing dark, ragged clothing
and scavenged armour swarm forward in
a squeaking, chittering tide supported by
the insanely dangerous warpstone
weapons of Clan Skryre and the mutant
beasts of Clan Moulder. The Clan Eshin
ambush unwary foes and the frenzied
Plague Monks squeak their devotion to the Horned Rat
as they hurl themselves into the foe.

Individual Skaven warriors are vicious but cowardly
creatures, preferring to strike their foes from behind or
as they sleep, but in large packs or gangs they can be
driven into a fanatical state which makes them oblivious
to casualties and danger. In such a state they are virtually
unstoppable. Skaven armies, when they appear openly,
are always massive in size and often overwhelm their
enemies by sheer weight of numbers.

S



| DEMON PAINTING

In our second article in a series aimed at inspiring you to grealer
painting beights, Paul Cairncross - 1999 Golden Demon Slayer Sword
7 winner - takes us step by step through bis most recent modelling project.

DESTROYER TANK HUNTER

. ﬁ Whilst at Games Day 1999 I came across the Forgeworld resin kit for the Destroyer Tank
P Hunter conversion It reminded me instantly of the WW1I German Hetzer and without any
'_'i hesitation I bought one. When Dave asked me to do a model for White Dwarf I knew straight
(B | away what kit [ wanted to do.

Even though it was already a Leman Russ conversion I still wanted to do something different,
to give that personal touch so it would be the centrepiece of my Imperial Guard army.

My first step was to think of how I wanted the model to look. I made a skeich to make sure
that what I was visualising could be achteved and also give me a plan to

Paul’s starting point. i
the top section of CONSTRUCTION
the Destroyer | | commenced by removing some of the surface detail from the resin
Tank Hunter. | onversion parts. To do this 1 used a razor sharp chisel-like blade in a craft
knife. You can usually get them from the hardware store for a couple of
dollars. If you can remove your detail without causing t00 much damage
to both parts, you will be able to use the removed parts at 2 later date
Once the parts were shaved off any holes or scars were filled with hobby
putty. I then sanded the surface down with 2 small piece of "wet and dry"
sand paper used wet, The kit was now
ready for the placement of new detail

Paul Caincross
bolding aloft the
magic sword.

PUTTY

SAFETY FIRST = 1 wanted the hatch to help mal;e the A hint when using epoxy putty
When cutting or e e tank commander stagd out, achieving | _ ;o0th it down with a wet
sanding resin you |} .o=7" the affect I had visualised. I used | popby blade, that way the
must wear a dust plasticard disks to build up a hatch | epoxy won't stick to the blade
mask as the dust from the Leman Russ kit. The disks (used as spacets) | and you can get into any nooks
can be harmful. Paul really | Were cut with a “circle cutter” (available from mostart | and crannies with the point.

went to| shops). T also cut out a crcle that was slightly

town | larger than the batch base: Using the largest circle first

converting | 1 then layered the hatch size spacers and glued these together adding last the hatch base
this batcht | from the kit T then added gussets (Mmmm? - DI). also cut from plasticard, and spaced
them evenly around the hatch leaving a space at the front where I added the storm bolter
mount. To complete the hatch I added the kit lid, and a valve handle from my bits box.
various other detail was added to the top of the kit, a hatch from a Chimera, a scannet
array from the Vindicator, new mufflers from multi meltas and the vision block from the
Leman Russ.

Once finished with the detail on the main body I started assembly of the tank sides and
track. 1 did this as per the instructions but decided to make one slight

Creating an aerial from alteration. The locating lugs for the side sponsons and the hinges for the

‘ two strands of wire. front door were removed by shaving off with the chisel-like blade. 1 then

. placed a plastic card over the opening of the door to make it look like a field

L | fitted armour plate. To achieve this look I drilled holes evenly around the

! /’ perimeter of the armour plate and added small nails used in making model

i r ““F:\\ W ships (or you could use dress-making pins). I placed hubs of Space Mann¢

‘ / =% - " bike wheels in the corners of the armour plate and added the Imperial eagle
g = : "1 that 1 had shaved off earlier and another I had saved.

Now, for the overall assembly This was rather tricky as some of the paris
didn’t line up all that well. Don’t be too alarmed if the fit isn't exact at first,
this can be a common problem with resin kits, due to the shrinkage that can
occur in the moulding process. 1 shaved off excess resin to get a better join
by lining it up and shaving until I was satisfied. It was then glued together
with slow setting super glue. Any gaps were filled with hobby putty.

After the final assembly I looked at the model and thought about any other detail that was
needed. I added some jerry cans, towing eyelets, and track links were added at the front with

\
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e bolts cut from an Ork axe to look like they were
ing them in place. To complete the look I added an
. To make this 1 held spring steel and fuse wire
her 1n a Games Workshop pin vice and slowly
apped the fuse wire around the spring steel to form
1 looks like the spring base of an aerial and wacked
in to place.

not satisfied, 1 decided to cut the baffle/flash
pressor from the Leman Russ barrel and added it to
nd of the Destroyer barrel.

INTING

the assembly completed next was the fun part.
ting. First of all I chose a desert camouflage. 1
mthered all the colours that would be seen on any other
‘esert scheme — browns, yellows & bones. Instead of
{:- off a colour chart I looked at the bottom of the

wors. 1 picked out colours that fit well together and
ded on a base colour of Bubonic Brown. with
ouflage colours of Bleached Bone and Dark Flesh. 1
=d to try a pattern like one you would find on a
ern military vehicle.

The ficst step was to undercoat the vehicle with Black
Spray Once dry I used masking tape to cover the tracks
and sprayed the whole model again with Bubonic
Brown. After this 1 drybrushed the entire tank with
Bleached Bone.

| DRYBRUSHING

| The best method for drybrushing is to start with a dry
brush, add the paint to the brush then paint it out on a

|I piece of scrap paper until there is almost no paint

" coming off the brush. Then lightly whisk the brush

||‘ over the surface leaving just a highlight.

Now comes the nifty part. I placed rolled up blu-tack on
the tank to shape my camouflage pattern and anywhere
that would remain Bubonic Brown was taped off with
masking tape. The exposed areas were then sprayed
with Bleached Bone spray. Once that was dry I peeled
the blu-tack and masking tape off to expose the first part
of the pattern.
l.jrepeated the process, this time keeping in mind the
areas that already had been sprayed and should remain
Bubonic Brown or Bleached Bone I sprayed the
“Exposed areas with Dark Flesh using an airbrush. If you
0 not have access to an airbrush there are beaps of
other colours available in a spray that could be
subsututed (Blood Red. Bestial Brown, even Chaos
iﬂafk - DT). Once that was dry 1 again peeled back the
ipe and blu-tack to reveal the overall colour scheme.

I diybrushed the Bleached Bone areas with Skull White.
Thc Dark Flesh areas were dry brushed with a mixture
OF Bubonic Brown and a drop of Dark Flesh.

he tracks and any other metal parts were then painted
- With Boltgun Metal and given a Black Ink wash. They
Were then highlighted by drybrushing with Mithril
Ver The jerry cans were painted in Codex Grey and
rushed with Fortress Grey. The muffler and
ciated pipes were painted with Tin Bitz and
. l'!n.'l_:lmshed with Burnished Gold. The vision block and
eadlights were painted with blues and the scanner
I3 lenses were painted with reds. These were done
mle'same way you would paint a gem stone, i.e. starting
With a2 base colour, add lighter colour to bottom edge,

\ The first stage of drybrushing -
Eleacbed Bone over Bubonic Broun.

Once the Bleached Bone
spray was dry the blu-tack...

...and masking tape was
applied, ready for the
Dark Flesh spray.

atd

All that remains to paint is the
detail (and there’s quilte a lot of it)!

DEMON PAINTING



SERIOUS MODELLING STUFF

was to firstly spray the entire model

had dried a little I wiped off the

turps to give a subtle effect. You
could also achieve this wash by using
a mixture made up of Brown Ink
with a small addition of Black Ink. It up the wusual

this is a surface dispersant and helps

recesses. If using the inks do not
spray the model with Varnish first.

s ay outside to avotd unsightlySggpet stains

“

darker colour to top edge
and a tiny white spot in the T :
; 1 : 1 Russ t
Adding a wash. The method I used top corner to give the W o 9
impression of it catching |[FFIETS

entire model with a brush. Once it compliment than another
excess with tissues dampened with gﬁexgmgﬁﬁthung};
Mask, he suits the desert
feel. The figure was painted
way of
is best if you thin this down quite undercoating in  black,
considerably, when using inks you painting the uniform Codex
can always apply another coat. 1add | Grey and then picking out the detail that have been added which came from my
a drop of detergent to my inks as FINISHING TOUCHES bits box. I carefully shaved off the Imperi

the ink to culminate into the To add a finishing touch for display pieces | replaced it with skull and crossbones an
I like to put my models on a simple base. | scroll from the armour plate of th;
This doesn’t have to be anything special | Vindicator. To get this from the armou

DEMON PAINTING

Paul used a spare

with Matt Varnish. I then made a N

mixture of artists oils in black and light the scenic
raw umber to give a greasy colour, I needed someone gutsy [RZUS

this was thinned down with mineral enough to drive this blood

turps. This was applied over the bucket What better

You will notice there are some other pary

eagle from the front of the resin kit an(

plate you will have to cut the detail oy
: ; roughly with a fine hacksaw (available fro
- dfsplay.mg Foul yougfl:u}:ourite Games Workslgop store) ax:;
work. Mine was then file the back down using a needle fil
made up from a | eah, you can get it at the same place) unt
Gothic Ruin on a | yoy are left with just the surface detail. |
picce of plywood
placed into an old
picture frame

The building of a kit like this gives me a great deal of enjoyment
and satisfaction. Don’t be afraid to try something new to make
your model look individual. You don’t have to make as many
modifications as I have, just a simple addition of an aerial can
make a model look decisively different. I would be happy 0.
receive any feedback, as I've never stopped learning.

“Til next time...

it’s just a good way

The finisbed Destrayer Tank Hunter. It will be
on display at Games Day 2000, where Paul
will also be a Golden Demon fudge.

~7
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Arm/ 56/ Eomega Three

Scribed >by: Inqurstior Yuwar

Re: Ork frites

Thought:

A mind without purpose will wander in Ms.

Alter Menace part I/

A contrnuation of The report concerning fhe arfferent Ork Trites unified under The banner
of Ghazghkull Mag Uruk Thrags; The Beast of Armageaion. This report compiled by fhe
Emperors most humble servani, Andy Chambers

So-far we have looked af The Orks of Great Overlord
Ghazghkull’s War Horde and The White bightmng Trite. What
follows 15 & Ffurther analysi= of Three more Ork Trites
encouniiered during The fighting i The Armageddon: sub-secior

Black Slayers Tribe

Trital Lotours. black

Tribal Glyph: red horned skul!

Trital Motis. back and white chatks

Netes. The Black Slayers are a neforious scourge of the
so-called Great Pespot of Pregruk. an Ork ewpire o The
gataciic north of Armageaon: The Bluck Stayers have
repulation for laking ne-prisoners and slzaghiering even
non-combaianis in-an orgy of blooalust, umusual for Orks
az They rely heavily on stave-lnbour It seems That @ large
properton of the Black Slayers are fighting in
Armageddon Frime; sfreci-fightg Through the shaftered
docklands of Tempestora and Peath Mire:

Lrooked Moon Trite

Tritl Lotours. yellow

Tribal Glyphe black quarier-moon
Trebal Mots. back Fames

Notes. The Lrooked Moow frite 1s part of Ghazghkoll=
forces in Armagedaon Secundus, currently embrorled i
laftles around The Helsreach permswin: The fighting has
been iitense and The Trite has lost & fhird of /15 warriors
gaining confrol of three volecame peaks frown locally as
the Three-Fg. Pespite s losses, the iribe cam still muster
Twenty warlands and Thangs To- The unfortunate demjse of

their fellows. The survivers are:exTremely well-equipped with
stikkbomibz, armowr and weapenry. The Crecked Moon
Trite: has obvious affhiations with the Bad Meon clan and
haz been fighting i coordmation with The warlands of
Warlerd Mortad, whose preponderance of heavy oranance
and profiigate use of ammuntlion has earned lim The
weary nickname Mere-bang’ among bvperial freops.

Stompers Trite

Trotal Lolours. green and black
Trital Flyph: red or yellow explosion
Trital Motifs. yellow or red dags

Notes. The Stompers frite are part of the imvasion force of
Urgok the Unstoppable fighting Through The parched
kightands of the Fire Wasles, north of the Botlng Sea: The
rite fs umuswal because: It uses dveadnonghts and walkers
almost exclusively instead of more conveniional buggies,
bikes or other vehices. There have even: been: reper’s of The:
Stompers using caplured sentinels and reburlt Space
Marine Preadnoughts in their ranks. The: frobal colours of
the Stompers are applied in & primifive camentiage paftern
Which: appears fo-be an attemy 1o mimic The coat of Hhe
Koriger. an aggressive preautor of The: equalorial tungles
which: aivide Arnageddon Prime and Secundus.
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Kannon and crew

The echoes of mighty explosions reverber,
through the pages of White Dwarf this month
the Ork Big Gunz let rip! All three Big Gun
released with Gretchin crew; so you can noy
field batteries' of lobbas, kannons .arrd _
gunz to support your Boyz mobs as they getile
grips with the enemy.

Designed by Brian Nelson and Norman Swales,
each of these artillery pieces fulfils a differant
role  in. your Ork horde: The zzap gun I1s &
specialised (if unreliable) anti-tank weapor
which hits autematically wher' it fires. The
Lobba is most useful for breaking up apd
pinning in place large formations of enemj
troops with its barrage effects and for destroy: it
I:ghr vehlcles The Kannﬂn is the chome to take

* large parl of his brain in/a raid, whilst he was a mere Boy.

Mad Doc Grotsnik

Ghazghkull suffered severe wounds to his cranium and a

An Ork Painboy, Doc Grotsnik, had the pleasure of
‘working' on the stricken Ork and went on to replace part
of his cerebellum with an adamantium bionic device
which Ghazghkull claimed to have have triggered his
latent psychic powers. The rest is history.

Unfortunately Groltspik wen! on lo have a nasty
encounter with a runaway Dreadnought which resulted in
him ending up on the treatment table himsell under the
enthusiastic but not very skilled knives of his Grelchin
orderlies: Predictably the results were less than ideal and
he has been called ‘Mad' Doc Grotsnik ever since.




he Steel Legion Sentinel is heavily

modified from the standard model

used by most Imperial Guard regiments.

It is fitted with an armoured crew
compartment to provide protection from

bérate the deadly corrosive atmosphere of
nill'as Armageddons ‘ash wastes. It is also
nZare com_{ﬁon for the weaponry on the
N fow Sentinel td be upgraded to a lascannon
ap to provide heavy support for the
L to . mechanised infantry, who are commonly

equipped with a multitude of anti-
persennel weaponry but lack the serious
punch to deal with heavily armoured
targets.

Equipped in this way, the Steel Legion
Sentinel becomes a highly effective
hurites=killer unit, able to move rapidly to
answer any threat to the Sfeel Legion’s
mechanised columns.

The 3rd War for

f—\?ﬂf‘»CFDDO\T
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S!:!I__II_ Legion Sentinels probe the Eldar defences ahcad f : majn saulr.




' our Terminators

By Andy Chambers
“There’'s something wrong with
ay...”

The crux of this section is a new rule
for Terminators, Chace Terminators
and characters'in Terminator arinour.

| For some time I've been getling

feedback on Terminators which is less
than encouraging. My own games

have also tended to show up the

same things. Basically these elite,

CHAPTER APPROVED

By Andy Chambers

CRUX TERMINATUS

weapon-overheats, but the poor old
Terminators have been thoroughly
“hammered on the receiving end.
Close combat has aiso become a
gerous place with Ork choppas
and power weapons being able to rip
up lI'eurmina’toe’é before they get a

chance to sirike back with their

cumbersome, if deadly. power fists.
This [atter problem in particular has
also dissuaded most players from

Greetings citizens, and welcome to Chapter Approved, returning to you after a long lay-off due to crusades againg
assorted aliens and heretics. Most specifically the Third Armageddon War has caused a not inconsiderable dent,
our plans (damn that Ghazghkulll), and the huge Tyranid incursion on my desk is in severe danger of sprouting |
and taking over altogether. As if this were not enough to contend with, we’ve also been working up some Cityfi -h1'
rules, and like all urban conflicts, progress has been bitter and hard won with lots of casualties and bloodshed, §,
special apologies to anyone who has written in to Chapter Approved over the last few months and not receiveq
response yet; sorry, please be patient and take some comfort from the fact that if the Tyranids do get out of hang
can simply drop my bulging Chapter Approved folder on top of them...

fairly esoteric. Lowering poinis costs|
is tempting, but ultimately wrong
Terminators cost the right amount jp

comparison to Space Marines and |
don’t want to break that equation.
Assuming, however, that Terminalors

are overpriced at present, the corract
thing is to make them a better choice,

The solution: Terminator armour:
is flegendarily thick and heavily
reinforced - with armaplas and

adamantium. Terminators are capabile
of surviving just about any hit, even
ones from plasma or power weapons,

To represent this Terminator armour
now receives a 5+ invuinerable saving
throw as well as its 2+ armour save,
This means that any wound scored on
a Terminator which doesn't allow an,
armour save (AP 2, power weapons
etc), is ignored on a D6 roll of 5 or 6
Remember that a Terminator can use
its armour save or its invulnerable
save against a wound, but not both.

equipping characters in Terminator
armour teo. “Sc what?” would be my
normal response, along with some
biting comment on leaming to use
them better. But you can only stick
- your head in‘the sand for so long, and
| the tales of woe just keep coming.
. The most telling cry for help ! keep
seeing is the fact tha! most Space
Marine players don't use Terminators
in their armies anymore. Sad really,
and definitely in need of rectifying.

A number of suggestions have been
made on how to fix this, some of them

~veteran warriors, the finest of the
. [Emperor’s finest, are getting their
' faces kicked in pretty regularly. Why
s07? Because plasma weapons have
emerged as the gun of choice in a
number of armies, the reason being
that plasma combines the strength to
 damage armoured vehicles with the
armour penetration to kill anything up
to a Terminator with a decent 24"
. rapid fire range. This has led to *
 amusingly high numbers of Imperial |
%;ardsmen frying themselves with

#

L“’!w'

“I‘i“'_ -1 = oy e i
| A squad of Crimson Fists Terminators hold out a




By Jeff Wright

| \Whilst -the rules given for Night
" gighting m the scenarios section of

des agaijj,. 1e Warhammer 40,000 rules are all
able dentj, | and good, they represent only
outing |gge - facet of fighting in the dark:
ne Cityfigy & | Uision. | have no doubi that this was 10
odshed, ' F | 19 rve  simplicity in the rules
t receiveq; system. However, | have come to the
ut of hang, onclusion that the lack of any

shological effects for night fighting
ans that the rules are more an
sn to the commander rather
. a second foe to combat. It is

vyorth explaining my heavy use of
Morale checks in these rules even for
s that don’t really warrant a test
rale. 1t is my belief that the
ership value of iroops best
the quality of said warriors.
when testing on Leadership,

3
gg‘éﬁ:&;_ are bringing in the factors of the
er choice very, intelligence, tfraining and
4 rgear of those troops (a Space
T armatis ne in power armour is bound to
! heavilys more confident than an Imperial
las  andd ardsman in a vest). It also neatly
e capaile igs in other factors like Space
hit, e"‘?“f-J fine autosenses allowing them to
weapons, in the dark to a certain_extent,
Dr armour. herefore they will pass the Morale
ble saving ..~’3 1ecks much more easily, neatly
1our save, epresenting the advantages of their
scored on que situation. | shall call them
Callow an adership fests to avoid confusion
weapons ith the usual fall back rules as they
of 5 or 6. not always applicable. It is also
¥ can yse worth noting that | am an Imperial
tulnerable Guard player and so these rules will
a huge pain in the pipes to me, but

10t both.

: ma and character are way more
“important 1o me than victory! Well,
Ilﬁvgheut further ado, here they are...

b”F

Night Fighting: All the rules from
page 134 of the Warhammer 40,000
rulebook apply.

The Jitters: Every squad and
character in the army must make a
successful Leadership test every turn
in order to function normally. Vehicles
are exempt from The Jitters as three
inches of stesl tends to inspire
confidence. Cavalry suffer a ~1
penalty to Ld for this test as horses
(or whatever the cavairy troops are
nding) tend to be a tad skittish. If
failed, roll @ D6 and apply the result
below:

D6
1-3

Action:

‘i unit hears the crack of a
twig or something and hits
the deck, axpecting a
barrage of enemy fire. The
unit may not move this turn
aithough they can assault, as
by then they have realised
their mistake. Shooting is not
affected.

The mind plays tricks and
shadows all around become
enemy soldiers. Thinking
they are surrounded, the unit
hastily withdraws. The unit
must fall back as described
in the rules (N.B crossfire
can occur as a direct resultl).

Pinning: A sudden burst of bright
gunfire is a nasty thing at night, much
more traumatising than in the
daylight. All shooting is capable of
pinning troops in the same way as
barrages. Obviously, the effecis of
weapons that normally cause pinning
will also be worse, so Barrage pinning
and sniper rifles inflict a -1 penalty to

NIGHT FIGHTING: EXPANDED RULES

Leadership tests, and Ordnance
barrage pinning inflicts a -2 penafty
instead of the usual modifiers.
Geiting Lost: Getting tost is a hell of
a lot easier at night than in daylight. If
a squad member breaks his cohesion
distance (see page 43 in the
Warhammer 40,00 rulebook) then he
must make a successiul Leadership
test, representing the brains of the
soldier, or he gets lost. A fost modelis
removed as a casually but the
opponent gains no victory points for
him. if the test is passed then the
normal rules apply. NB: Even troops
who are immune to psychology must
take these tests, even though they
are based on Ld.

Exception: Daemons do not see the
world in the same way as everyone
else. They ‘see’ the souls within
instead of relying on fickle light.
Daemons of all kinds, possessed
Space Marines and the Eldar Avatar
are exempt from ALL night fighting
rules, including the ones in the book.

Scenarios: In all scenarios where
there is an attacker and a defender,
the attacker gains a +1 modifier to all
of his Leadership values to a
maximum of 10 in his first tum for The
Jitters. This represents the fact that
an attack at night is very favourable
for an army, as they know there are
soldiers out there whereas the
defenders haven't a clue! After the
first turn, all benefits of surprise are
lost and the modifier dees not apply.
This rule is largely to aliow an
attacker a better chance of aciuaily
making an attack on the first tumn
rather than his entire army refusing to
obey their orders!
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By Gav Thorpe, based on ideas
by several different contributors.
Since the Dark Eldar Codex was
released, we've had asteady trickle
of correspondence bemoaning the
tack of vehicle upgrades in the Dark
_ Eldar army list. Well, 've butchered
. and cannibalised the best ideas
we've raceived into the following
list. Thznks to everyone who sentin
suggestions.

A Raider can take any of the
foliowing vehicle upgrades. A
_Ravager may not take Scaling Nets,
Slave Snares, Torture Anp or
Trophy Racks. The points values are
different for Raiders and Ravagers,
as shown in the entries below, with
the points values for Raiders firsl
and for Ravagers second.

Horrorfex - 5pts/Spts

As the vehicle falls upon its foes,
arcane grenades made from
captured Eldar wraithbone sow
discord and terror within the
. _enemy’s ranks. The vehicle is fitted
with a larger version of a Terrorfex,
which can be fired instead of
another of the vehicle's weapons in

the Dark Eldar Shooting phase. il

‘has tha same effect as a Terrorfex
(see the Dark Eldar Wargear
section of the Codex) except that is
has an 18" range.

Night Shield - 15pts/20pts

The vehicle’s open deck is covered
by a wide-area shadow field,
enveloping the vehicle in darkness
and hiding its true location. This has
the effect of adding 6" to the range
from enemy units wishing to fire at
a vehicle with a Night Shield.
This may put the vehicle out of
range, in which case the shooting
automatically misses. The extra
distance is also counted for working
out if the vehicle is within Rapid Fire

‘moving

DARK ELDAR VEHICLE UPGRADES | !
Slave Snares - 15pts/unavailable

range. it has no effect on template.
ordnance or barrage weapons. The
Night Shield does affect whether
the vehicle can be seen in a Night
Fight.

Scaling nets - Spts/unavailable
A web of netling hangs to the
ground from the Raider, allowing its
passengers to get on and off more
swiftly. A unit may embark or
disembark onto or from the Raider
at any point during its move, rather
than just at the beginning or the
end. Thay imay not do this if it will be
over 12" in total that turn,
and they canngt move before
embarking or continue to move
after disembarking as it is a moving
vehicle. Unfortunately. the nets also
provide easier access for foes, and
any enemy unit attacking the Raider
in close combat hits on a straight
4., rather than the 6+ usually

‘needed for skimmers. A Raider with

Scaling Nets cannot have Scythes
or Slave Snares.

Screaming Jets - 15pts/10pts
The vehicle is fitted with additional
high-powered jet engines, which
aliow it to drop from the skies with a
characteristic screaming wail. A
vehicle fitted with Screaming Jets
can Deep Strike if the scenario
normally allows Deep Strike to be
used. The vehicle counts as moving
over 6" on the turn it arrives and
troops on board may not disembark
that tum.

Scythes - 10pts/10pts

The vehicle has been fitted with
blades along its hull, making it a
risky prospect to attack in an
assault. Any enemy model that rolls
a 1 to hit when attacking the vehicle
in.an assault suffers a Strength 5
hif, with normal armour saves
allowed.

The Raider frails numerous long
chains and whips, each lined with
barbs and hooks to pluck unwary

foes from the batilefield as it

swoops past. If the Raider passes
over an enemy unit during the
Movement phase, and does not
move more than 12" in total, the unit
takes D6 Strength 4 hits, with
normal armour saves allowed,
Models removed as casualties are
treated as prisoners for victory
poinis ‘purposes. Slave Snares
have no effect on vehicles. Any
casualties fost by a unit in the
Movement phase are added to
casualties from the next Shooting
phase for the purposes of working
out if they have lost 25% casualties,

Torture Amp - 10pts/unavailable
During baitle a Haemonculus
tortures captured slaves and iraps
their  screams in special
voiceboxes. These cries of agony
are filtered through complex
projectors to create a wave of
ternfying sonic energy around the
vehicle, whicn can scatter enemy
units. A vehicle with a Toriture Amp
is able to Tank Shock, even though
it is not a tank.

Trophy Racks - 1{pts/unavailabis
The Raider is adered with
skeletons and skulls impaled on
staves, while prischers taken in
battle are tied to its deCks wilh
barbed filaments. The enemy
troops find this immensaly
disturbing and threatening, so any
enemy unit with a model within 6" of
the Raider subtracts -1 from 8
Leadership value. Note that a unit
suffers a maximum penalty of -1 1o
its Leadership regardless of the

number of Raiders with Trophy |

Racks within 6".
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_ By Gav Thorpe

" Are Warlocks a separate HQ choice from the Farseer, or
. the Farseer and Warlocks count as a single choice like

‘podyguard’ units?

\ The Farseer and Warlocks are a single HQ choice.

|f you have more than one Warlock with the power

oes. n{:?i 8= hance in a unit, are the effects cumulative?
, the unit ¢ A No. You only gain +1 WS and +1lnitiative, regardless of
;?I’ with number of Warlocks with Enhance in the unit.
owed, |
ties are 9. What is the cost of a Warlock on a Jetbike? In the
- victory. 3 " Warlock Bodyguard entry it says it costs +25 points for a
Snar:if@r | of 36 points, while in the Guardian Jetbike Squadron
les. Ay ry. it gives the cost at 41.
tin i / '\ Warlocks on Jetbikes cost 36 points. The points cost in
r.!ded “to e Jetbike entry is a bit of a boo-boo and uses the Jetbike
Shooting B of 30 points given in the Armoury. However this is the
working | \cr for Farseers, not Warlocks (Farseers go up to
sualties; 1B % ghness 5, not Toughness 4).
aliablg; 0. When a Farseer uses Mind War, it implies that you can
ionculus B8 ose which model is targeted. ignoring the normal
nd traps {88 ¢ alty removal rules for shooting. Is this right? Also, can
fspec;al I be used to target a model in an open-topped vehicle?
; oagclny LA Itis true that you can.choose the model targeted, as long
Namp 9 ¢ i¢ the Farseer has a line of sight (remember that
»unvde tho niervening enemy models and combats will block line of
- 9 “Sizht). I've decided not to allow Farseers to target models in
e Al A gpen-topped vehicles, because:
3 thougﬂ('.j a). Units inside transport vehicles cannot normally be
¥, targeted,
S b). it would be horribly difficult to judge who is in line
i;;;a“l%:ﬁ? of sight, and
aled ¢). we can assume that all the occupants’ minds are
aled ‘on b
?Pkéﬁ"i'h too ‘squashed’ together for the Farseer to single one
ks wrth | out fo attack.
m‘:’:\gg}g - | @ Does a unit protected by the Warlock power Conceal get
o an)yk 1o strike first when assaulted, as if they were in cover?
thin 6" of 1 A No, as it says in the description they just get a 5+ cover
from iﬂ;S' || Save versus shooting.
?t fa ;“:‘t 0. How do you work out the points value of a Support
s o 4 tho | Weapon? It seems to imply that each Guardian crew
» of the member costs 20 points each, plus the cost of the weapon
Trophy {1 self .
|} A 20 points per crewman would be a bit steep! The ‘points
Per model’ is for two crewmen and the support weapon.

This is then further adjusted by the type of support weapon.

Q. Heavy weapon platforms in Guardian Defender squads.
Are the crew included in the points value? Do they count
‘Against the 20 model maximum size? Are they allowed
‘Urenades?
A As with the Support Weapon, the points cost is for the
Whole package. They are in addition to the maximum unit
SiZe (so you could have 22 Guardians in fotal, and a
arlock). They aren’t Guardian Defenders as such, and
“Eannot be given grenades, but one of the crew can use his
‘Shuriken Catapult as normal.

Q Can a Space Marine Psychic Hood work against
Yarlock powers? And if so, how? When do you get a
thance to nullify the Warlock power?

‘- Against Enhance, Embolden and Conceal, the Librarian
540 use his Psychic Hood at the start of a Space Marine
jﬁ-"fn against one Warlock. If he successfully nullifies the
Power then it has no effect for the rest of the Space Marine

A

CODEX ELDAR - Q&A

turn. Against Destructor it works as normal, except of
course that there is no need for the Warlock to pass a
Psychic test first — simply announce you are using the
Psychic Hood when the Eldar player declares he is using
Destructor.

Q. In the Warp Spiders’ Jump Generator rules it says that
they might disappear in the warp on their second jump. Do
they still have to test for jumping in the Assault phase, even
if they decided to move normally (i.e. 6") in the Movement
phase?

A, Yes they do. The risk of the ‘second jump’ is to offset the
advantage of being able to move after shooting, and
therefore out of the enemy’s line of fire.

Q. If a vehicle is equipped with a Crystal Targeting Matrix
and fires in the Movement phase, can it then use Star
Engines in the Shooting phase because it isn’t firing any
weapons?

A. There’s some damned cunning devils out there... No,
you cannot fire weapons and use Star Engines in the same
turn. Also note that a Crystal Targetting Matrix cannot be
used to move vertically, shoot and then drop back down to
ground level (like a 2nd edition pop-up attack).

Q. How could a Vibrocannon shot pass through several
units unless it was on hill? Isn’t the LOS blocked?

A. Modeis block line of sight, not units, so it is possible to
fire between the models of several units, although you'd
have to be lucky to get more than two or three.
Q. Is Arhra the Father of Scorpions the leader i
of the Incubi?
A. Do you really
think I'd tell
you?




The history of the Black Templars can be traceq
back to the Imperial Fists defence of the
Emperor’s Palace during the Horus Heresy. Afte,
the Traitor Legions had been defeated it wag
decided that the loyal Space Marines should he
split into smaller Chapters. Rogal Dorn, Primarch
of the Imperial Fists, reluctantly agreed and so the
Black Templars were created. Since this time the
Black Templars have been on the greatest ang
longest crusade the Imperium has ever known tg
prove their loyalty to the Emperor. Gav Thorpe
delves into the archaic past of the Black Templars,

Origins

At the birth of the Imperium, during the Great Crusade, the
Warmaster Horus was possessed by the Dark Gods of the
Warp and declared himself rightful ruler of the Imperium,
Along with Horus, nearly half the Space Marine Legions
revolted against the Emperor’s leadership, and from
amongst their ranks arose warriors who were so wholly
devoted to the Gods they became Champions — infused with
the energy of Chaos, mighty warriors many times more
powerful even than a Space Marine. Even as Horus’s forces
assaulted the Imperial Palace at the end of the Heresy,
Rogal Dorn chose a warrior from amongst the ranks of his
Imperial Fists to be the Emperor's Champion. Brother
Sigismund., finest of the warriors of Terra, was given the best
armour and weapons and swore a holy duty to seek out the
Champions of Chaos and slay them. And so he did, counting
fully two dozen of the warped creatures in his bloody tally
before Horus was defeated and the Traitor Legions fled to
the Eye of Terror.

At the end of the Heresy, the Primarch Roboute Guilleman
of the Uliramarines Legion devised a military organisation
that would spread the power of the Legiones Astartes,
Imperial Navy and Imperial Army across the galaxy, so no
longer would one-individual wield the power of an entire
Legion again. For the Space Marines, these rules were laid
down in the Codex Astartes, a mighty tome that also dealt
with unit organisation, markings, tactical doctrine and all
other aspects of the Marines' structure. Rogal Do,
Primarch of the Imperial Fists, responsible for the defence of
Terra itself, refused to have his Legion broken down info
much smaller Chapters, stating that it was his sacred duty to
protect the Emperor and he could not afford to spht his
forces across the Imperium. Dorn called Guilleman a
coward, for his Legion had not participated in the defence of
the Imperial Palace, while the Ultramarines’ Primarch
accused Dorn of being a rebel and a heretic for refusing the
dictates within his Codex Astartes. '

Dorn would not relent, and neither would Guilleman; Leman
Russ of the Space Wolves and Vulkan of the Salamanders
agreed with Domn for they too did not want their Legions
scattered to the corners of the galaxy, but Ferrus Mannus,
Primarch of the Iron Hands and Corax of the Raven Guard
backed the Ultramarines. In the gulf left after the near-death
of the Emperor, it seemed the Space Marines were destined
to tear themselves apart in bloody conflict. When the
Imperial Fists began to be violently persecuted for their
supposed heresies, and the strike cruiser Terrible Angel was
fired upon by the Imperial Navy, it was almost inevitable that
once more internecine war would engulf the Space Marines




_ . the Imperium. But, even as the newly formed Chapters

of ¢ ;nd the old Legions were preparing for battle, Dorn relented.
8y. Afte, 1o agreed 1o the formation of two new Chapters from his
1it w |gion — the Crimson Fists and the Black Templars would
houid n the Imperial Fists Chapter. He chose Champion
Primargy, sigismund to lead the Black Templars and the Chapter took
1d so ¢ ypon themselves the black and white panoply of his armour.
time the sigismund had been chosen as the Emperor’s Champion for
test ang hﬂi fervent faith in the Emperor and his undying devotion to
“_?r‘:’" to \mankind. Seeing the strife that currently beset the Legions

or|

Astartes, and the suspicion in which he and his battle
\prothers were held, he determined that a gesture of supreme
\jaith was needed. As High Marshal of the Black Templars,
‘Sigismund declared that after leaving Terra, he would prove

;T"“‘ hic loyalty, never resting in the prosecution of his duties
yds o; :EE against the.enemies of the Emperor. It is an oath that every
'mperiy 3 subsequent High Marshal has renewed, and so the greatest
, Legiorr?g ‘and longest Space Marine crusade was begun. It has
nd from continued unbroken for ten thousand years.

30 wholly

used with Home world

1:: f;':re ':r;a Black Templars have no single home world, instead they
X Herese; ive in their Crusade fleets, upon many battle barges, strike

gruisers and other craft such as training vessels and gigantic
forgeships. The Black Templars establish Chapter Keeps on
‘avery world they conquer or reclaim for the Emperor. The
main purpose of the Chapter Keeps is to recruit new Space
Marines from the population, and to act as staging posts for
mustering the Crusades together. These Chapter Keeps are
sizeable, with chambers to accommodate two to three
Companies of Space Marines, but are far smaller than the
Fortress Monasteries of other Chapters. However, there
have been hundreds of Chapter Keeps established over the
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fallen into ruin and disrepair and are no longer manned.

millennia, some of which are still standing, others which have.

The High Marshal himself has his own battle barge, the
Eternal Crusader, and he can travel from Crusade fo
Crusade lending his military genius and spiritual guidance to
those under his command. The Eternal Crusader is gigantic,
even for a battle barge, having been expanded and refitted
over ten thousand years, with extra docking facilities for
escort ships, additional launch bays for shuttles and
Thunderhawks, as well as accommodation for twice as
many Space Marines than a normal battle barge.

Combat doctrine

The Black Templars have continued in the style of their
founder, Sigismund, in preferring close combat to ranged
warfare. Face-to-face with his'enemy, a Space Marine can
earn honour and respect and be sure that his foe is truly
vanquished.

This is further emphasised by the fanaticism of Black
Templars battle brothers, whose righteous anger makes
them impatient and headstrong. They will drive towards the
foe relentlessly, their own casualties only serving to spur
them on faster, hungry for vengeance on the slayers of their
brethren.

As part of their dedication to the Emperor, the Black
Templars swear feli oaths of faith and-protection. Before a
battle, it is customary to renew one of these vows to the
Emperor, the type of vow made focusing the thoughts of
the Initiates on -a particular aspect of their duties,
encouraging ‘extreme bravery, ruthlessness or sacred
revulsion at the foe.

Organisation_
The Black Templars are a fleet-based Chapter. They are

rarely assembled as a Chapter, but instead are divided into
a number of Crusades at any one time. Each Crusade is led
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THE EMPEROR'S CHAMPION

Ever since Sigismund
was clevated to the
rank of first High
Marshal of the Black
Tcmplars. there arc
others who have risen
to take his p]a(.: as
Emperor's Champion
The practice of having
an' Emperor's Champion
has sprrad to other
Chapters. but it is
enshrined most strongly
within the dogma of

the Black Templars

Each Crusade nominally

has an Emperor’s

Ch.llnpion. but in

practice there is ac!uaily one [or every fighting force. On the

eve of battle, one amongst the Space Marine host will receive

a wvision from the Emperor and present himsclf to the
Chaplains, They will anoint him as the Emperor’s Champion.
and he will be gifted with the best weapons and armour in
the force. Although the actual weapon and armour may
l‘.l’ungl:. ;hCSC arc JI\VJYH kﬂi‘)“’n as thc Hlﬂtk S\vﬂfd Bnd Ihl:
Armour of Fath. In battle, 1t is the dut}' and honour of the
Emperor’s Champion to seek out the champions of the enemy
and challenge them to single-combat. just as Sigismund first
did at the Battle of the Emp:ror‘s Palace. .-'\it]mug_h few foes
have specific champions, it is uwsvally sufficient for the
Emperor's Champion to kill any cnemy leader, as well as
anyone clse who is unlucky enough to cross his path. It is
considered 2 bad omen for the Emperor’s Champion to fall,
and if he does so, it s the dut}r of his fellow Brethren to
bear his hr:ld}‘ from the ficld of battle and reclaim the
Armour of Faith and the Black Sword.

by a Marshal, while the High. Marshal is responsible fo;
monitoring the progress of all the current Crusades.

There usually numbers three or more Crusades at any ong
time — their history shows that during the Treachery of
Daimark there were as many as fourteen Crusades fighting
across the Segmentum Solar. The size of a Crusade cap
also vary widely, somstimes as few as fifty to one hundreqg
Marines, sometimes the equivalent of several Companieg
from a Codex Chapter. Only the Black Templars themselves
have even the roughest idea how many Black Templars
Space Marines there are, but it is obvious that they are fa;
more niumerous than most conventional Chapters, although
dispersed over a much wider area. If certain accounts are
taken to be trus, then they could even be as strong as five
to six thousand Battle-Brethren in total, a force which in the
present Imperium would be all but unstoppable if ever
gathered in a single place.

The larger Crusades are often broken down by their Marsha|
into Fighting Companies, led by Sword Brethren given the
additional honorific of ‘Castellan’. Whether such Companies
exist or not, individual squads are gathered and dispersed in
a fairly ad-hoc fashion, and Initiates will fight together
regularly out of familiarity and comradeship rather than any
imposed organisation.

Another pronounced break from the doctrines of the Codex
Astartes by the Black Templars is the manner in which new
recruits are trained. The Chapter Keeps recruit a few
individuals each year who may be suitable to become Space
Marines. Those found acceptable by the Chapter Keeps are
given the initial implants that will eventually change the
Neophytes into fully-fledged Space Marines. When roughly
two dozen recruits are ready for additional bio-engineering
and the start of their training, they are transported to one of
the Crusade fleets. Here certain Battle Brothers of the
Chapter, or Initiates as they are properly known, will each
accept one of the recruits to be their Neophyte. It is the
responsibility of the Initiate to frain his Neophyte in the art of
war and the rituals of the Black Templars, overseen by the
Chaplains. During this time the Neophytes will undergo the
remaining surgery to implant all of the specially grown
organs that tumn them into Space Marines. The Neophytes
act as servants to their master, waiting on them at the great
banquets and seeing to domestic chores; whilst on the
battiefield the Initiate teaches their young pupit through
example. This means that the Black Templars have no
dedicated Scout Company, instead the Neophytes are
spread across the entire Chapter, gaining valuable
experience in a wide variety of combat situations and
receiving personal attention and tuition from the Initiates.

The greatest warriors of a Crusade are inducted into the
Marshal's household, in what would be the equivalent of the
1st Veteran Company of a Codex Chapter. Known as the
Sword Brethren, these hardened fighters receive additional
training, particularly in the use of Terminator armour, and aré
no longer responsible for the training of Neophytes, When @
Marshal dies; or is elected by the other Marshals to succeed
a dead High Marshal, it is one of the Sword Brethren who wil
take his place. This is decided by ritual combat, during which
alt who contest the right to lead the Crusade will battle oné
another with various weapons, as well as pitting thelr
strategic and tactical prowess against one another. The
winner earns the right to be Marshal, upon approval by the
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THE LAND RAIDER CRUSADER

Marine-Artificer

Simagus: construcied
the [irst Crusader
pattern Land Raiders
during the Jerulas
Crusade, to aid the
Black Templars in
the numerous
bestegements they
had to fight

reconquering  the  hive world. Other Chapters requested

information regarding the Crusaders” remodelling as the tales of
their successes spread, and in 763M39 the Crusader pattern
became officially recognised by the Techpricsts of Mars (a mere
formality, since it is cstimated the design had spread to nearly
three quarters of the Chapters by this time). The Crusader s
a line-breaking tank, built and armed to plough into the cnemy,
and is particularly useful against foes who are entrenched or
occupying other highly defensible positions. It has an expanded
troop capacity and- its special frag charges allow it to disgorge
a sizeable squad of Space Marincs or Terminators into the heart
of their adversarics. The most common Crusader pattern: his
the specially designed Hurricane bolter arrays: in i1s sponsons
(originally constructed by Simagus from scavenged Rhino
holters), its heavy bolters replaced with assault cannons (taken
from Drcadnuugﬁls in the Jerulas Crusade) and a multi-melta
on a pintle mount (Land Speeders proved tao lightweight for
the heavy fighting in the hives)
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In the heat of battle, the Emperor’s: Champion singles out a mighty Khornate Lord
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»« THE DONIAN CRUSADE »k
: (985.M39)

he Donian Crusade began ¢.985.M39 to combat the swelling Ork population sweeping through the

Donian sector and surrounding wilderness space In the southern Segmentum Pacificus. The original
Marshal, Brother Austein, was killed in fighting on Nickel V and was succeeded by Marshal Wernher ¢.988.
The Crusade lasted for roughly 17 years before the High Marshal declared it successful, Wernher moving to
becoming Marshal of the Thangdron Crusade.

»e« MARSHAL'S HOUSEHOLD >k

Marshal Wernher 2 Predator Destructors
Brother Tomas, Champion of the Emperor 3 Predator Annihilators
Chaplains Augustin and Leuter 3 Razorbacks
Crusade Banner Bearer Tonis 1 Whirlwind
Household Banner Bearer Eckehart

2 Techmarines FLEET ASSETS'
4 Apothecaries » Battle barge Sigismund’s Light
34 Sword Brethren v Forgeship Heracles
14 suits of Tactical Dreadnought armour Strike cruiser Dorn’s Sword
4 Dreadnoughts ;
7 Land Raiders (2 Phobos pattern, 193-‘-;;&”::?62{:‘(:;?:::: s
3 Demos pattern, 2 Crusader pattem) g P
3 Rhinos

»« FIGHTING COMPANIES »«

FIGHTING COMPANY HEINMAN FIGHTING COMPANY LAZARUS
Castellan Heinman Castellan Lazarus
Bamner Bearer Klesel Banner Bearer Balthasar
2 Techmarines 3 Techmarines
2 Apothecaries 2 Apothecaries
145 Initiates 171 Initiates
34 Neophytes 56 Neophytes
2 Dreadnoughts 3 Dreadnoughts
3 Land Raiders (2 Demos pattern, 2 Crusader pattemn Land Raiders
1 Crusader pattern) 11 Rhinos
7 Bhinos 3 Predator Destructors
2 Predator Destructors 2 Predator Annihilators
6 Razorbacks 7 Razorbacks
3 Whirlwinds 5 Vindicators
17 Jump packs

FIGHTING COMPANY GOTCHALCUS Note: The figures here are estimates made at the
Castellan Lazarus Gotchalcus time the Crusade gathered. There are no records of
Banner Bearer Hildebrandt non-combat personnel such as Servitors, Apprenta

1 Techmarine and so on.

1 Apothecary
87 Initiates
41 Neophytes
3 Rhinos
7 Land Speeders
24 Combat bikes
12 Scout bikes
4 Attack bikes
34 Jump packs

‘The Crusade was later joined by the strike cruiser
Apocalypton and at least 6 more rapid strike vessels.
The number of Space Marines on board these
vessels is unknown.




AUSTRALIAN CAPITAL
TERRITORY

* BELCONNEN:

Shop 128A Westfield Shoppingtown
Belconnen ACT 2617

Phona: (02) 6253 4747

NEW SOUTH WALES

¢ CASTLE HILL:

Shop 495 Castle Towers

Castle Hill NSW 2154

PHONE: (02) 9899 8188

* CHATSWOOD:

Shop 802 Westfietd Shoppingtown
Chatswood NSW 2067

PHONE: (02) 9415 3968

* MIRANDA:

Shop 1048a Westfield Shoppingtown
Miranda NSW 2228

PHONE: (02) 9526 1968

» NEWCASTLE:

197 Hunter Street

Newcastle NSW 2300

PHONE: (02) 4926 2311

* PARRAMATTA:

Shop 2161A Westfield Shoppingtown
Parramatia NSW 2150

PHONE: (02) 9689 1638

s SYDNEY:

Shop 619 Capital Centre Arcade’
(George St entrance) Sydney NSW 2000
PHONE: (02) 9267 6020

* WOLLONGONG:

Shop 2, 201 Crown Street (Globe Lane)
Wollongong NSW 2500

PHONE: (02) 4225 8064

WESTERN AUSTRALIA

* PERTH:

Shop 34 Raine Square, William Street
Perth WA 6000

PHONE: (08) 9322 3895

New Jealand

s AUCKLAND:
Shop 4 280 Queen Street
Auckiand PHONE: (09) 302 0279

* WELLINGTON:
Shop 13 18-30 Manners Street
Wellington PHONE: (04) 382 9532

i,
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QUEENSLAND

* BRISBANE:

Shop B8 Queen Adelaide Building
Queen Street Mall Brisbane QLD 4000
PHONE: (07) 3831 3566

* CHERMSIDE:

Shop 251B Westfield Shoppingtown
(corner of Gympie and Hamilton Streets
Chermside QLD 4032

* MT GRAVATT:

Shop 2005 Upper Level

Garden City Shopping Centre

Upper Mount Gravatt QLD 4122
PHONE: (07) 3343 1864

SOUTH AUSTRALIA

* ADELAIDE:

Shop 25 Citi Centre Arcade

145 Rundie Mall Adelaide SA 5000
PHONE: (08) 8232 7611

* MARION:

Shop 2048 Westfield Shoppingtown
Oaklands Park SA 5046

PHONE: (08) 8298 2811

VICTORIA

* GREENSBOROUGH:

Shop 3.19, Level 3 Greensborough Plaza
Greensborough VIC 3088

PHONE: (03) 9432 2244

* MELBOURNE:

Shop G30/31 Centrepoint Mall

283-297 Bourke Street Melbourne VIC 3000
PHONE: (03) 9654 7086

* RINGWOOD:

Shop L44A Eastlands Shopping Centre
Ringwood VIC 3134

PHONE: (03) 9876 0099

Shops with their name in RED have Games
Night every Thursday. Those with their names in
BLACK have their Games Night on Fridays.

Hong Kong

* LOCKHART ROAD:
Shop LG 7-8 East Town Bldg. 41 Lockhart Road
Wan Chai HONG KONG PHONE: 2866 4870

¢ TSIM SHA TSUI:
2006 Miramar Shopping Centre 1 Kimberly Road
Tsim Sha Tsui KLN PHONE: 2317 4591




The din of battle rises over the peaks of the
Grey Mountains as soldiers of the Empire

clash with hordes of Orcs and Goblins.

Caught in their mountain lair the greenskins fight
with a frenzied passion. Though their camps are but
collections of sticks and hides this is their home.

Soldiers of the Imperial army have little time to
think of victory. Waves of Orcs fall upon them
in a struggle for survival..this is no longer

a battle, this s GREEN HELL!
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THE TEMPLE OF THE LOST WAAAGH!

Deep within the Great Forest lies the Temple of "Umukhrukbuktukmuk”. Hidden in this temple is the Orc
1dol "Mutbuk” - the greatest source of Waaagh energy in the Old World. It's guardian, the Orc Shaman
Bogzap, is under attack from a company of Knights of the White Wolf.

Join us at GW GREENSBOROUGH between 12.00pm - 4.00pm on Saturday 28 October, for this titanic battle
as the Orcs attempt to defend the temple of the lost Waaagh from the Wolves, Bring your own Warbammer

unit or use one of ours.

Will the mighty Empire army succeed in
clearing the Grey Mountains of the Orc
tribes or is this a battle they cannot win?

Throughout October Games Workshop Stores will be
running loads of Warhammer Fantasy Battle games. It's a
chance to show you how great the new rules are and
game with the spectacular new models from the armies of
the Empire and Orcs. Check out the next few pages for
some of the exciting events that will be running as part of
Green Hell and our October activities, look to our
Internet site at www.games-worksbop.com.au, or talk to
the staff at your local GW store.

THE LOST PLAQUES OF COKAL

The Slann Mage's eyes opened and slowly he croaked five words,
"to the portal...kill Beastmen."

The Beastmen were having a good week plundering. The icing
on the cake had been a Tilean Merchant, who had been
persuaded to give up four gold plaques covered in some very
strange symbols.

Little did the Beastmen know that an army of Lizardmen were
fast approaching, ready to reclaim their lost treasure at any cost!
Cosme in to GW WELLINGTON on Saturday 28 October to see if
the Beastmen can beat back the swarming Lizardmen.

EMPIRE IN FLAMES

As night fell, the Orcs attacked. The garrison in the
watch towers were the first to call the alarm...there
seemed to be thousands of them.

Bold Knights of the local Orders marshalled around
the keep. Attack was inevitable, but everyone hoped
‘the great walls of Wolfenburg Castle would not fall
to the endless tide of greenskins.

Al this montb the guys at GW CASTLE HILL will be
running massive games of Warhammer set around
the defence of the great Wolfenburg Castle.

Come in every Thursday in October from 4.00pm to

Jjoin in the games.

BOAR'D TA DEF

A thunder of hooves heralded the assault.

Breaking free from their mountain-top stockade
Orcs mounted on boars and piled into chariots,
fead the counter attack. A swarm of screaming
Greenskins follow them into battle.

Though the lines of Empire soldiers hold firm.
with black powder weapons at the ready, nothing
could have prepared them for the frenzy of the
Orc attack.

Help decide the outcome of our battles in the
Grey Mountains at GW MELBOURNE on Saturday
14 and Sunday 15 October from 12.30 - 4.00pm.




Games Workshop Perth is located
in leafy Raine Syware, in the heart
of Perth (Surprisingly enoush).

|

The staff mll happl!j dlspense free
advice on painting and modelling.

Slaves to the fun, the staff at Games
Workshop Perth are constantly running
mitirg qames and fiendish Scenarios.

little bit suary, there are |%
plenty of reasons for |§ 2
Yow Eo visit the staff g
at Games Workshop Perth!

HEAR )’EA, HEAR VEA!

Games Workshop Perth challenges you to Fantasy Battle this October!

GW Perth, like all Games Workshop stores, is the perfect place to get started in our hobby.
We are always happy to answer your questions or take you through an introductory game.

GW Perth is also a place where players of all abilities can get together to talk tactics for their
armies or pick up painting and modelling tips.
So, if you have any questions about any aspect of the hobby or would like to introduce a
friend then drop in and see us at the store at Shop 34 Raine Square, William Street, Perth.
During October we have a hudge program of activities that will showease
the new Warhammer qame. Some of these eveats are listed opposite.
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THE HMNT ED - l-mlcy 6 Obéober

Defeated in battle, exhausted from the draining use of his powers, the necromancer Elzitch is
desperate to escape to his homeland.

Accompanied by a small handful of loyal warriors, the situation looks grim for the old Necromancer.
Especially with the knowledge that at least two armies of his foes are determined to see his demise...

This Bring ‘N’ Battle scenario can be played with any painted regiments.

HALLOWEEN SPECIAL - Friday 13th of October

While celebrating a recent victory over a wandering Beastman warband, the fair city of Gisoreux has
let its defences drop.

The shambling hordes of Undead, raised from their graves by the Count Dieter Vraak have come to
lay waste to all opposing them. Cut off from their Iands, the Knights of Bretonnia have chosen to
prove their valour by destroying the vile Undead.

However, while the Bretonnians struggle to muster their defences, the skittering Skaven hordes have
also moved to Gisoreux, and have been presented with the perfect opportunity to attack!

To take part in this massive Bring ‘N’ Battle. Come along with a unit of Skaven, Vampire Counts,
or Bretonnians... fighting for the praise of the Lady of the Lake, or for the glory of Darkness/

GREEN HELL - Satwrday 14th of October

The Imperial Army marched for a full two days and nights to reach the embattled city of Averhiem.
Tired and weary but none-the-less ready for battle, the mighty force raised a cheer as the city came
into view:

Their cheer quickly turned to a silent prayer to Sigmar, when the fields surrounding the city
suddenly moved and all that could be seen on the battlefield was a sea of Green-Skins...the Orcs had
arrived first!

To celebrate the release of the new Warbammer Fantasy Baitles, GW Perth bave a massive battle
plarned for Saturday 21 October from 12.30 pm, involving Orcs and Empire. You can join in by
bringing along any painted Warbammer regiment.

THE DARK KNIGHT RETURNS - Friday 27 October

The Dark Knight has always been a figure of legend around the Bretonnian town of Rennes-le-
Chateau and as the tale goes the time is nigh for him to return.

This quiet Bretonnian village is under threat from a vengeful Blood Dragon Vampire, who is hell
bent on destroying Rennes-le-Chateau dnd it’s vaunted Dark Knight. ..

To join in this Battle bring along any painted Regiment of Bretonnian, Empire or Dwarven troops
or if you're a bad guy any painted Vampire Count or Chaos Regiments.

Friday night is Games Night at GW Perth and battles commence at 4.00pm.




SYDNEY CITY PRESENTS

The new Warhammer is out, and the staff armies are swelling with freshly painted
troops. Craig has been painting his Lizardmen, Bryan's hot for an Empire Middenheim
army - inspired by the Hammers of Ulric novel (what is it with him and his
themes?) and Grant is expanding his alrcady huge Dwarf army. We are all dead keen
for tons of games.

To celebrate the launch of the new Warhammer we are running plenty of activities to

keep you busy during October.

ALTDORF REGIMENTS READY FOR BATTLE

All the Games Workshop stores have been painting frantically for the big Warhammer display table at
Games Day 2000. We all needed to paint LOTS of Orcs and LOTS of Empire models to populate Mait
Weaver's huge table. During this time of hutried painting Grant came
up with an excellent technigue for painting Altdorf regiments quickly
and effectively (that is they're still good looking).

So being the kind hearted fellow he is...

The key part-of Empire miniatures are obviously their uniforms, so here
we go;

Stage 1 - White Undercoat

Stage 2 - Blood Red Spray.

Stage 3 - Paint all halberd shafts, pouches and straps Bestial Brown.
Stage 4 - Paint the faces bronzed flesh.

Stage 5 - CHESTNUT INK THE WHOLE MODEL and let dry.

At this point most of your detail should have been picked ot on the
red, brown and flesh from the wash.

Stage 6 — Paint half of uniferm Regal Blue.

Stage 7 — Paint weapans Boltgun Metal or Chainmail

As of now your model is basically done. If you want to, (and | did) you can highlight all your colours up
again. Highlight Blood Red with a Fiery Orange/Blood Red mix, Regal Blue with Ultramarine Blue, and
Bestial Brown with Snakebite Leather (paint eyes etc...). This is all optional...of course.

GRANT PEACEY

Finished

Along with the WARHAMMER MUSEUM Dave Taylor and the boyz in the Studio

have put together a spr:cnl Warhammer games table for us to play with. This will be
running from October 4th through to October 29th.
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JES, JES HES THE BEST..

As you all probably already know Jes Goodwin will be
making an appearance at Games Day 2000 to hordes
of adoring fans...

Jes will also be making a stop at Sydney City store on
October 24th. This will be a rare chance to get to speak
1o the man behind the look of the Space Marine, Eldar,
Chaos Space Marine and Sisters of Battle miniature
ranges!

So get down to the store and bring your Land Raider
tanks for him to sign (the bottom, of course).

STAFF CHALLENGE

Due to the success of the Staff Challenge nights we will
be looking for more challengers this month. If you would
llike a game of the new Warhammer we are ready and
willing to play every Friday from 3pm until 7pm.

(_}rant’_s Dwarfs, just waiting for a challenge!

MUSEUM

For the release of the NEW Warhammer
game system we will be displaying a
“museum” of all the previous editions
in all their glory. So if you would like to
see what Warhammer 1st edition really
looked like, now will be your chance to
do so. The Warhammer museum exhibit
will be on show from September 29th
to October 26th only.

WHAT’S ON AT SYDNEY CITY STORE DURING OCTOBER

JES GOODWIN VISIT! Tuesday October 24th, 3-7pm.
Warhammer Museum. September 29th to October 26th.

Staff Challenge nights: October 6th, 13th, 20th, 27th. 3pm-7pm.
Studio Warhammer games table October 4th to October 29th.

SIN3IS3dd AlLlD AHNUAS




Spirit of Vul

Salamanders
Chaplain Xavier

“Listen well my brothers, for | have important words 1o say
unte you this day, The cncmy that stands beforc us is
countless beyond numbcring, and strong with the [ilse energy
of Chaos. Yet we will break this foe as casily as a flawed
boulder, that though it is large and appears strong, apllts
asunder- with but onc tap of the craftsman’s hammer.,”
Chaplan Xavier, before the
Battle Of Kilgrom's Krag, 147/M40

. Chaplain Xavier is by common consent the greatest

Chaplain the Salamanders Chapter has ever know. He was
r/:"‘l | bern during the first decade of the 41st Millennium, though
: | the exact date is unknown, such things as one’s date of
birth being considered of little importance to the serious-
minded people that inhabit the Salamanders home warld of
Nocturne. What is known 15 that Xavier was apprenticed to
the Salamanders in 009/M41 and was very quickly judged
worthy of joining the Chapter.

It was Chaplain Hasdrubael who officialed at Xavier's
initiation into the Chapter, and it seems that Xavier
impressed him deeply, for once Xavier had become a fully-

‘fledged Space Marine he was quickly seconded to act as
" Hasdrubael's aide. As such Xavier learned the tasks that

were required of a Space Marine Chaplain and become
practised in the duties and ceremonies a Chaplain is
required fo carry, out. When Hasdrubael died during the

‘assault on the Chaos Battlecruiser ‘Thrice Damnped

Monstrosity', Xavier immediately took his place. He quickly
rallied the boarding parties that had been under
Hasdrubael's command and led them in a furious attack
which secured the bridge of the enemy ship, leading to its
capture and later destruction.

This was only the first of many valiant acllans carried aut
by the young Chaplain, and before long he had established
a reputation as being a powerful orator that could ins

his fellow Space. Marines to carry outs acts of
foolhardy heroism. However, such duties are

parcel of being a Space Marine Chaplain, and IR
Xavier was an inspirational battiefield leader, there hav
been other Salamander Chaplains that have been hi
equal. No, it was Xavier's uncanny abifity:as a teacher and
mentor to the other members of the Salamanders which
made him unique. A Space Marine Chaplain must act as a
spiritual guide for the other members of his Chapter,
teaching them the true meaning of their Chaptet's Imperia
Cull, and guiding them along the path of rightecusnes
which marks the Space Marines out as Humanity's greates|
defenders. In this Xavier was unsurpassed, and his wis
words and considered opinions were sought by any
member of the Chapter if they were troubled or needed 1o
make a major decision, be they Chapter Master and newly
inducted Scout,

Within a decade of becoming a Chaplain, Xa\ner was
awarded the honour of carrying Vulkan's Sigil, an artifact
that is said to have been carried by the Salamanders:
Primarch himself. The Sigil is one of the Salamanders mos
prized {reasures, and it i§ one of the Chapters highes
marks: of respect 10 be allowed to carry it into battle, It say.

much of the character of the Salamanders that they should
award such a gift, not to the bloody-handed warrior who i

their greatest fighter, but to the man that had taught ther

the most ‘about the qualities of honour, duty and self
sacrifice which are required to be a true Space Mdrine.
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HISTORICAL

ACTIONS OF

THE IMPERIAL GUARD

\—THE REGIMENTS ON ARMAGEDDON—

‘There are hundreds of Imperial Guard regiments fighting in the
‘Third Armageddon War. This month we take a look at a series of
- short historical accounts that highlight four of those regiments.

|
THE SAVLAR CHEM-DOGS

' The Savlar system, just over a hundred light years from

Armageddon, is a desolate place, little valued by the
Imperium save for the rich chemical deposits on the
volcanic moons of Savlar Penitens. Unsatisfied by poor
mining quota returns, the Adeptus Terra re-graded
Savlar as a penal world in the 39th Millennium, shipping
in criminals by the thousand from the recent Bokur
‘rebellion along with special detachments of the Adeptus
Arbites to ensure productivity. Within three decades
chemical production from Savlar was supplying three
civilised worlds and two forge worlds in the surrounding
sub-sectors. The population of the moons was
‘subsequently swelled by regular influxes of thieves,
murderers and traitors from across the Armageddon
sector. The high mortality rate in the poisonous mines of
Savlar became notorious among the criminal fraternity,
leading to it being known as the “Dead Dog moons” and
phrases like “Dead as Saviar’.

The Bokurite Uprising

Two centuries of successive pirate raids devastated
almost all production facilities on Savlar in the early 40th
Millennium. Despite their best efforts the Adeptus
Arbites were simply not numerous enough to protect all
of what had by now become a valuable commodity.

Leave was sought and eventually granted to raise
defence militia regiments from the populace of Savlar.
Better access to filter-masks and medication was a
benefit of membership in the militia so volunteers were
plentiful and Judge Callistar of the Arbites used a careful
selection process and arming policy to ensure no
insurrection could take place. Or so he thought.

The descendants of Bokur had never truly abandoned
their . ancestors’ anarcho-capitalist beliefs and they
moved carefully to infiltrate the defence militias. After
decades of preparation the Bokurites staged a major
uprising across all of the Dead Dog moons, seizing
several armouries and precinct forts. Soon a column of
Chimera carriers and mining trucks full of troops were
pushing along the main highway through the impassable
nitrous marshes which surround Lutsk, the Precinct
Capital. While his Arbitrators fought to contain the
Bokurite rebellion, Judge Callistar sought some kind of
solution to crushing it. The Bokurites controlled at best
25-30% of the total militia regiments on Savlar, although
they were better motivated and trained than most. The
problem was that the remaining regiments would likely
leave the Bokurites and Arbites to fight each other, so
they could loot the battlefield afterwards. Eventually he
concocted a plan.

Z[%AVLAR CHEM-DOGS TROOPER

| Hiustrated is a trooper of XiVth Chem-Dogs regiment serving
. in Warzone Infernus on Armageddon. This man retains the
* traditional four tube Savlar pattern rebreather canister and
filter mask, a bulky and awkward piece of equipment in
| comparison to that used by the Armageddon Steel Legion.
| However the Chem-Dogs are infamous thieves and
| scavengers and large numbers of Armageddon pattern filter
masks have been reported lost or stolen in every warzone
- frequented by the Chem-Dogs. This trooper also carries a
. number of non-standard pieces of gear, such as improvised
- body armour and a civilian made vox
caster and dust goggles.




The Bokurite thrust was a scant twelve kilometres from the
Precinct Capital when it ran into heavy opposition from Arbites
using dismounted orbital cannons dug into hills on the route.
Heavy fighting continued until dusk, with individual Chimeras
having to draw back to the truck column to replenish their
ammunition. As the light faded, chem-crazed militiamen emerged
from the supposedly impassable nitrous swamps on either side of
the highway. The ragged figures were soon cackling insanely and
shooting wildly, while Militia vehicles and chem-riders appeared
on the roadway itself.

The Bokurite column was densely packed and found itself in
serious trouble. Vehicles and men struggled to turn about and
deploy, taking constant casualties as trucks blew up from las-fire
and grenades. Finally the order was given to disengage and the
Bokurites tried to fight their way clear, but they were hemmed in
on all sides. Individual pockets of resistance flared where a squad
or Chimera stood off the swarming convicts for a time but all too
quickly the Bokurites were dragged down by their less ideological
fellow inmates. By dawn the highway had been picked clean save
for the skeletal wrecks of burnt-out vehicles.

In light of the ability of Savlar to control its own affairs, the right to
raise defence regiments stayed in place despite the Bokur
incident. By the mid 40th Millennium Ork incursions into the
Armageddon sector had reached such severity that the first
Savlar-recruited Imperial Guard regiments of so-called “Chem-
Dogs” were sent offworld to fight. Records show that Judge
Callistar always delighted in telling the story of how the Saviar
Chem-Dogs first came into being. According to tradition he also
cited two “motivational imperatives” to every Procurator-Colonel
forming up a new regiment.

One: Tell them they can keep anything they take off the enemy.

Two: Tell them that if they break the law they’ll be sent back to the

Dead Dog moons.
By Andy Chambers

DEATH KORPS OF KRIEG
In 433.M40, the Autarch of the planet Krieg in Segmentum
Tempestus declared himself independent from the imperium and
renounced the Emperor as his divine master. Regiments raised
on Krieg to crush this rebellion acted with commendable haste
and righteous fury. The now infamous Colonel Jurten of the Krieg
33rd unleashed a campaign of atomic cleansing that was to turn
into a scourging that lasted five hundred years and transformed
Krieg into a toxic, ash-polluted wasteland. The survivors of
Jurten’s retribution were forced to exist in underground bunkers

o

or deep in the radioactive chem-wastes, as their descendants dg
to this day. From the self-annihilation of their home world, the
Death Korps was born.

As penance for the Autarch’s heresy, the Death Korps regiments
each embarked on their own quest for absolution, constantly
requesting transfers to the most lethal warzones throughout the
galaxy. Every soldier in the Death Korps is proud of the
regiment’s part in the purification of Krieg and they despise the
cowardice of lesser men that would flinch from such acts. The
regimental creed is to eradicate heresy and weakness wherevey
it is found and on numerous occasions Death Korps forces have
been reprimanded for their excessive use of force ang
unsanctioned genocidal campaigns.

The Eyes of the Emperor

In 213.M41 the forge world of Castaburg in the Bethamor system
fell to a surprise attack from a vast force of Orks led by Warlord
Skarmork. The cost of recapturing the planet was sure to be
formidable and Death Korps regiments were amongst the first to
volunteer to take part in the counterattack. In the period prior to
the Imperial invasion the Orks constructed a system of bunkers
and citadels centred upon two forge refineries known as Terhar
Prime and Meghan. Terhar Prime was taken swiftly in a flanking
manoeuvre by the Krieg Death Riders on their bionically
enhanced mounts, but Meghan would prove to be much tougher
to crack open. Without detailed intelligence on the Ork defences,
casualties were expected to be extreme and progress slow.

Early in the war, Ork Stormboyz had seized the Mount Haemek
sensor outpost from the small contingent of Imperial defenders.
Known on Castaburg as ‘the Eyes of the Emperor’, this array of
arcane sensor equipment couild provide the Imperial
commanders with the information they needed to successfully
assault Meghan. Due to the vital strategic importance of the
outpost, high priority was placed on its capture and the 95th
Death Korps Regiment (the Black Guard) were tasked to retake
this heavily defended location.

As armoured Panzer Divisions and infantry forces prepared to
cross the Jaxartes river towards Meghan, a Death Korps
breaching battalion made its way in Chimeras to Mount Haemek.
The battle plan was to outflank the Orks here also, but the
designated approach proved to be heavily mined and
inaccessible to the force's

vehicles. Despite this, the
Guardsmen pressed
forward, abandoning
damaged and destroyed
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% them to act in the most extreme operational environments.
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DEATH KORPS OF KRIEG TROOPER

Troopers from the Death Korps wear dark greatcoats and their sinister appearance
reflects the uncompromising nature of the regiment. Death Korps soldiers do not
fear dying and are more than willing to sacrifice their own lives for the greater good
of the Korps This accord with death leads many soldiers to adorn their uniforms
and weapons with skulls and other grim symbols of mortality. The Death Korps
expect to be fighting in the deadliest warzones and their soldiers are equipped

. accordingly with respirators, cold-weather gear and survival packs that allow
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of the Death Korp’s commanding officers were killed.
gventually the Death Korps was forced to abandon the
flanking manoeuvre and Captain Vinnik, the highest
«anking officer left alive, decided upon a new plan which
«equired a direct frontal assault.

ypon reaching the base of the mountain, the Death
Korps disembarked from its remaining vehicles to
approach the Eyes of the Emperor on foot. The force was
divided into two groups, with each group attacking one of
the two peaks on which the outpost was situated. Under
cover of darkness, Death Korps members begin scaling
the steep cliffs of Mount Haemek and six hours later,
after fierce fighting, they captured the lower bunkers. By
morning a firebase had been secured near the mag-
iader station that ran to the top of the mountain.
Ammunition was running low and so the Death Korps
soldiers were forced to use shootas and kombi-weapons
iberated from dead Ork defenders to augment their
attack. Upon reaching the outer perimeter of the
fortifications, the leading platoons flattened the razor wire

“coils by lying down on the wire, allowing the following

soldiers to step across them and assault into the fort.

The attack swept into the trenches, where fighting was at
desperately close quarters, with horrendous casualties
on both sides. The combat raged for several more hours
until fresh troops were ferried to the mountain top by the
captured mag-loader and the tide of battle turned in
favour of the Death Korps. Flamer and melta teams
moved in to clear the trenches and soon the Death
Korp’s regimental flag was raised to the top of the base’s
listening post antennae. The battle had lasted for twelve
bloody hours and had killed six hundred Death Korps
members and wounded nearly a thousand others.
Captain Vinnik (posthumously promoted to the rank of
Colonel) also died in the attack. Even after taking a
mortal wound in the early stages of the battle, he had
continued to direct his soldiers until finally being carried
down the mountain by medics.

After recapturing the Eyes of the Emperor, Death Korps
regiments joined Colonel Rafael Eitan’s Panzer Divisions
in their thrust towards Meghan. The campaign was to last
another six months and thanks to the intelligence
provided by the sensor outpost, Imperial casualties were
significantly lower than projected estimates.

By Graham McNeill

ELYSIAN DROP TROOPS

The Elysians come from a verdant world some thirty light
years from Armageddon, towards the galactic hub. The
Elysia system and surrounding wilderness space is
notorious for its pirates, as a main trade route through the
sector passes through Elysia, and the system’s many
swirling gas clouds and hundreds of asteroid fields
provide perfect ambush sites. Through combating this
ever-present threat, the Elysians are therefore well
trained in ship-to-ship boarding actions, and fighting in
concert with orbital support when attacking isolated
pirate bases.

The Skopios Incident

The preferred operation style of the Elysian Drop Troops
is amply demonstrated in accounts of the Skopios
Incident. Skopios was a large asteroid in inter-system
space roughly a week’s warp travel from Elysia. It was
populated by the Adeptus Mechanicus who used the
otherwise lifeless rock as a facility for dangerous
experimentation and analysis of potentially hazardous
discoveries. It was therefore natural that when, in
873.M38, the Explorator vessel Incalculus Stellar came
across an alien edifice floating in wilderness space not
far from Skopios, they would take it to the asteroid facility.

Astropaths in surrounding sectors began to report all
manner of il omens in their messages — dreams and
visions were blood-red and filled with screaming faces. A
routine patrol by the Imperial Navy reported no contact
with Skopios and the 22nd Elysian Regiment was sent to
investigate. Colonel Prinz of the 22nd treated the whole
of Skopios as potentially hostile, and deployed several
Recce Companies to act as scouting parties, alongside
Imperial Navy Ground Observation Officers.

The Recce teams at first reported Skopios deserted,
although the machinery seemed to be working at full
volume. As the Elysians proceeded, there came sporadic
reporis of fighting, but Prinz could get no details —
each landing party that signalled engagement with

the enemy soon fell silent. Scattered comms-
chatter identified the enemy as humanoid,
extremely fast and powerful. Prinz first suspected

the Eldar,

| often called upon to do. The dagger

rL_@mblem on the sergeants right

| auntlet is the regimental symbol of

' the 22nd regiment, and the
sSupplemental skull icon on the giove
and the chest mark him out as one of

| the few survivors of the ill-fated Jmigan
landings.

ELYSIAN DROP TROOPER

This illustration depicts an Elysian Drop Trooper Veteran Sergeant from the 22nd
Elysian regiment wearing the uniform and equipment used during the Skopios

| Incident of 873 M38. Skopios had a thin but breathable atmosphere. so the
sergeant has dispensed with the bulky and uncomfortable Type 5 pressure
helmet that the Elysians usually wear. When worn, the pressure helm draws air
from dispensers in the trooper’s backpack. which also carries other vital
supplies and communications gear. The sergeant has chosen io replace his
standard issue lasgun with an M36 Mars pattern assault shotgun, a

| popular choice with elite troops like the Elysians. He carries plenty of

. Spare ammunition and fragmentation grenades, as i1s common practice
amongst troops that may have to cperate on their own without fresh
Supplies for an extended period of time, as drop troopers are
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and he ordered the rest of his regiment onto full drop alert, ready
to respond at a moment’s notice.

The two surviving companies made steady progress across
Skopios, working their way towards the main factory complexes
at its northern pole. It was Captain Schuliz of the 3rd Recce
Company who first called in an amazing discovery. The
production lines had been completely altered, transformed into
something completely unrecognisable to the Naval Techpriests
accompanying the Guardsmen. They were producing what at first
seemed to be statues of skeletal humans, but on closer
inspection the Techpriests concluded that the factories were
making artificial warriors! It ssemed none of them were active yet,
but it was only a matter of time before there would be thousands
of the warriors ready. Prinz ordered the Recce Companies to
locate the control centre and shut down the whole facility, and
they were to cali for help the moment they ran into trouble.

That trouble lay in wait for them at the control complex. Just as
the first reports of renewed combat came up from Skopios’
surface, the fleet Astropaths warned Colonel Prinz that they had
detected something incredibly ancient and utterly evil on the
asteroid below. They were half-insane with terror at what they had
found, and it was impossible to get any clear information from
them. The Elysian Colonel ordered a full launch onto the control
centre. The Guardsmen had simple orders — destroy anything
they found.

As the dropships screamed down through Skopios’ thin
atmosphere the sky burned with the retro-thrusters of the Elysian
landers. Prinz himself was one of the first into the complex and
was horrified to find nothing of the Recce Companies. It was a
short while later that he found the alien edifice, sarcophagus-like
and exuding a menace which even he could detect. As Prinz and
his command company watched, the coffin-shaped monolith
began to glow and as the light become almost blinding a
silhouette appeared inside.

The creature that stepped from the gateway, for that is what the
object appeared to be, was tall and lithe, almost skeletal. It
appeared unarmed, but as Prinz ordered his men to open fire, the
alien exploded into life, leaping into the Guardsmen so fast it was
merely a blur of darkness. The screams of the dying and
wounded echoed off the metal walls of the command centre as
the ancient monstrosity carved its way through squad after squad
of men, ripping them apart with its hands, seemingly impervious
to their weapons. It was then that the metal warriors from the
factory burst into the command centre, blasts of energy from their
guns disintegrating everything in their path.

The firefight became intense — alien machines were blown apart
by fusillades of heavy bolter fire, lascannon beams criss-crossed
the chambers of the command complex, plasma bolts bumt
through walls while beams of bright energy made men evaporate
into nothing. The Elysians were taking heavy casualties and Prinz
ordered the survivors to retreat back to the landers and take off
for orbit. As they retreated, the fleet set up a bombardment to
cover the Drop Troops’ withdrawal, the shells and missiles from
the ships plummeting onto Skopios barely fifty yards from the
Elysians. As the last Drop Troops left Skopios, the fleet pounded
the facility with torpedoes and broadsides until the asteroid was
shattered. The bombardment continued, smashing the fragments
of Skopios into smaller and smaller pieces.

Even then, no-one was sure if the sarcophagus had been
destroyed. For the last three hundred years a wide area centred
on the remains of Skopios has been declared Purgatus, and
Imperiai Navy patrols ensure the quarantine is not breached.
Prinz and the 22nd Elysian were exonerated of all responsibility
and later went on to garner great fame and respect in the Cathalin
Crusade, during which the Colonel was eventuaily promoted to
Warmaster.

By Gavin Thorpe

THE ARMAGEDDON ORK llUN’l‘ERS\('

in the years following the defeat of the Ork Warlord Ghazghkyj
Thraka, the world of Armageddon began the long process g
rebuilding its shattered hives and defences. The Ork army had beey,
destroyed, but due to the unique spore-based reproductive system o
the Ork race, infestations of Greenskins continued to plague Imperig|
forces.

In response to this, the head of the ruling military council of
Armageddon, General Kurov, conducted several Xenocida|
campaigns to destroy such infestations throughout the equatorig|
jungles of Armageddon and the ice world of Chosin. The forces
involved in these battles suffered extremely high losses and many
units were reduced to below a tenth of their operational strength,
Rather than disperse these soldiers to other regiments, Genera|
Kurov decided to hamness the valuable experience the survivors hag
gained and formed them into a number of specialised Ork hunting
regiments. Soldiers from dozens of different planets and with
almost no common culture were now merged into specialised
extermination regiments.

The main area of operations for these units would be in the depths of
Armageddon’s jungles where Orks continued to proliferate despite
regular purges. These feral Orks proved to be extremely adept af
fighting within the jungle environment and frustratingly difficult to
engage in a decisive battle. The Ork Hunter regiments therefore buit
Cerbera base in the middle of the jungle, providing them with a
forward staging area and extensive training facilities. The sweltering
heat and brutal training regime soon earned the base the nickname
of Hell Town.

The Ork Hunters training included a broad array of new techniques
to learn and master such as demolition, escape and evasion,
survival and intelligence work. The trainee soldiers of the Ork
Hunters were expected to become experts in all the weapons and
tactics used in the hunting of Orks and jungie warfare. Guardsmen
who survived the training were rewarded with the badge of the Ork
Hunters, a small metal pin with an Ork skull emblem. This became
the regimental symbol and the source of their unofficial name, the
Skull-Takers.

The Battlie of Hell Town

The kind of fighting involved in rooting out Orks breeds a different
kind of soldier, one who fights with a savagery and low cunning
almost equal to that of the Greenskins. The Ork Hunters were quick
to carve themselves a bloody reputation, halving the number of Ork
raids within a month. Their battles were fought at close quarters and
the Ork Hunters were to take part in some of the bloadiest actions in
the years between the second and third Armageddon wars. As @
result, units from other regiments are frequently posted to Hell Town
to learn from the Ork Hunter instructor sergeants. However, the Ork
Hunters are regarded with disdain by other, more illustrious,
regiments who view them as little better than vermin exterminators.

This situation came to a head in 984.M41 when units from the Pyran
Dragoons were assigned a tour of duty in Hell Town for jungle
warfare training. The rough demeanour, insubordinate behaviour and
coarse language of the Ork Hunters disgusted the blue-blooded
Dragoons and they abandoned their posts, returning to their basé
around Infernus Hive. The Dragoons had been responsible for
patrolling zones to the west of the base and as night fell, Ork lobba
shells began exploding within the wire. A huge force of Orks had
approached unseen through the gap in the patrols and now attacked
Hell Town with terrifying ferocity.

Troops sprinted to man the defences, but it was too late, the
Greenskins were already within the perimeter. The Orks pushed
deep into the camp and overran the few defenders before beind
checked by heavy fire from a secondary defensive line of bunkers
and foxholes. Time and time again the Orks assaulted the defences
and each time they were driven off by deadly accurate laser fire. As
the Orks prepared to attack once more, heavy monsoon rain began:
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To coincide with the release of Warhammer,
this month sees the initial releases of a new
' range of hardened foam scenery and a static

. _grass battlemat. This superbly detailed
scenery is not only nearly indestructible but
also comes prepainted and flocked so that
you can use it straight out of the bag!

Deploying on the new
two-tier Citadel bill

gives your missile troops
an excellent field of fire. *

You can remove the
second tier of the m \
Citadel bill, giving

space to set upon
the main bill. You
can then use the
second tier as a
smaller bill or as
more coverforyqur :
e dgm)

-_m new Citqde! ruined tower is a very
impre.s‘sﬂre terrain feature. It makes a

 fantastic centre piece and objective

. to fight over on the bat!!eﬁe!d.

Afyau can see from the
various pbolograpbs, S
you can use it in

Your games of
Warbammer and
Whnbammer

40,000




ven Gutter, Runners-attack an
re Battle Wizardin a

wmmer Skirmish game.

o Positioning your troops bebind the new
Citadel walls and bedges makes it barder
for your opponent to shoot or attack them.

the Orks assayli.-

)

X ‘th.'!‘ — ‘Qﬁ‘:&l ’
Wi il e 3

. designed by modelling

. Warhammer 40,000,

«gaming table with good

“

impressive ruined tower; #

guru Mark Jones, these
first releases include a hill,
Warhammer 40,000
barricades, walls, hedges

_and trees. To top this off

there is a massive 6'x4'
static grass battlemat to
play over!

These initial releases will

.supply you with all the

basic scenery that is
commonly used in a game
of Warhammer or

allowing you to easily and
instantly cover your

looking, functional
scenery.

Watch out for further
releases in the coming
months!




arhammer is a tabletop game for

two or more players where you
become the fearless commander of a
mighty army - assembling and painting
your own army in readiness for battle!

The huge starter set
contains the following:
- 35 Orc Warsiors
- 288 page rulebook - 1 Orc War Chariot
- 38 Empire Soldiers - 1 ruined buddding
- 1 Empire Cannon - 3 weapon templates
- 1 Emprre General « 8 assorted dice
« 1 Orc Warboss - 2 range rulers
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Citadel Miniatures supplied uapaioted and unassembled.
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‘thrbammer Regiment Sets are the besl way to collect Many sets a!sa bm extra parts er gram:ones
0

r add to a Warbammer army. All of the Regiment musbmoms or even rats! | _ e ) e s

seis @re Core units so they will form the basis of your Each set in the range mdm the bart

army Each sel conlains a vane!} of plastic legs, lorsos, Standard Bearer and Musician nwde!' Aiaif ,&g mmﬁk

arms, heads and weapons. along with lots of optional are made up of multi-part plastic compon
,,ﬂﬂsﬂz‘ke extra weapons, shields, cloaks and pouches.

1his allows for a great variety. of poses and detailing, interchangeable with those qfaraber Hegfmen: ‘gm

EMPIRE KNIGHTLY GRBERS
There are many Krughtiy Orders in the Empire. The

Panther and the Knights of the ‘White Wolf. The

~ Knightly Orders set gives you enough models and
bits to make a regiment of any of the above Orders,
or if you like you can invent muc own nght!y-
Order.

The Empire Knightly orders-neghﬁeht&t
contains:

8 Knights (including parts to make a cbmnpian,
Standard Bearer & Musician).

(lieft) A regiment
of Knights
Panther
(Right) A
regiment of
Reiksguard

EMPIRE SOLDIERS

The armies of the Empire are professional, well
disciplined and led by some of the finest generals in
history. A typical Empire army is hased around units
of highly trained Halberdiers or Swordsmen. This
boxed set gives you the option to arm your unit with
either swords or halberds. You could even split up the
el serinto a regiment and a small detachment.

2 Ve 7 _ A
' .' A . « ’ 5
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The Empire Soldiers Regiment Sel contains:
19 Empire Soldiers (including Champion, Standard Bearer & Musician)

converting couldn't be easier. In fm many pﬂﬂsgre »

most famous Orders are the Reiksguard, the Knights -




83 : _.:'! NICHT GOBLINS

¥ ¢ 1
1 The subterranean Night Goblins emerge from Hheir
- dark network of mountain tunnels and gathesSng,
. : large mobs for baule. Whilst not the toughest f
A fighters, their sheer numbers, as well as the Famatic,
5 g 1 - ® hidden in their ranks, ofien give an opponent s,
ol ’ o vl to stay clear, The Regiment Setgives you the opugn i
l’i 5 & \ f : "‘;’, ‘ . i arm your Night Gobling with spears or short bor

The Night Goblin Regiment Set contains:
20 Night Goblins (including Champion, Standard Bearer & Musician),

ORC WARRIORS

Ores excel at close combat, and boast some of the
toughest warriors in the Warhammer worlds In
battle, they wield huge weapons knowl s
‘choppas’. These great cleavers are far largessand
more dangerous than the mere swords and < of
Men. The Regiment Set contains enough weapons o
arm your Orcs with choppas, spears or even with |
weapon in each hand! '

Sovererl

The Or¢ Warriors Regiment Set contains:
19 Orc Warriors (fucluding Champion, Standard Bearer & Musician).

CHAOS WARRIORS

Chaos Warriors gather together in bands to fud
and plunder the lands of the Old World, all ig the
name of their dark gods. The Regiment Set congiins
enough weapons to arm your Chaos Warriors vith
halberds or hand weapons and shields.

The Chaos Warriors Regiment Set contains:
12 Chaos Warriors (including parts to make a Chanipion,
Standard Bearer & Musicicn).
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The Skeleton Warriors Regiment Set contains:
20 Skeleton Warviors (including Champion, Standard
Bearer & Musician). IS
ZOMBIES
1 af the Zombies are corpses brought back to unlife by
orld. 1n foul necromancy. Animated by the will of a dark
oWR s sorcerer, they are slaves to his slightest whim. Their
rger and necromantic overlords drive them into battle in their
axes of thousands. using them to exhaust the armies of their
Apoans 1o enemies. The Regiment Set allows you (o raise a unit
“n @ath o of Zombics,
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<
o
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The)Zomble Regiment Set contains:
20 é}mbre& (including Standard Bearer & Musician).
SKAVEN CLANRATS
O Hvage Clanrats form the vast bulk of the Skaven armics that
I i the pour forth in times of war, Individual Skaven are
Ccontiins vicious but rather cowardly, In huge hordes.
iorsawith however, they turn into an unsioppable mass. The
' boxed set gives you the option toarm your Clanrats
with spears or swords and shields.
- \ T “‘___ —
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The Skaven Clanrat Regiment Set contains:
20 8kaven Clanrats (including Chanmpion, Standard Bearer & Musicidn).




| GAMES WORKSHOP
~ STOCKIST LISTING

FOR THE ASIA PACIFIC REGION
AUSTRALIA

AUSTRALIAN CAPITAL

—_——

Macquarie Shopping Centre

TERRITORY

Canberra Logical Choice Games
Canberra Revenant Games
Tuggeranong  Toy Kingdom

Tuggeranong  Toyworld

NEW SOUTH WALES
Albury Games ‘N’ Hobbies
Armidale New England Hobbies

Batemans Bay Toyworid
Bathurst Toyworld
Bowral Toyworld
Braidwood
Broken Hill
Brookvale
Byron Bay
Camden Toyworld

Campbelitown Megohm Too!
Hobbies in the Hills

Castle Hill
Cessnock Toyworld

Charlestown The Games Shop

Coffs Harbour Toyworld

Dee Why Spectre Bark Games
Toy Villa Toy Kingdom

Double Bay

Braidwood Newsagency
Models’n’More

Games Paradise
Sunrise Hobbies

(02) 6248 7722
(02) 6298 3632
(02) 6284 8844
(02) 6293 1532

(02) 6041 6719
(02) 6772 0194
(02) 4472 5673
(02) 6334 3144
(02) 4861 2866
(02) 4842 2410
(08) 8087 9144
(02) 9939 4100
(02) 6685 8922
(02) 4655 8383
(02) 4628 2200
(02) 9899 5207
(02) 4990 4772
(02) 4947 8848
(02) 6652 7898
(02) 9971 6097
(02) 9327 7558

Mayfield
Mullaley
Mullimbimby
Mudgee
Newcastle
Newtown
Orange
Parkes
Parkes
Parramatta
Penrith

Toyland

Card Trek

North West Hobby Supplies
Warpt

Mudgee Bookcase
Mainly Military Hobbies
Modern Times Bookshop
Parkers Toy Kingdom
Bailey’s Bicycle Centre
Parkes Bookcase

Total Gamer

Tin Soldier

Port Macquarie Port World of Models
Raymond Terrace -

Richmond
Sydney
Sydney
Tamworth
Tamworth
Taree

Tweed Heads
Wagga
Warriewood
Woy Woy

Toyworld

Toy Ban

Games Paradise

Tin Soldier

Angus and Robertson
New England Hobbies
Mal’s Toy Shop
Toyworld

Logical Choice Games
Toyland

Book Exchange

(02) 9887 3822
(02) 4968 8511
(02) 6743 7811
(02) 6684 4740
(02) 6372 3127
(02) 4929 1140
(02) 9519 6191
(02) 6362 1486
(02) 6862 6633
(02) 6862 5175
(02) 9635 8477
(02) 4731 4623
(02) 6584 1223

(02) 4987 6156
(02) 4578 1264
(02) 9267 2069
(02) 9231 5668
(02) 6766 4454
(02) 6766 3785
(02) 6551 3613
(07) 5524 5090
(02) 6921 5505
(02) 9970 7199
(02) 4344 6206

Dubbo Angus & Robertson
Eastwood Mega Games Trader
Erina Casey’s Toyworid (02) 4365 1131
Faulconbridge Signal Box (02) 4751 2088
Gosford Wizards of the Central Coast (02) 4324 0004
Glen Innes Carelles Young World (02) 6732 1997
Goulburn Toyworld (02) 4821 2333
Inverell New England Hobbies (02) 6722 5661
Kotara The Games Shop (02) 49571157 QUEENSLAND
Lake Haven Toyworld - (02) 4392 7704 ;
Lane Cove Beyond Toys Toy Kingdom (02) 9418 6156 Aitkenvale ) .
Leeton Leeton Toy & Hobby (02) 6953 2141  Annerly Comic Warrior
Lismore North Coast Hobbies (02) 6621 3193  Annerly Mind Rush Hobbies
Lithgow Lithgow Outdoor Aroona Top Video

Hobby Centre (02) 6352 3250  Aspley Hobbyrama

: . Brisbane Comics Etc. (07) 3229 4446
Liverpool The Comic Shop (02) 9601 2622 .
Maitland Toyworld (02) 4933 5034 Brisbane Wargames Warehouse (07) 3210 2020

Brisbane Mr Toys Queen St Superstore (07) 3221 4289

(02) 6884 6262
(02) 9804 6171

NORTHERN TERRITORY

Alice Springs  Toyworld

(08) 8952 3949
(08) 8945 5655
(08) 8945 5544
(08) 8972 2530

Casuarina
Casuarina
Katherine

Comics NT
Enchanted Worlds
Katherine Books

(07) 4725 4661
(07) 3229 5197
(07) 3392 8166
(07) 5492 5799
(07) 3263 8122

Games Exchange

ww.games-workshop.com.au ® www.games-workshop.com.au ® www.games-workshop.com.? i3




9887 3822
4968 8511
6743 7811
6684 4740
6372 3127
4929 1140
9519 6191

6362 1486
6862 6633
5862 5175
635 8477
1731 4623
3584 1223

1987 6156
578 1264
1267 2069
231 5668
766 4454
766 3785
551 3613
524 5090
921 5505
370 7199
344 6206

152 3949
'45 5655
45 5544
72 2530

25 4661
295197
32 8166
)2 5799
33 8122
'9 4446
0 2020
"1 4289
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groadbeach
prowns Plains
caims
Capella
Carindale
Gladstone
Gympie
Hervey Bay
Innisfail
Kawana Waters
Lawnton
Logan Holme
Mackay
Maleny
Maryborough
Mt Gravatt

Mt Isa

Moranbah
Morayfield
Nambour

Gameatron

Press Start

Toyworld

Here Be Dragons
Toyworld

Toyworld

Toyworld

Toy Kingdom

Mellicks Centre
Angus and Robertson
Mr Toys Lawnton Superstore
Mr Toys Logan Hyperdome
Games Room

Zippity Doo-daa
Toyworld

Hobby One

Dunstan & French
Book Country
Computer Centre

Mr Toys

Toy Kingdom

North Rockhampton

Nundah
Oxley

Pialba
Redcliffe
Robina
Rockhampton
Southport
Springwood

Toowoomba
Townsville
Warwick
Wynnum

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
Toyworld

Toyworld

Capricorn Model House
Toyworld

Mr Toys

Springwood Superstore
Mack Campbells
Toyworld

Toyworld

Wynnum Hobbies

TASMANIA

Burnie
Devonport
Hobart
Launceston

Toyworld
Toyworld
Area 52

Birchalls

WESTERN
AUSTRALIA

Albany
Armadale
Belmont
Booragoon
Broome
Bunbury
Bunbury
Cannington
Claremont
Esperance
Exmouth
Geraldton
Hillarys
Kalamunda
Kalgoorlie
Karinyup
Karratha
Mandurah
Manjimup
Morley

Hobbytronics
Toyworld

Games World
Games World

Yuen Wing Store
Games World
Youngs Bookshop
Games World
Claremont Toyworld
Toyworld

Toyworld

Toy Kingdom
Toyworld
Kalamunda Toys & Hobbies
Games World
Games World
Games ‘R’ Us
Games World
Toyworld

Games World

(07) 5538 1711
(07) 3806 7607
(07) 4031 1763
(07) 4984 9447
(07) 3398 2360
(07) 4972 4405
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 3881 1250
(07) 3801 5926
(07) 4957 8055
(07) 5494 2333
(07) 4122 4411
(07) 3343 8655

(07) 4749 0400
(07) 4941 5511
(07) 5495 7100
(07) 5441 1669

(07) 4921 3121
(07) 3256 7560
(07) 3278 3333
(07) 4124 5945
(07) 4328 4291
(07) 5578 7588
(07) 4922 1507
(07) 5591 6255

(07) 3208 9750
(07) 4638 2030
(07) 4779 0277
(07) 4661 1144
(07) 3893 0043

(03) 6431 7244
(03) 6424 8622
(03) 6231 0271
(03) 6331 3011

(08) 9842 3123
(08) 9399 7080
(08) 9479 4707
(08) 9316 0330
(08) 9192 1267
(08) 9721 8487
(08) 9721 5004
(08) 9358 2355
(08) 9385 1220
(08) 9071 2504
(08) 9749 1482
(08) 9921 1353
(08) 9402 5044
(08) 9293 1169
(08) 9091 7475
(08) 9244 1159
(08) 9144 4551
(08) 9535 3528
(08) 9777 2550
(08) 9375 3751

Perth
Perth
Yelbeni

Tactics
Valhalla Games & Hobbies
Yelbeni General Store

SOUTH AUSTRALIA

Adelaide
Blackwood
Elizabeth

Military Hobbies
Leisureland
Toyworld

Elizabeth Grove The Gaming Den

Hallet Cove
Inglefarm
Millicent
Morphett Vaie
Morphett Vale
Mt Barker

Mt Gambier
Mt Gambier
Murray Bridge
Naracoorte
Nuriootpa
Port Augusta
Port Pirie
Renmark

Tea Tree Plaza
Unley
Whyalla

The Kommand Centre
Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

Toy Kingdom

Tunza Games

Toyworld

Zappers Entertainment Centre

Community Co-op Store
Toyworld

Public Video

Video Magic

Games World

Imagine If

Toyworld

VICTORIA

Ballarat
Beaumaris
Bendigo
Casterton
Castlemaine
Chadstone
Cheltenham
Croydon
Dandenong
Doncaster
East Preston
Echuca
Footscray

Frankston
Geelong
Geelong West
Hamilton
Hawthorn
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Menbulk
Moonee Ponds
Moorabbin
Mornington
Newborough

Seymour
Shepparton
Swan Hill
Wangaratta
Warrnambool
Werribee

Model World
Toyworld

Bendigo Sports and Hobbies
Dee Jay Hobbies
Hobby Castle
Games World
Games World

Mind Bogglers
Games World
Games World
Games World Northland
Toy Kingdom
Ultimate Science
Fiction & Fantasy
Gamesworld

Mind Games

Tates Toy Kingdom
Toy Kingdom

Mind Games
Wimmera Hobbies
Mind Games
Games World

Mind Games
Toyworld

Toy Kingdom
EmanuelsToyworld
Military Simulations
Toyworld

Dolls, Bears

& Miniature Wares
Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi’s Sportsgoods
Futuristic Games

(08) 9325 7081
(08) 9321 2909
(08) 9682 5012

(08) 8231 4772
(08) 8370 0300
(08) 8287 0900
(08) 8281 9594
(08) 8322 8402
(08) 8264 5650
(08) 8733 3500
(08) 8382 4957
(08) 8382 6722
(08) 8391 2411

(08) 8733 3500
(08) 8725 4499
(08) 8532 1111

(08) 8762 1400
(08) 8562 1999
(08) 8642 3277
(08) 8633 3063
(08) 8586 6181
(08) 8395 7771
(08) 8272 4282
(08) 8645 9838

(03) 5331 1642
(03) 9589 2118
(03) 5443 5086
(03) 5581 1901
(03) 5740 6233
(03) 9568 8002
(03) 9583 1049
(03) 9723 2293
(03) 9793 9955
(03) 9848 9180
(03) 9471 2211
(03) 5482 2172

(03) 9362 0788
(03) 9783 8500
(03) 5222 2133
(03) 5222 4201
(03) 5572 2313
(03) 9818 8593
(03) 5382 2319
(03) 9509 3174
(03) 9317 0977
(03) 9663 4603
(03) 5023 4494
(03) 9756 7764
(03) 9370 3206
(03) 9555 8886
(03) 5975 4413

(03) 5126 3111
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(03) 5722 2362
(03) 5562 2325
(03) 9742 4493
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NEW ZEALAND

N o R I H I s L AN D Toy Town Toyworld (09) 298 7449

Tauranga Home Entertainment Centre  (07) 578 6239
Auckland Modelair (Green Lane) (09) 520 1236

Upper Hutt J & N Gifts & Hobbies (04) 528 3456
' Auckland Santa Fe Models (Balmoral)  (09) 620 6786 v 2ndanul Toyworld Rivercity s s
Auckland Toymagic Henderson (09) 836 5516

Wanui-o-mata  Toots Models & Hobbies (04) 564 7377
Auckland Toymagi¢ Milford (09) 486 6816

SOUTH ISLAND
Auckland Toymagic Mt Wellington (09) 527 8094 5 T = L‘ -

Auckiand Toymagic Royal Oak (09) 625 1482 Alexandra Paper Plus (03) 448 9494
Auckland Toymagic St Lukes (09) 815 3129 Comics Compulsion (03) 379 7866
Auckland Toyworld New Lynn (09) 827 4654 Hobdays Cycles & Toyworld  (03) 366 9502
Auckland Toyworld Newmarket (09) 529 5200 Toyworld Barringtons (03) 332 2068
Auckiand Vagabonds Novelties Toyworld Matamata (03) 888 6601

Papakura

Alexandra

Christchurch
Christchurch
Christchurch
Christchurch

‘ Browns Bay Toyworld

Hastings lconix
| Gisborne Cyberzone
Hamilton Frankton Models

Hamilton Mark One
’ Howick Hobbytown Howick

Levin Sciascia Books & Souvenirs
Lower Hutt Model Crafts & Hobbies
Manukau City  Toyworld

and Collectables (North Shore)(09) 489 2750

(09) 478 9464
0800 426 649
(06) 868 7138
(07) 847 5292
(07) 839 3728
(09) 537 1259
(06) 368 6891
(04) 570 1881
(09) 263 4175

Christchurch
Christchurch
Christchurch
Dunedin
Invercargill
Nelson
Nelson
Qamaru
Queenstown
Queenstown

Toyworld Northlands
Toyworld Riccarton
Toyworld Shirley

Toyworld
Area 51

(03) 352 5489
(03) 343 0330
(03) 385 5366
(03) 477 6614
(03) 218 4314

Cycles & Hobbies (Richmond) (03) 544 8079

Toyworld
Victor Nelson

Queenstown Paper Plus

Toyworld

(03) 548 0959
(03) 434 9077
(03) 442 5296
(03) 442 8445

New Plymouth Toyworld (06) 757 5912 Timaru (03) 684 8540
Palmerston North

Heroes for Sale

Toyworld

(06) 356 6779
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SOUTH EAST ASIA

)) 298 7449
") 578 6239
) 528 3456
) 347 9664
) 564 7377
D
| 448 9494
379 7866
366 9502
332 2068
888 6601
352 5489
343 0330
385 5366
477 6614
218 4314
544 8079
548 0959
134 9077
142 5296
142 8445
384 8540
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SINGAPORE

COMICS MART PTE. LTD.

10 Jalan Serene
#02-05 Serene Centre
Singapore 1025

(65) 466 4213
www.comicsmart.com

COMICS QUEST

55 Siglap Road
#02-08 Siglap Centre
Singapore 455871

(65) 242 2110
HOBBY FOCUS

14 Scotts Road
#02-51 Far East Plaza
Singapore 228213

(65) 734 5803
LEISURE CENTRAL PTE. LTD.

220 Orchard Road
#03-01 Midpoint Orchard
Singapore 238852

(65) 887 5985
chriskoh @singnet.com.sg

MINIATURE HOBBY

200 Victoria Street
#03-28 Parco Bugis Junction
Singapore 188021

(65) 336 2168
S0 HAPPENING

154 West Coast Road
B1-83 Ginza Plaza
Singapore 127371

(65) 775 1863
TOURNAMENT CENTRE

51 Cantonment Centre
Singapore 089752

(65) 226 2801

MALAYSIA

THE GAMES CASTLE SDN. BHD.

8A Jalan SS 22/25
Damansara Jaya
47400 Petaling Jaya
Selangor D.E.

West Malaysia

PH: (603) 7727 8994
Fax: (603) 7729 9225
gamescastle @ hotmail.com

JUSTOYS

Block G, Abdul Razak Complex
Gadong BE 4119

Bandar Seri Begawan

Brunei Darussalam

(673) 242 3268
justoys @brunet.bn

TAIWAN

ALL SPORTS

33, No.51

Sec 1, Pa Teh Road

Taipei, Taiwan

(886) 2-2321 0423

CARD YOU STAMPS & COINS

203, Chien Kuo 3rd Road
Kaoh Shiun, Taiwan ROC

(886) 7-2824 767
DEMON’S DEN

B1, No.293
Sec 3, Roosevelt Road
Taipei, Taiwan

(886) 2-2364 4325.
www.likeit.net/dd
EAST MODEL TOY COMPANY

4F-15, 70 Hsining S. Road
Taiwan ROC

(886) 2-2331 5666

HONG XIANG

No.176-1, Renai 1st Street
Taipei, Taiwan

(886) 7-235 2787

1 KE GUAN

18 Dabei Road, Shilin
Taipei, Taiwan

(886) 2-2883 4208

UFOQ COMICS

No.164, Sec 4, Ximen Road
Tainan, Taiwan

(886) 6-2819 666

YA XIN

No.757, Hsi Ta Road
Kaohsiung, Taiwan ROC

(886) 3-522 2580

THAILAND

GAME SOCIETY SHOP

206 Siam Square Soi 1,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand

(66) 2-252 8027
T SUPREME CO. LTD.

695 Sukhumvit 50,
Prakanong, Klongtoey,
Bangkok 10250, Thailand

(66) 2-742 9142
T SUPREME SHOP

Siam Discovery Centre,

5th Floor, No.989, Room 514,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand

(66) 2-658 0522

PHILIPPINES

HOBBY CAFE

4/F Edsa Node, Robinson’s Galleria,
Edsa cor Ortigas Avenue
Quezon City, Philippines

(632) 634 8982
HOBBY CAFE

Cinema Level,
Filinvest, Alabang,
Muntinlupa City, Philippines

(632) 850 4234
NEUTRAL GROUNDS

3/F Cadillac Lane
Virra Mall, Greenhills
Shopping Centre
San Juan, Philippines

(632) 724 9265
NEUTRAL GROUNDS

U-B10 2/F University Mall

Taft Avenue (beside DLSU-Taft)
Manila, Philippines

ngrounds @i-manila.com.ph

-workshop.com.au



DRAGONS

A GOTREK AND FELIX NOVEL BY wal KING
1T dragozyoﬁéﬂed its mouth The fires of - hell
burned toithin its jas. Feltx thought the creature -
looked almost as if it were smiling. Some strange
.. impulse compelled him to-throw hzmcelf between
. Gotrek and the creature just as"it bréathed. He
| fought back the desire to screm@ as a wall of ﬂame
“hurtled towards him.. {

. DRACONSLAVER is the latest epic mstalment in
the death-seeking saga of Gotrek and “Felix.
After the daring exploits of Daemonslayer;-the
fearless duo find themselves pursued by the
insidious and ruthless Skaven-lord Grey\Seer >
' Thahquol. Dragonslayer sees the doom: ladeg
~~§layer and his sworn companion back abg
. an arcane Dwarf airship, invsearch of a golden

h(b@rd and its deadly guardlan i e [
Dragonslayer o AUS$12.95 NZ$J4 95

COME MANLING, LET THe“Bl,ooanmNG BEGIN! -

Other novela in the Gotrek, and Felm series - %,

"“gléﬁﬂer .
A $12.95 Nz$14'05
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Every month we puhhqh a
Battle Rr:pnrl Ehrnmthnh

the events of an actual
game. They give you an
idea of how the game

‘ works and ‘are a chd
O IS HEIM place to pick up some
gaming tips and factics,

A Warhammer Battle Report by Gordon Davidson, Alessio
Cavatore, Space McQuirk, Graham McNeill and Phil Kelly.

Welcome to this month’s battle report, a brutal clash heralding the release of the fantastic
new edition of Warhammer. With the Empire Armies book released this month and the
Orc & Goblin Armies book hitting the shelves next month, we thought it fitting to
showcase these two varied and colourful armies as they meet in fierce battle in the
depths of the Great Forest.

Set in the once peaceful forests of Talabheim, this battle report focuses on the
struggle around the village of Geistheim as Empire troops mass to defend their
beleaguered outpost. In a time when the incursions of the Orcs were becoming
more frequent, and each war party seemed to be growing in size, the Empire must
make a stand or surrender large portions of the Great Forest to the marauding
Greenskin menace. Even the local residents have been drafted in to defend their home
town in this bitter struggle for supremacy.

This is an ideal forum to show just how the new version of Warhammer works, and

what changes have been implemented since the last release. The scenario played was
the first and most basic mission from the Warhammer rules, The Battle of Nebelbeim
(Pitched Battle), and is reproduced as it is in the rulebook on the following pages.
Note that many of the points values and more detailed rules presented bere are taken from
work in progress on the Empire Armies book and the Orcs and Goblins Armies book, they
may be subject to change.

g = e i .

The booms of the Orcs’ gigantic drums could barcly be heard over the
sound of their guttural war chants. As the loyal troops of Talabheim stood
in disciplined ranks, the sound of crashing trees and branches snapping
increased in volume before fimally the Orc horde emerged from the tree— |
fine. Elector Count Schepke steadied his horse and, rassing his sword high
above his head, he calmly addressed his troops. !

“Hold the line, men!” he yelled “Artilery, ready your fuses and awart my 1

command!”

e SN,

His voice was barcly andible above the eers of the massive Orc horde A
solid wall of Greenskins now stood facing his brave soldiers, bellowing |
fierce challenges and clashing crude choppas against their rusted armour, a

stark contrast to the disciplined ranks of the Empire soldicrs. 3

The people of Talabecland had thought themselves safe, hidden deep with
! the heart of the Great Forest. A lapse of vigilance resulting from ycars of |
peace and prosperity had allowed the sudden Orc invasion to devastate the
villages and towss surrounding Talabheim. Huge numbers of Orcs had been |
reported raiding the unprotected settlements, disappearing as quickly as they
had emerged, leaving a broken trail of wanton destruction behind them Only
the town of Geistheim lay between the advancing Orcs and the city knowa
as The Eye of The Forest. } /
J

A veteran of many campaigns, Elector Count Otto Schepke had secn a
pattern developing within the attacks of the Orcs. Mustering his regiments
and Kaights, he rode to the small town and alerted the mayor of the
approaching danger. If his deductions proved correct, they had only a short
time fo prepare for battle. The mayor of Geistheim exhorted the townsmen ) |
to gather their weapons. The Count knew that 2 man fighting to defend his /
home was a dangerous opponest, a match even for the skills of his bravest
soldicrs. They would nced such covrage in the battle were they to stand any |
Lchancc of defeating the invading army. !

T — P = e
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@j’ THE SCENARIO
bt

SCENARIO 1 - BATTLE OF NEBELHEIM

his battle is often held up as an example of a true
pitched battle, by scholars of the Empire.

In this battle the army of the Empire, led by Konrad,
Elector Count of Ostland, engaged a large horde of Orcs,
led by Warlord Gorkfang. Knowing that the Orcs would
press on regardless of losses and seek to overwhelm the
Empire army by force of numbers alone, Konrad chose
his ground carefully and devised a cunning plan. Then
he deployed his army in the path of the invading Orc
horde, forming up his carefully considered battle line in
open, rolling terrain that formed a natural arena for the
battle. Konrad then deliberately positioned thin lines of
missile troops in the centre and big blocks of solid
troops on the flanks.

The Orcs approached and seeing the apparently thin and
weak centre, went into a headlong and ill-considered
advance. Of course Konrad’s centre gave way and the

Orcs surged onward oblivious to the approaching doom.
It was now time for Konrad, relying on the immense
discipline of his men, to close the trap. The massive and
resistant Empire formations on both flanks swung
inwards and hammered the Orc army from both sides. It
is said that the Orcs were jammed together so closely in
the melee that they were unable t6 use their weapons
and so fell readily and in great heaps to the massed
halberds of the Ostlanders. Gorkfang himself fell, and his
horde was annihilated. It was a famous victory.

PITCHED BATTLE

Overview: Both armies are fully prepared for battle and
their goal is simple — wipe out their enemy and take the
field!

Armies: Both armies are chosen using the Warhammer
army lists to an agreed points value.

Battlefield: Lay out the terrain in any mutually agreeable
manner.

DEPLOYMENT

1. Both players roll a dice, the player who scores highest
chooses which side of the table to deploy his forces on.

2. The players roll a dice, the highest scorer may choose
whether to start deploying first or second.
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Alessio: Now; since it would be
the first battle report of a new
game system, I thought it was
better to keep things simple. I
tried to stick to a basic Empire
army, but I definitely wanted to
put a bit of everything in it,
because this was a good chance
to show off lots of new models.

With a bit of luck, this would
also help me to prove a point: I
said many times that the Empire
must have ‘combined arms’ to
work well. Now I had to demonstrate it.

Alessio Cavatore

Starting with my characters I went for maximum variety, picking
almost every one of the Heroes (a Battle Wizard, an Engineer
and a Warrior Priest) and using an Elector Count as my General.
A Count is the more usual of the Lord choices to take the field
and it seemed a mandatory choice for the very first Empire
army. I tooled him up because I didn’t want him to be scared of
challenging the much tougher Orc General. For this purpose I
bought him the character-killing Sword of Fate and a Holy Relic
for protection (4+ Ward save). Another advantage of Elector
Counts is that they are quite cheap, and that allows you to
spend more points on troop types (and one of your regiments
can have a magic banner!). I gave the Count a warhorse so that
I could get him the maximum armour save (and because I loved
the model...) and so it seemed natural to deploy him with the
Knights.

Since the General would not be with the infantry, I needed a
good leader for my soldiers. A Warrior Priest with a Rod of
Command would do the trick, giving the Swordsmen (carrying
the War Banner!) and their Detachment a Leadership of 8 and
making sure they’ll pass their first Break test. My Battle Wizard
would provide the much needed magical protection (I love
Dispel Scrolls) and the Engineer would stay with a war
machine, as he should. There he would help the crew, snipe at
enemy Champions and Wizards with his Hochland long rifle
and challenge attacking enemy characters with his amusing Van

Battles have been won and lost through poor deployment
Alessio and Gordon squared off against one another and
rolled to see who would get to choose which side of the
table they would deploy from. Alessio scored higher and
chose the southern side of the battlefield. With table sides
chosen, both players now rolled to see who would choose
' whether to begin deploying their troops first. This is an
important tactical decision because if you finish deploying
your army first, then you gain a +1 to the dice when rolling
to see who gets the first turn of the game. Gordon rolled
higher, but with the number of units in his army he realised
that couldn't gain the +1 bonus, even if he started
deploying first. Therefore, he made Alessio begin deploying
his army before his own, in order to gain an insight to his
opponent’s plans. Alessio deployed his forces on ground
where the wide fields of fire would allow him to use his
Handgunners, Crosshowmen and artillery to full effect. The
Mortar was deploved on a hilltop and the Cannon was
thrown out on the opposite flank where Alessio hoped its
deadly cannonballs would be able to smash through several
[ units at a time. The main infantry strength was deployed in

.t

the centre of the table, with the Pistoliers ready to dash
around the Orc left flank

With the edges of the Great Forest taking up a large
proportion of the Orc army’s deployment zone, Gordon
would need to be cunning indeed. The larger Orc force had
r to somehow cram together into a very small area. Gordon
Lr -
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DEPLOYMENT

PREPARE FOR BATTLE!

Horstman’s Speculum (just imagine a duel between the
Engineer and a Black Orc Warboss, with the most important
stats swapped around...).

I then worked my way through the troops’ entries in the list
and at the end I had picked all of them but the Greatswords, the
Flagellants and the White Wolves. Not bad for a starting force —
only the hardest and rarest troop types had been excluded. I
must admit though that I just couldn’t resist the temptation of
taking a Volley Gun. You see, I knew I would be fighting Orcs
and I needed something that could kill lots of them if they got
too close... and they always get too close! A Cannon, to take
care of chariots and Giants, and a Mortar, for big blocks of
Goblins, completed my artillery. The centre of my army would
be made of two large blocks of infantry that I would deploy side
by side for mutual support, each with a Detachment to cover
their remaining exposed flank.

A unit of Handgunners (with a Champion armed with repeater
hand gun) and their Crossbowmen Detachment would look for
a hill from where they could add to the artillery fire. The
Handgunners’ second Detachment, a small and cheap unit of
Free Company fighters, would have the noble role of drawing
out the enemy Fanatics (join the army, they said...). A similar
role would be performed by my unit of infiltrating Hunters,
hopefully causing lots of problems to Gordon by forcing him to
release his Fanatics too far from my Knights and too close to his
own troops. The Knights themselves wear full plate mail, ride
armoured warhorses and are armed with lances, increasing my
army’s hitting power and giving the enemy war machines
something to shoot at. Just to be sure, I also gave them a
Banner of Arcane Warding to protect this precious unit, and my
General with them, against nasty Waaagh! spells.

Finally, I bought a unit of my favourite troop type: Pistoliers!
Having a unit of this hard-hitting fast cavalry on the flank is
something that will give any enemy something to worry about!
The Orcs would have to do something about the Pistoliers and
their advance would be slowed down in the process, giving me
more time to shoot them up.

My army of Men of the Empire was now ready to take on the
savage invaders of our land. May Sigmar be with us!

decided to maximise his strength between the two woods
Both Orc Boyz regiments and the Boar Chariot were placed
here with Night Goblins on each flank An imposing wall of
Greenskins lined up opposite Alessio’s stoic Knights. The
Rock Lobba was dragged to the top of the eastern hill where

it would have a commanding view of the battlefield.
Gordon checked with Alessio whether he could deploy his
Spear Chukkas inside the woods. Due to the infinite scope

of possibility within the Warhammer game, rules queries
occasionally arise that are not covered in 1
the rulebook and most players

can usually come to mutual

agreement on such queries. In this .

case both players agreed that the [ ¥
Spear Chukkas could deploy in the ‘
woods so long as they were within
2" of the forest’s edge.

Gordon’s Warboss would lead the Boar

Boyz who were positioned behind his Big

‘Uns. This put him close enough to other Orc et
regiments so that if they needed to take any Break or
Psychology tests, they could use the Warboss’ higher
Leadership of 9 so long as they remained within 12" of him.
Finally Gordon placed his Big Boss carrving the Battle
Standard with the Big Uns. Gordon then made sure that his
Orc Shaman had a line of sight in order to cast the spells he
had rolled. Both armies were now ready for battle
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GATHERING THE HORDE

Gordon: So there I was having tea with Rick Priestley, when
suddenly the horizon darkened and the ground shook. “Uh oh
Rick, it’s half an hour since breakfast, I think Fat Bloke’s hungry
again,” I cried, the terror evident in my voice. “You fend him off
while I make my escape,” Rick replied bravely. I prepared to sell
myself dearly so my lord and master could live to write again
another day.

“DAVIDSON”, the huge one rumbled, “Yes...” I replied meekly,
“] want you to fight Alessio,” “Why? He’s not done anything to
annoy me,” I wittily retorted. Paul fixed me with his best squint
and grinned at me through food-stained teeth. “At Warhammer
you dipstick.” Breathing a huge sigh of relief I agreed (knowing
you're no longer on the lunchtime menu always cheers me up).
“So what army do I get to play with then?” I asked. “Orcs &
Goblins” came the heartening reply, “and you had better win!”
Alessio is a veteran gamer of many years and would be sure to
be a tough opponent. I had 2,000 points to spend on an Orc &
Goblin army and the basic troops from the boxed set seemed a
good starting point. 20 Orc Boyz and 10 Arrer Boyz soon found
their way onto my roster.

We are currently designing and painting a massive Orc horde
but not everything I wanted was available yet. The wonderful
new Wolfboyz sculpted by Aly Morrison and Brian Nelson were
not quite finished, and Brian’s Black Orcs wouldn’t be ready in
time ecither.

Knowing this, I decided to max out on Night Goblins. They are
cheap points-wise and come with Fanatics which always terrify
your opponent (especially ones with cavalry, and I knew Alessio
would have to field some Reiksguard Knights). So with three
units of 20 available I decided to field all 60 just to see the look
on his face. I took another regiment of Boyz, this time the ones
from the Orc Warriors Regiment Set, and upgraded them to Big
*Uns (Strength 4 Orcs with two hand weapons... Waaagh!).
The core of my army was now settled, so I could pick Bosses,
Special and Rare choices to my heart’s desire (points allowing).

Characters are what keep an Orc army going, and they are some
of the toughest in the Warhammer world. The Warboss is the
key to your success on the battlefield and his equipment should
be carefully considered as your plan is likely to revolve around
him. Warboss Gitface likes to lead from the front and get into
the thick of the action. With this in mind, I mounted him on a
warboar and armed him with the Battleaxe of the Last

Waaagh! giving him a mighty D6 extra Attacks per turn (it

k]
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runs out if you roll a 6 though)
and protected him with Warboss
Um’s Best Big Boss 'At. You can
spend up to 100 points on your
Lord’s magic items, and I had
used the maximum allowance in
order to turn my General into a
killing machine.

Next up came my Army
Standard. Low Leadership
armies like Orcs and Goblins,
Skaven etc need an Army
Standard. Allowing that re-roll
on vital Break tests can make a massive difference to your battle
plan. I equipped him with Gork’s Waaaghbanner and placed
him with my Big 'Uns. This gave them an extra Hero in the front
rank and a mighty 10" charge or march move (the magic banner
adds to your Move when advancing towards the enemy).

With two Hero choices left I opted for an Orc and a Goblin
Shaman, both of whom I upgraded to Second Level wizards.
This would allow me extra power dice in the Magic phase and
give me an interesting selection of spells.

My remaining points could now be spent on some very
characterful and powerful choices. The *Eavy Metal lads have
painted up a mighty unit of 15 Orc Boar Boyz but I could only
afford 11 of them. They would all fight alongside my general
and form a unit to drive fear into the heart of my opponent. An
Orc Boar Chariot and a Snotling Pump Wagon were must-haves
and I rounded out my army with some artillery. Two Spear
Chukkas and a Rock Lobber would hunt cavalry and war
machines respectively.

Now that I had chosen my army I needed a plan. With Orcs it’s
always a fairly simple one; CHARGE! There are however subtle
variations on this tactic. Move forward as fast as possible, but
try and charge with as many units as you can in the same turn.
If you advance piecemeal, the well trained and disciplined
troops of the Empire can pick off and destroy the closest threats
easily. My Night Goblins and their crazed Fanatics would
protect my flanks and close off areas of the battlefield from
Alessio. Apart from that I would zap him with magic, use my
war machines to destroy his war machines and hit his men with
lots of big choppas. To war, for the glory of da Waaagh!

Gordon Davidson

Right: The Spear
Chukkas deploy just
inside the woods.




COUNT OTTO SCHEPKE'S ELITE BATTLEHOST

CHARACTERS

LORD: Elector Count Otto Schepke (80)

Full plate armour (12), shield (3), warhorse
(15), barding (6), Holy Relic (45),

Sword of Fate (50). 211 pts
HERO: Warrior Priest Franz Weissner (95)
Heavy armour (4), two-handed hammer (4),
Rod of Command (50). 153 pts

HERO: Master Engineer Tiberius Holst (55)
Hochland long rifle (20), Van Horstman'’s
Speculum (25). 100 pts

HERO: Battle Wizard Maximillian von
Drakwald (60)
Extra level (35), Dispel Scroll (25),

Dispel Scroll (25). 145 pts

CORE

20 Swordsmen, standard bearer (10),
Sergeant (10), musician (5), War Banner (25).

‘ 190 pts
Detachment — 10 Halberdiers 60 pts
9 Huntsmen 90 pts

8 Reiksguard Knights, musician (10),
standard bearer (15), First Knight (15),

Banner of Arcane Warding (40). 264 pts
10 Handgunners, Marksman (10),
Repeater hand gun (10). 105 pts
Detachment — 5 Crossbowmen 40 pts
Detachment — 5 Free Company Fighters

25 pts

20 Spearmen, shields (+1), Sergeant (10),

banner (10), musician (5). 165 pts
8 Free Company Fighters 40 pts
SPECIAL

1 Mortar 75 pts
1 Great Cannon 100 pts
7 Pistoliers 119 pts
RARE

1 Helblaster Volley Gun 125 pts

GRAND TOTAL 2,002 pts




WARBOSS BLACKTOOTH'S UNSTOPPABLE HORDE

CHARACTERS 10 Orc Arrer Boyz 80 pts
LORD: Warboss Gitface Blacktooth (110) 20 Night Goblins, bows (+1),

Light armour (3), Warboar (24), Battleaxe of standard bearer (10), musician (10). 75 pts
the Last Waaagh! (65), Warboss Um’s Best Big

20 Night Goblins, spears (+1), shields,
standard bearer (10), musician (10). 75 pts

20 Night Goblins, spears (+1), shields,
standard bearer (10), musician (10). 75 pts

Boss ‘At (35). 237 pts

HERO: Goblin Shaman Nodgrot (55)
Extra level (35), Dispel Scroll (25),

Dispel Scroll(25). 140 pts

HERO: Orc Shaman Morkus Blackfang (65) S Goblin Fanatics 150 gis
Extra level (35), SPECIAL

Buzgob’s Knobbly Staff (35) 135 pts 11 Orc Boar Boyz, standard bearer (15),
HERO: Orc Big Boss Krog Hogtooth (65) musician (5), Nogg’s Banner of Butchery (20).
Army Standard (25), heavy armour (4), 238 pts

shield (2), Gork’s Waaagbbanner (50). 146 pts

1 Orc Boar Chariot 80 pts
CORE 1 Goblin Rock Lobba, Orc Boss (13). 83 pts
20 Orc Boyz, additional hand weapons (+2), .
light armour, standard bearer (10), musician 2 Goblin [Spear Chinkias b0 gt
(5), Boss (13). 168 pts RARE
20 Orc Big ’Uns, additional hand weapons 1 Snotling Pump Wagon 40 pts

(+2), light armour, standard bearer (10),
musician (5), Boss (13). 208 pts GRAND TOTAL 2,000 pts




| gﬁt TURN ONE

EMPIRE TURN ONE

With a rousing bugle call, the soldiers of the Empire began
advancing towards the Greenskins, their blades glittering in the
sunlight. The Spearmen, Swordsmen and their supporting
Detachments advanced cautiously into the open ground
between the walls of the village and the woods in the centre of
the battlefield. On the other side of the wood, the Reiksguard
Knights moved forwards, making sure to keep out of sight of
the Gobbo Spear Chukkas and Rock Lobber. These machines
are particularly dangerous to Knights and make short work of
their high saving throws. The Huntsmen which Alessio had

e ~ R e -

In the Magic phase powerful energies swelled across
the battlefield as Alessio began working out how
many Power dice he would have to cast his spells. In
addition to the basic two dice, Alessio’s Level 2 Battle
Wizard generated two Power dice per turn, making a
grand total of four Gordon's Dispel dice also
( numbered four, two basic Dispel dice as usual,

boosted by one for each of his Level 2 Shamans
(when dispelling a Level 1 or Level 2 uizard adds
one to your Dispel dice pool, whereas a Level 3 or
Level 4 magic user adds two dice).

‘The Empire Battle Wizard began by attempting to cast
the Second Sign of Amul, a protective spell giving the
Empire player D3 re-rolls (the ability to re-roll any
one dice they are not happy with and accept the
second result). Alessio used three of his four power
dice, managing to roll a two 4s and a 2, successfully {
beating the casting score of 5+ needed. If he had
rolled a total of less than five, the spell would have
falled

Unfortunately for Alessio, Gordon attempted to
Dispel using all four of his Dispel dice. Gordon rolled
two 6s, a 4 and a 3, scoring more than Alessio’s roll
and dispelling the spell before it was cast.

f The Warrior Priest then used his special prayer-

casting ability. Prayers are like minor spells, and are
automatically cast at a Power Level of 3 without
needing to roll any dice. As Gordon had no Dispel
) dice left, Alessio’s Warrior Priest successfully cast the
Blessing of Sigmar upon the Engineer which granted
him a 5+ Ward save (handy in case the Orcs landed
any accurate artillery fire). J

concealed in the western woods now broke cover and sprinted
towards the Night Goblins and Orc Shaman, hoping to draw
out any Goblin Fanatics that Gordon had hidden within their
ranks. This was a dangerous duty, but Alessio knew that he
would have to force the Fanatics out before they got anywhere
near his Knights, as they could wreak havoc within the cavalry
regiment. The Pistoliers rode behind the townhouse, ready
to threaten the flanks of the Orc Arrer Boyz and

second regiment of Night Goblins. 4

>
\

The Shooting
phase began with
a thunderous crash
as the Imperial artillery
train fired on the Orcish
horde. Weapons that require a
player to guess the range of their
target must now be fired before any -
others, thus preventing players from
shooting other missile weapons first to
discover the ranges of targets. Alessio fired his
Great Cannon at the Big 'Uns, but guessed a little too
far and rolled an 8 on the Artillery dice, overshooting
the relieved looking Orcs. The Mortar crew fared no better,
rolling a Misfire on the Artillery dice. Tentatively, Alessio rolled
a D6 and consulted the Misfire chart. Scoring a 6 he was
relieved to find that his Mortar hadn’t blown up, but a shell
with a faulty fuse had been loaded into the war machine which
exploded harmlessly in mid-air. The Handgunners and
Crossbowmen both opened fire on the Orc Boar Chariot, but
even with the extra D6" range that Handguns get on their first
volley, their target was out of range. The Crossbowmen
managed to cause a wound on the charjot, but not enough to
stop it as it rumbled menacingly towards Alessio’s line. All in all
it had been a disastrous round of shooting for the Empire.

There was not yet any close combat and so the Empire’s first
turn drew to a close with only a single wound caused to the
enemy. The next few turns promised to be bloody indeed.

The skirmishing Huntsmen draw out two Fanatics from the Night Goblin ranks, paying dearly for ‘their bravery,
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ORC TURN ONE

Orcs live to fight, even amongst themselves, and to represent
this, Orc & Goblin units must test for Animosity at the
beginning of each turn. Gordon had to roll a D6 for every unit
in his army with the exception of war machines and chariots.
On a roll of a 1 they would suffer from Animosity and have to
roll on a separate chart to resolve its effects. With the Boar Boyz
positioned behind the Big 'Uns it was a nervous moment for
Gordon. If they failed their test then it was possible they would
charge his Big 'Uns in their rear. The gamble paid off, for much
to Alessio’s amazement all the Orc units passed their test. With
the enemy in sight, the Orcs marched 8" towards the Empire’s
lines. The Big 'Uns advanced the furthest as they carried Gork’s
Waaaghbbanner which added 1" to their Movement, allowing
them to March Move an additional 2" towards the nearest
enemy unit.

As the Night Goblins marched forward they came within 8" of
the Empire Huntsmen. This meant it had to halt in order to
release the Goblin Fanatics. Gordon chose the initial direction
they moved, but had to roll 2DG6 for the distance they travelled.
The first Fanatic whirled an incredible 11" straight through the
Huntsmen. With a truly wicked laugh perfected after years of
practice, Gordon rolled to see the effect of the crazed loon
(when a unit is hit by a Night Goblin Fanatic, it takes D6
Strength 5 hits). He scored 5 hits, 4 of which caused damage to
the Huntsmen. A Goblin Fanatic’s deadly spiral of death does
not allow the opposing player an armour save (in this case this
was immaterial as the Huntsmen had no armour), and with
over 25% of the unit dead, the Huntsmen had to take a Panic
test. Alessio had to roll equal to or under the Huntsmen's

.

|

POWER AND DISPEL DICE j‘
When a wizard attempts to cast a spell,
he may only use one more Power dice
than his Magic Level. However, he may
use any number of his Dispel dice
during his opponent’s turn.

For instance, a Level 2 Shaman could
only use three dice to cast a spell, but
could potentially use even more to
dispel his opponent’s spells.

Leadership with two dice. Rolling a 9, they failed and fled 2D6"
which carried them off the table edge when Alessio rolled a 10.
The second Fanatic only managed to move 3", aiming towards
the Empire troops on the hill in the distance. Once released
they would now move in a random direction, and this lunatic
Goblin was dangerously within swinging range of the bulk of
the Orc advance.

The Orc Shaman began the Magic phase with Gordon choosing
to cast Gaze of Mork, an offensive spell that can fry a man
where he stands as a beam of green light pours from the
Shaman'’s eyes. The evil Shaman cast the spell on Alessio’s five-
man unit of Free Company fighters. Needing a 6+ to cast the
spell, Gordon chose to roll his maximum 3 dice and scored 11.
Alessio decided not to attempt to dispel, and the Gaze of Mork
caused D6 Strength 4 hits on the Free Company Fighters,
killing four of them. A lone soldier was all that remained, but
remarkably he passed his Panic test, grimly determined to
avenge his comrades. The Goblin Shaman then attempted to
cast ‘Ere we go on the Big 'Uns. Using 3 dice, Gordon rolled an
impressive 16, and Alessio did his best to Dispel, having saved
up four dice to confound the Shaman’s magic. Disaster struck,
though, as Alessio rolled a 5, 1, 5, and another 1. The double
one meant that the Dispel had automatically failed. The Big
'Uns now had a 6+ Ward save and would strike first in close
combat, even if they were charged.

The Shooting phase was nowhere near as successful as the
Magic phase, as Gordon failed to hit a single Empire soldier.
The first turn was over, with the Orc army still fully intact and
now much closer to the Empire’s line.
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EMPIRE TURN TWO

The Huntsmen were gone, but they had served
their purpose and the Fanatics were now roaming
around about the battlefield at random.
Dangerous yes, but at least now they were
dangerous to their own side as well! The Orcs
were rapidly closing the gap between the armies
and there were still far too many of the cursed
Greenskins for the Elector Count’s liking. Joining
the Reiksguard Knights, he ordered them to
reform with an additional rank, readying them for
the charge.

The rest of the infantry continued its relentless
advance forward, with the Free Company
supporting the Swordsmen, moving close enough
to the second unit of Night Goblins to draw out
no less than three Goblin Fanatics! Two of these
whirling death-dealers only managed to roll a
total of 7 on their 2D6" movement, but the third
just managed to reach his target with an 8 and,
fortunately for the warriors of the Free Company,
only managed to kill one of their number. The
Free Company Fighter who had suffered at the
hands of the Orc Shaman dashed towards

the foul wizard and the Boar
Chariot, eager to

exact revenge

for their fallen

comrades. The

Pistoliers

continued to

outflank the Orc left,

cocking the flintlocks on

their pistols and preparing to
unleash a volley of deadly lead
balls.

Again the Warrior Priest prayed fervently to

his deity and granted the Engineer the Blessing
of Sigmar, with Gordon declining to dispel it.
Meanwhile, the Battle Wizard attempted to cast
the Storm of Cronos, a short-ranged but effective
spell, but failed to equal or better the spell’s
casting value. With two dice left he then
successfully cast the Second Sign of Amul, but
Gordon’s Shaman managed to dispel it by rolling
higher than the Wizard’s casting roll, the spell
crackling and dying before taking effect.

The ground shook once more as the Empire artillery opened fire. The Mortar
fired a shell with a correctly cut fuse this turn, but Alessio managed to
overshoot the Big *Uns by rolling a 10" miss on the Scatter dice. All was not
lost however. The shell sailed over the heads of the Orcs and exploded just
behind the Night Goblins in the centre of the Greenskin’s line, shredding one
Goblin and wounding the Goblin Shaman who was skulking at the rear of the
unit. A spinning cannonball struck the front of the Big "Un unit and smashed
an Orc from his feet before burying itself in the ground as Alessio rolled a
Misfire for the cannonball’s bounce.

The remainder of the Empire army let fly, with the Handgunners shattering
the Boar Chariot in a hail of lead. The Crossbowmen and Helblaster Volley
Gun fired on the Big "Uns, but between them only managed to kill two of the
massive Orcs. The young nobles of the Pistolier regiment shot at the exposed
flanks of the Arrer Boyz, but their aim was off and every one of the bullets
missed the Orcs. Again no one had managed to get into close

combat, but it was only a matter of time...

Your Emperor needs you... the Free Company fulfil a distinctly unenviable battlefield role.
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TURN TWO \
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The destruction of the Chariot
confused the Orc Boyz as both they and
the Night Goblins on the left flank failed their
Animosity tests, spending the remainder of the turn
squabbling amongst themselves. Gork's Waaaghbanner meant
that the Big 'Uns had to charge the nearest enemy unit within
range. One of Alessio’s Free Companies was within 10" of the
Big 'Uns and thus a charge was declared. Choosing flee as their
reaction, the Free Company turned tail towards the
Halberdiers.

It was time for Gordon to move his Fanatics. A Scatter dice is
used to determine the direction of the Fanatics. The first
succeeded in wrapping the thick chain around his scrawny
neck, killing him instantly (Gordon rolled a double on the
movement dice when rolling to see the distance which the
Fanatic would travel) ‘while the second smashed into the Orc
Shaman and caused a wound. Two of the Fanatics who had
been released in the previous turn collided with each other
leaving just a horrible mess in the centre of the battlefield.

The Snotling Pump Wagon rolled 8" forward. The Pump Wagon
is another unit in the Orc & Goblin army that determines the
distance it can travel randomly. Rolls for Animosity and
units with random movement make the Orc army highly
unpredictable. This may seem like a big disadvantage at times,
but if you're not sure what your army is going to do next, you
can be sure that your opponent doesn’t either. Because the
Free Company had chosen to flee as their charge reaction, the
Big 'Uns charge would count as failed unless he could reach
another enemy unit. As the tape measure came out Alessio
grinned wryly. The Big 'Uns could not reach the Halberdiers
and could therefore only move 5", leaving them in close range
of the lethal Helblaster Volley Gun

MARCH MOVES

A March Move represents a unit
| redoubling its efforts to close with the
enemy The unit can move double its
Movement characteristic during the
Movement phase. However, this cannot
be attempted when a member of the
opposing force is within 8"

Skirmishers and characters are immune
to this restriction and can always march
move, even when within 8" of the enemy. j
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ORC TURN TWO

Once again the Orc Shaman attempted to cast Gaze of Mork,
this time on the Reiksguard Knights. The magic item Buzgob’s
Knobbly Staff gave Gordon a +1 to his casting roll of 6 which
was more than he needed to cast the spell. Fortunately for
Alessio, the Banner of Arcane Warding that the Knights carried
allowed him two extra dice to dispel magic that affected the
unit, and he ensured his success by adding an extra dice from
his Dispel dice pool. Next the Orc Shaman used his remaining
two dice to cast ’Eadbutt on the champion of the Spearmen.
Once again Alessio successfully dispelled, but the Goblin
Shaman still had three dice to the Wizard’s one. He now
successfully cast Hand of Gork which would allow the Big 'Uns
to charge this turn (the Hand of Gork allows a single unit to
move an additional 2D6"). Alessio, having learnt hard lessons
in the past, chose to use his Wizard’s Dispel Scroll instead of
rolling the Dispel dice, automatically cancelling out the
Shaman’s spell.

The Goblins in the wood now turned their Spear Chukkas
towards the Pistoliers. Needing 5+ to hit, the first shot missed
its mark, but the second scored a hit with a Strength of 6. The
bolt of a Spear Chukka will continue through the first rank into
subsequent ranks losing 1 point of Strength for each model it
skewers. A loud “Hoorah!” followed as the bolt not only killed
a second Pistolier but forced Alessio to take a Panic test which
he duly failed. The Pistoliers were out of range of the Elector
Count’s influence, and therefore needed to score 7 or under.
Alessio rolled an 8 and, because Pistoliers have a movement
value greater than 6", they flee 3DG" away from the enemy.
Alessio rolled a total of 14", sending them fleeing straight off
the table edge and out of the battle! The Night Goblins
decided to fire on the lone Free Company Fighter advancing
towards their lines, but only three managed to hit and of those
none scored a wound. And on that note the Orc & Goblin turn
came to an end. ’
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EMPIRE TURN THREE

The loss of the Pistoliers to the Spear Chukkas was a severe
blow as the Empire’s fast flanking force had now been routed
completely. The Free Company that fled from the Big *Uns
now rallied, and as the Orcs and Snotling Pump

Wagon struggled towards the Empire
line, there was only one order
the Sergeant of the Swordsmen
unit could give. Despite the
Goblin Fanatic to their front, he
shouted at his men to charge the
Pump Wagon, hoping that Sigmar
would protect them and that the Volley
Gun could take care of the unit of Big 'Uns
that threatened their flank. The Fanatic
smashed three of the Swordsmen to a pulp, but
the brave warriors passed their Panic test and
completed their charge into the Pump Wagon.

Ignoring the spinning Fanatic to their left, the Halberdiers
moved forwards, ready to support the Swordsmen and protect
that unit’s flank from the advancing Night Goblin regiment.
Seeking a worthy target for his spells, the Battle Wizard left the
safety of the Spearmen regiment and moved to the edge of the
woods, ready to unleash the Storm of Cronos against the
Greenskins. The Knights edged back, out of the charge range of
the approaching Orcs. The Orcs would feel the power of the
Knightly Order’s charge soon enough.

To further slow the Orcs in front of the Knights, the survivor of
the Free Company on the Empire right flank moved deep into
the Orc lines in order to prevent the enemy from March
Moving. Three units were within 8" of him and so couldn’t
move any faster than their basic Movement characteristic.

The Magic phase began with the Warrior Priest blessing the
Sergeant of the Swordsmen with the Hammer of Sigmar which
would allow him to re-roll any failed To Wound rolls he made
in close combat this turn. These blessings are free to cast, but
are also easy to dispel, which Gordon promptly proved by
rolling a 5 on a single dice. The Wizard again tried to cast the
Second Sign of Amul but failed to equal the spell’s casting value
on a single dice. The remaining three dice in his pool were
channelled into casting the Storm of Cronos at the Orc troops
around him and as Alessio rolled a total of 13, it looked as
though all the Orc units within 12" of the Battle Wizard were
about to be struck by D6 Strength 4 hits. Rather than take his
chances trying to stop Alessio’s magic with the dice, Gordon’s
Shaman uttered the incantations on his Dispel Scroll and
automatically dispelled it.

A Mortar shell screamed through the air and exploded amongst
the Boar Boyz, blasting one Orc from his mount, but the
Greenskins pressed on regardless, passing their Panic test
thanks to their Warboss’ inspiring (threatening!) presence.
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With the Big 'Uns floundering before the Empire Handgunners,
the humans fired everything they had into the elite Orc
regiment. The Orcs were flayed by bullets and crossbow bolts,
but it was when the Helblaster Volley Gun opened fire that the
true power of blackpowder became apparent. Shot after shot
slashed through the Orc ranks as Alessio rolled a total of 18
hits! At short range, these were all at Strength 5 which punched
through the crude Orcish armour with ease and a total of 14
Orcs were sent to meet Mork and Gork. When the smoke
cleared, the Orc regiment had ceased to exist and a pile of
mangled bodies was all that remained save for the Army’s
Standard Bearer, a Big Boss who stood dazed and clutching the
now bullet-riddled banner. Despite the loss of every one of his
fellows, the Big Boss was courageous (or stupid) enough not to
run away, passing the inevitable Panic test.

The Warrior Priest and Swordsmen clashed with the Pump
Wagon in a furious melee that saw the peculiar machine take
two wounds. The Snotlings were unable to cause any damage
back and so the Empire troops won the combat easily, lapping
around the Pump Wagon’s flanks to bring more warriors into
the fight. Normally when a unit loses a round of close combat
it must take a Break test, but as the Pump Wagon is
Unbreakable, it remained in combat with the Empire’s troops.

The awesome Helblaster Volley Gun annihilates the unit of approaching Big ‘Uns in a maclstrom of smoke. stecl and noisc.
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COMBAT RESULTS Goblins

When more than two units join in the | Standard 1
same combat, working out the results | Wounds caused 1
can become a little more difficult. For TOTAL 2
example, if a unit with unit strength of
five or more charges into the flank of an
enemy unit (as is the case below with Empire
Alessio’'s Halberdiers), it negates the Standard 1
rank bonus of the enemy unit. Wounds caused b
In this case, the Halberdiers are a Ranks 3
Detacbhment, and get to wuse the ~
Detachment special rule ‘Counter- |Outnumbering 1
charge’ to immediately flank the Flanking 1
attacking Goblins, negating their bigh TOTAL 8
rank bonus. N

i At the end of the combat, the Combat The Erppu'e troops

: ; win by 6, forcing the

! Resolution is worked out as shown to Gadtatk s

¢ the right. The Goblins unsurprisingly fail R e S

i their Break test. and flee 2D6" directly | 4 J 5 0oy

L away from the enemy. P
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The fighting becomes frantic as the Halbx‘:rdi:rslcuutcr—charge the Goblins and the Orc Warboss foins the ra}r,

ORC TURN THREE

The virtual destruction of the Big 'Uns was a devastating blow
to the Orc horde. The Night Goblins on the right flank were the
only unit to suffer from the effects of Animosity and they spent
this turn squabbling heatedly. To further confound the Orc
army, one of the surviving Fanatics ended up spinning directly
into the charge path of the Night Goblin Spearmen.

The Orc plan lay in tatters, but with a low cunning akin to the
sneakiest Goblin, a new tactical ploy began forming in
Gordon’s evil mind. A clear path had opened with which to
declare a charge on the Empire Spearmen from his Boar Boyz.
Surely the thunderous charge of this regiment would break the
Empire line? The Big Boss of the Big 'Uns raised his standard in
defiance and launched himself at the Empire Battle Wizard. The
Night Goblins had declared a charge and had to suffer the
attacks of their own Fanatic who scored six hits and killed three
of his fellow Gobbos. They now joined the combat between the
Swordsmen and the Pump Wagon, hoping that their massed
ranks would end the stalemate. This charge forced the
Swordsmen to reform after having lapped around the Pump
‘Wagon 1n the last round of combat.

The battle was a deadly switl of chopping blades, but the real
mayhem was yet to begin. In response to the Night Goblin
charge, the Halberdier detachment declared a counter-charge
against them. Gordon calmly waited until the Detachment was
within 8" of his Night Goblin Archers and announced the
release of three more Fanatics. Fortunately for Alessio, Gordon
rolled abysmally and none of the Fanatics actually reached the
Halberdiers. Even though they hadn’t hit, one Fanatic ended
directly in the path of the counter-charge. Alessio voluntarily
charged through the Fanatic who amazingly failed to wound a
single soldier. The dice gods were abandoning Gordon, but
surely this kind of bad rolling couldn't continue. The remaining
Orcs were hampered by the brave lone Free Company Fighter’
and could only move 4" towards the Knights. Finally the
Movement phase was over.

The Goblin Shaman attempted to cast Hand of Gork on the Orc
Boyz but failed miserably, while the Orc Shaman successfully
cast Brainbursta on the Elector Count. Confident in the
magical powers of his banner to save him, Alessio was dismayed
to once again roll a double 1, and his general suffered a single
Strength 4 hit, causing a wound which he failed to save.

The Night Goblin Archers and Orc Arrer Boyz took aim at the
Free Company. Gordon rolled a dismal 4 hits in total (the
Goblin archers were at -1 to hit due to being at long range), of
which only two killed their targets. The Spear Chukkas
managed to kill another two men from the Free Company. The
Stone Thrower misfired, launching one of its surprised crew
into the air and rendering it unable to fire next turn.

Gordon was by now looking slightly annoyed. His Big Boss with
the Battle Standard wounded the Battle Wizard, causing him to
flee, but apart from that, things were definitely not going to
plan. The close combat between the Night Goblins and the
Swordsmen ended up with the Goblins inflicting a single
casualty on the Halberdiers and losing two of their own
number. Unfortunately they still lost the combat by six points.
Being within 12" of the Warboss, they needed a total of 3 or less
on two dice. Gordon rolled a total of 4 and cursed as the Night
Goblins fled 4" back through the Fanatic who caused a further
five fatalities. It definitely wasn’t the Night Goblins’ day.

Gordon had saved the best till last — the charge of the Boar Boyz
would no doubt cheer him up. With vicious glee Gordon
picked up no less than eighteen dice (5 Orcs, 5 Boars, 4 attacks
from the Warboss and 4 from the Battleaxe of the Last
Waaagh!). Out of all these attacks only a single boar managed
to cause a fatal wound. In return the Spearmen managed to kill
a Boar Boy, winning the combat! With the Warboss bellowing
like a mad bull, the Boar Boyz passed their Break test. At this
point in the game Gordon was understandably upset,
disappearing for a much needed coffee break.
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EMPIRE TURN FOUR

The last turn had been very bloody indeed and it was clear that
both sides were stretched to the limit. The Swordsmen and
Halberdiers were incredibly lucky not to have been decimated
by a Goblin Fanatic, and directed all their attacks against the
Pump Wagon, since the Night Goblins had fled. The Spearmen
continued to hold out against the ferocious Orc Boar Boyz, but
their courage was being sorely tested in this deadly combat.
The wounded Battle Wizard managed to rally on the far side of
the wood, escaping the wrath of the Orc Big Boss, who was left
behind in the forest. On the Empire right flank the
Crossbowmen wheeled round to face the main area of battle.
Meanwhile, at the walls of the village, the Free Company began
snaking their way towards the Orc lines. The lone Free
Company Fighter who had proven so disruptive to the Orcs’
Movement now returned to the fray, moving towards the Orc
Shaman lurking near the woods.

At last the Elector Count saw the chance he had been waiting
for and led his Knights in the charge. With a rousing battle cry,
the Reiksguard Knights raked their spurs back, lowered their
lances and smashed into the ranks of the Orc Boyz regiment.
The combat would be ferocious and could potentially decide
the outcome of the battle. Before any blood was spilt however,
Alessio’s Battle Wizard and Warrior Priest attempted to use their
sorcerous and divine powers, but were thwarted at every turn
by poor dice rolling, and Gordon managing to dispel the
‘Warrior Priest’s prayer.

Alessio opened his Shooting phase by firing the Cannon at the
Orc Rock Lobber. The crew of the stone thrower watched in
borror as the cannonball whistled through the air towards
them, then sighed in relief as it rolled to a halt before them.
Alessio had guessed short and the Artillery
dice had not favoured him with a high
enough roll to reach the Orc war
machine. The mortar shell wobbled in
flight and veered slightly from its intended
target, the Night Goblins skulking behind
the Orc Boyz. It didn’t miss completely and 11
Goblins were caught in the blast, although only 4
were cut down by the shrapnel. The Handgunners also
poured their fire into the Night Goblin regiment and the
craven little Greenskins’ courage failed them as they broke and
fled. The Volley Gun targeted the Night Goblin regiment on the
Orc left flank and managed to cut down 6 of the creatures, but
incredibly this regiment managed to pass it's Panic test and they
stood firm despite the mauling they were taking.

The Orcish horde was thinning and some heroic fighting in
the Close Combat phase could seal the Greenskins’ doom.
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Between them, the Swordsmen and Halberdiers finally
managed to destroy the Pump Wagon, hacking down the last of
the troublesome Snotlings. The regiment of Spearmen were
forced back inch by inch as the Orc Warboss and his crazed
Boyz chopped down seven of their number, blood flying from
the hulking Warlord’s axe. One Orc was skewered, a spear
lodged in his side, but it wasn’t enough to turn the tide as the
Spearmen finally broke, fleeing 8" from their attackers. The
Boar Boyz' raucous cries rang behind them as they gave chase,
but it took valuable seconds for the Orcs to regain control of
their boars, and despite rolling 3D6 for their pursuit distance,
Gordon only managed to roll a total of 7", not enough to catch
and destroy the Spearmen. Watching their comrades flee from
combat sent a ripple of fear through nearby Empire troops, but
every unit passed its Panic test and not a single regiment
faltered.

The glorious charge of the Knights tore into the Orc Boyz
regiment, impaling four on the wickedly sharp lance tips. The
Orcs were sent reeling by the impact of the charge and the last
remaining Orc in the front rank was unable to land a blow in
return. The Boyz had lost the combat and were forced to take
their Break test with a -3 modifier to the roll. The
Knights were astounded when the Orcs staunchly

refused to give ground, Gordon managingtorolla v § Ef"

1 and 3 to pass the Break test. And so the P
battle raged on, neither side R
giving or expecting any .

quarter.

The Reiksguard Knights, led by the Elcctor Count himself. drive their lances into the ranks of the Orcs.




All the Orc units succeeded
in passing their Animosity tests this
turn, although with most of the Night
Goblins having failed to rally and fleeing from the
table it would not be of great advantage to Gordon. The
Big Boss charged the Battle Wizard, determined to finish him
off once and for all. Once again the Fanatics began their waltz
around the table. One crashed into the forest, killing himself
instantly, while another hit the Free Company causing six hits
S and killing five men. As the last Fanatic careered across the
i battlefield, he collided with the Orc Arrer Boyz, killing four of
SR his own side. The Orc Boar Boyz charged the fleeing Spearmen,
and halted just at the edge of the battlefield as their prey fled
from the table.

With the Goblin Shaman also in retreat, only the Orc Shaman
was able to cast any spells. Alessio managed to dispel the Gaze
of Mork with his final Dispel Scroll, although he now couldn’t
prevent the Shaman from casting ‘Eadbutt on the Engineer,
who suffered a Strength 4 hit that caused a wound. The Orc
Arrer Boyz failed to hit the Volley Gun, whilst the Night
Goblin’s missile fire succeeded in bringing down a single
Halberdier. The Spear Chukkas both hit the Swordsmen, killing
two of the soldiers in the front rank. Once again fortune
deserted Gordon as both bolts failed to penetrate any deeper
into the regiment.

The Boar Boyz chasc the Spearmen from the battleficld as
p the Helblister loads another lethal salvo..

5

UNIT STRENGTH

Weight of numbers makes a great difference to
the resolution of a combat. The side which
outnumbers the enemy gains an additional +1
% to its combat resolution score, meaning that
large units have an extra advantage on top of
rank bonus, standards etc. However, cavalry
models count their mounts toward unit
strength, so a unit of ten knights would count

the case of combats where more than two units
are involved, it is the total strength of @il the
units from one side that is compared to the
total unit strength of all the units from the
other side.
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as twenty models during combat resolution. In |

ORC TURN FOUR

The Big Boss Army Standard Bearer fought a rather one-sided
battle against Alessio’s Battle Wizard who was chopped into
pieces by the torrent of attacks. Having killed his foe in the first
round of combat, the Big Boss was now able to make an
Overrun move into another unit. As a single character has a
360° field of vision he was able to do this into the rear of the
Knights. Normally this Overrun move would have to be made
in a direct line forward, but as he counted as being a single
character, he could choose his own direction.

In the combat between the Orc Boyz and the Knights, Alessio
fought first as the Knights had an Initiative of 3 compared to the
Orc’s Initiative of 2. The Knights only managed to hit four of
the Orcs and then failed to wound any of them! Alessio then
remembered that his war-horses hadn’t fought yet and they
scored four hits, killing two of the Orcs. In return, the Orcs
managed to drag down one of the Knights and kill him. Had the
tide of battle changed for the Orcs?

Because the Knight's mounts counted towards their Unit
Strength, the Orcs lost the combat by 1 point despite having a
higher rank bonus. Gordon had to roll 7 or under on 2D6 for
his Break test and failed by rolling 10. The inspiring presence
of the Battle Standard allowed him to re-roll the dice, and this
time he passed. Alessio’s Knights lapped around the Orc flanks,
thus cancelling out any further rank bonuses the Boyz could
claim, and the Orc turn was over.
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EMPIRE TURN FIVE

The lone Free Company warrior now seized the opportunity to
charge the Orc Shaman beside the woods. Aside from this heroic act,
the only movement of the Empire forces was to reposition the
Handgunners on the left flank and the Swordsmen who reformed g
facing the Night Goblins beside the village. —
With the Empire Wizard having finally been slain by the Big Boss, the g '
Empire forces were suddenly bereft of magical aid this turn and —
Alessio hoped that this lack would not cost him dearly. Once " Wiy
again the Mortar crew misjudged the length
of their fuse as Alessio rolled another
Misfire followed by a 6. The shell
detonated like a firework high above the
pattlefield. The Cannon crew fared little
better as their shot landed just in front of the
Boar Boyz, then buried itself deep in the earth as
the Artillery dice came up with yet another Misfire.
Once again the Helblaster Volley Gun earned its deadly
reputation as it blasted holes in every Orc Boar Boy save the
Warboss, who passed his Panic test even after seeing his entire
regiment torn to shreds by gunfire. The Handgunners now fired on
him as well, but the one hit they managed to score failed to cause
a wound.

The Crossbowmen and Engineer both fired on Goblin Fanatics and
between them sent two of the deranged maniacs to their graves. The
Orc Shaman turned to face the figure charging toward him, and died
with a sword thrust through his neck. To everyone’s surprise, the
lone Free Company fighter had avenged his fallen comrades! The
combat between the Knights and Orc Boyz continued. The impetus
of their charge gone, the Knights fought with swords and fury,
hacking at the Greenskins with righteous zeal and cutting down four
of the Orcs. The Elector Count cried out a challenge to the Orc Big

Boss and was answered with a bellow of rage from the mighty beast. CAPTURING STANDARDS
Both warriors fought with skill and strength, but it was the Elector If 2 unit with a standard fails its Break
Count who drew first blood. The Holy Relic of Sigmar saved the | test and flees from combat, the enemy
Count from harm and, after the bloody slaughter of the melee, not that defeated the fleeing un;t is counted
even the presence of the Orc Battle Standard could prevent the Orcs as having captured the unit’s standard, as |
from breaking. The Knights pursued the fleeing Orc Big Boss, the fleeing troops abandon the bu’lky
capturing the abandoned Army Standard, but failing to catch and banner in their headlong flight.
destroy the foul (and incredibly lucky) creature. ! i

. i In the Victory points system, each
The majority of the Orc army was fleeing. Victory surely belonged to standard captured counts for 100 Victory
the Empire now. But the Orcs still had one turn remaining, and with | Points, and so can be the deciding factor
Greenskins, nothing is ever certain. . ’a,ssessing who has won the game.
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The Khnights™ ficrce attack rounts the Orc umit. whilst the lonc Free Company fighter takes his revenge on the Orc Shaman..
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FLANK AND REAR CHARGES

|

! Flank and rear charges are very powerful because they can
temporarily take away your rank bonus. This can be very

| important in a battle, so we thought it wise to go through
it in detail to make sure everyone understood it. Once you

know how the rule works you can plan how to inflict

horrible defeats on the foe whilst carefully avoiding

disaster yourself!

To cancel your rank bonus, the enemy attacking your flank
or rear must have a Unit Strength of 5 or more and not be
Skirmishers. Skirmishers (including flying ones) never
remove rank bonus. That bit’s simple. However, it’s also
useful to know what happens if they start with a Unit
Strength of 5+, and then casualties reduce them to 4 or
less during the turn. Well, what happens depends on
whether it is the turn the enemy charged or a subsequent
round of combat

On the turn an enemy unit with a Unit Strength of 5 or
more charges your flank or rear, you lose your rank bonus.
} Always. This is true even if you reduce their Unit Strength
to less than 5 during the round. In fact, if you wipe them
out completely you still lose your rank bonus in that first
round

% In subsequent rounds the rule is slightly different. In this

case you regain your rank bonus immediately if the Unit
Strength of the enemy unit in your flank or rear falls to less
than 5. So, if you kill all bar one of them on the second
turn, your second turn combat resolution includes your
rank bonus

! - -

1

ORC TURN FIVE

The Night Goblins Archers began the round by failing their
Animosity test and squabbling amongst themselves again. The
Big Boss running from the Elector Count and his Reiksguard
Knights managed to rally, as did the Orc Boyz. The two fleeing
Night Goblin Units unsurprisingly failed their Leadership test
and disappeared off the table, accompanied by the Goblin
Shaman. The Fanatic on the left who had wiped out four Orcs
in the previous turn continued to plough through the ranks of
his own army, killing two of the squabbling Night Goblins
(much to Alessio’s amusement).

With all the wizards dead or fleeing, there was no Magic phase,
so it was straight onto shooting. Gordon was able to fire his
Rock Lobber this round and the boulder landed squarely on the
Master Engineer’s head. (Any figure lying directly under the
centre of a stone thrower template suffers a hit at double the
normal Strength.) This meant that the Engineer took the
maximum Strength 10 hit, which unsurprisingly left him very
flat and very dead! There was no close combat remaining, and
the bulk of the Orc army was either dead or fleeing. The turn
was over and the agreed time limit both players had put on the
game had expired. The outcome of the battle was not in any
doubt and Alessio and Gordon agreed that the game was over

The forces of the Empire were triumphant and the exhausted
defenders of Geistheim raised a weary cheer as the Greenskins
fled back into the woods.
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VICTORY!

Phew, we made it! The green

\ horde has been stopped.
P At | It was quite a fun game and at
1 | moments it reached really

hilarious tones. For example, it’s
nice to remember Gordon’s face
when the Helblaster decided to
perform at its best and blasted his
Big 'Uns to smithereens. This
episode demonstrated that to sit
in short range of an operational
Helblaster Volley Gun is not the
best of the ideas. On the serious
side, it persuaded me to disallow the Engineer-Helblaster
combination in the final army list, because the whole point with
the Volley Gun is that it's a very powerful but very
temperamental machine. Allowing the Engineer to use his
abilities on it made it far too reliable.

This is a perfect example of how playtesting affects the final
version of the lists. The rest of the Empire artillery did well, but
could not match the incredible performance of the Volley Gun.

The other great moment was the glorious performance of Karl
Koplisken. This tough warrior of the Free Companies steadily
survived attacks from Fanatics, arrows and spells, continuing to
fight till the end even when all his mates had been killed (he
saved me half the points of his unit!). He harassed the Orcs’
right flank, slowing the enemy with his unnerving presence,
and eventually achieved a great feat of honour by slaying the
powerful Orc Shaman who was blasting away at his comrades.
A real hero! I'm sure the Count will reward him well! I was
disappointed by the lack of nerve of my Pistoliers and
Huntsmen, who both panicked under fire and scuttled off the
battlefield. .. cowards! It was also interesting to notice that both
my Knights and Gordon’s Boar Boyz did well, but had to fight
hard to gain the upper hand against solid blocks of enemy
infantry. This seemed to prove that we achieved a good overall
balance in the game and pleased all the designers who had
worked on the new Warhammer.

The Detachments also gave a perfect demonstration of how
effective they can prove to be under the right circumstances. In
my opinion, Gordon’s main mistake was not to take any Wolf
Riders or Wolf Chariots (there were none painted, hee hee
hee). I think that against most enemies, and especially against
the Empire, these troops would prove invaluable. Their 18"
long charge reach would allow them, in Orc turn two, to
eliminate many of the Empire’s most annoying units (artillery
crews, Pistoliers, Detachments...).

Alessio Cavatore

I was extremely relieved when I realised that, for a change, I
had the fastest and most manoeuvrable troops on the table.
This tactical advantage and the luck of winning the roll to go
first (very important!) allowed me to scramble the Greenskins’
advance and make them play under pressure. Often they are
the ones who dictate the rhythm of the game, surging at great
speed across the bautlefield. Eventually, their attack reached my
lines in a very confused and uncoordinated fashion, allowing
me to deal with each threat separately. Only the Boar Boyz
broke my line, but everywhere else the combined efforts of the
Empire infantry, cavalry and artillery prevailed, giving me a
glorious victory. The Orcs’ menace has been repelled, but I'm
sure they will be back!

War always brings out thchct - the Studio staff!

WHAT BATTLE?

Due to the unsatisfactory
conclusion of this battle report I
have had my lawyer prepare a
short series of excuses/reasons.

1. It was all the 'Eavy Metal team’s
fault, I needed some Black Orcs.

2. Alessio cheated.
3. A big boy did it and ran away.

4. Eighteen attacks from my
General and Boar Boyz and only
one casualty (and that came from
a boar)

5. Continual heckling from all the designers.

6. Eddies in the space time continuum.

Gordon Davidson

7. My dice were broken (this one is true).

8. There was definitely a slight slope in the Empires favour (to
make things fair we should have swapped sides after turn 3).

9. Fat Bloke fixed the result.
10. Wolves did it.

Oh alright, maybe Alessio did win fair and square, although the
result could have been very different were it not for a few
setbacks. Had I managed to destroy the lone Free Company
fighter then the Orc advance would have been better
coordinated. A single figure prevented my Orcs from sweeping
across the battlefield in a combined attack. This allowed Alessio
to concentrate his attacks on the closest threats to his army
instead of having to spread his missile fire across the whole Orc
force.

As it was, the Orc attack hit piecemeal, never really threatening
to overwhelm the Empire’s line. The devastation of the
Helblaster Volley Gun on the Big 'Uns was awesome and
demoralising, but even after this carnage the battle was still very
much in the balance.

Had the Boar Boyz managed to inflict a mere six kills from
eighteen attacks then the Spearmen probably would have failed
their Break test and fled. This would have left the Empire’s rear
open to attack during the next few turns. Sending the Orc Boyz
against the Reiksguard Knights, whilst very Orcy in spirit, was
also a mistake. Once again I had ignored my original battle
plan, a joint attack on the Empire’s centre would have been far
wiser. As a consequence I was punished severely and had the
Orc Boyz not fought against the Empire’s elite cavalry so
bravely then the battle could have ended even sooner.

Perhaps one of the greatest handicaps my Orc horde faced was
its lack of fast cavalry. Had I been able to field just one unit of
Goblin Wolfboyz then I could have given the Empire’s flanks
something to worry about.

I scemed to have the upper hand in the Magic phases, but once
again I was foiled by that dastardly lone trooper. He somehow
killed my Orc Shaman at the point of the battle when Alessio
would have been powerless to prevent my spells from causing
mayhem in the Empire battle line. If only the Shaman had killed
him with the others during the first turn...

They say that the greatest generals are the ones who make the
fewest mistakes. Alessio rarely leaves any room for error and
played true to form, exploiting my fragmented attack and
concentrating his firepower and strong units where they would
prove most effective. By drawing out my fanatics with cleverly
deployed, cheap units, he not only negated their threat but also
caused them to hamper my own army. Alessio was in total
control of the game from start to finish and showed few, if any
weaknesses in his tactics.

Fortune has smiled down on me, though, and I have been given
the chance to redeem my defeat. As the now infamous Orc
Warlord Gitface Blacktooth once said “I'll be back, and this time
I'm bringing a unit of Black Orcs to make sure we stomp them
Humies into the ground.” The ’Eavy Metal painters have been
chained to their tables and won’t be released until a unit of
Wolfboyz are ready to cause mayhem, and my final tip to
anyone fighting an Empire army:

Never advance on a loaded Helblaster Volley Gun.
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% CONCLUSION
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We had so much fun playing this battle report that we
decided to make it a two-parter! As every Empire General
knows, it is impossible to ever truly drive away the Orcs.
Despite the Elector Count’s heroic defence in Geistheim
leading to the rout of the Greenskin forces, the Orcs will be
back, and in greater numbers. There remains only one course
of action available to any Empire General worth his laurels;
follow the fleeing Orcs to their camp and eliminate every
single Greenskin.

In December we cover the titanic clash between the Empire
and the Orcs as the reinforced Empire army crashes headlong
into the massive horde of Orcs gathered to the east of the
Great Forest. On home ground, the Orcs can be unbeatable,

as they bring the crushing weight of
their numbers to bear...

Look out for White Dwarf 252, as
these mortal enemies clash once
more in a violent struggle for their
lives. The two 3,000 points forces
will highlight all the new features of
these evocative armies as well as the new

Warhammer game on grand scale, and

what better time to play than at the
release of the Orc & Goblin Armies book!
See you in a couple of months...

The sun was setting as Elector Count Otto Schepke
led his small group of Reiksguard Knights back
towards the village of Geistheim The Count was
exhausted after the hard-fought battle and dearly
wished to wash the stench of Greenskin blood from
his body, but a tale of heroism had reached him that
stirred his warrior heart,

As the army had begun to make camp for the night,
the talk around every fire was of a lone Free
Company soldier who had single-handedly disrupted
the entire Orcish line after seeing every one of his
comrades blasted to death by Orc magic. The man's
bravery had thrown the Greenskins into confusion
and he had gone on to slay the Shaman who had
killed his fellows. If these tales were to be believed,
then such courage must be rewarded and harnessed.

“There is the fellow;” said one of his knights, with a
hint of contempt in his voice, pointing to where a
lone figure sat at the edge of the forest.

“Are you sure this is wise, my lord?” counselled
another, “The man is a brigand! A pardon for past
deeds is one thing, but offering him a commission in
your Greatswords is like pouring fine wine to a
mongrel.”

“Come now, my knights,” replied Otto reproachfully,
“Where is your humility? This brave soul served me
well today and deserves a reward. What greater
honour could I bestow upon him than offering to

raise him from the gutter into my own personal
" bodyguard? I daresay the fellow will be overcome

with gratitude and mend his ways forthwith!”

The knights looked unconvinced as the small group
reined in their horses before the bloodstained
soldier. The man drank from a half-empty bottle of
brandy, ignoring the armoured horsemen. He was a
rough looking fellow, thought the Count. Dark
stubble matted his scarred features and he was
dressed in a battered leather jerkin and britches with
a black, studded patch over his right eye. A sword sat
propped against a tree behind him, the blade stained
dark red with Orcish blood.

Otto cleared his throat pointedly and approached the
soldier, a scroll containing the man’s pardon in his
left hand. The man took a mighty swallow from his
bottle and glanced at the knights without interest.

P T

“What do you want? I'm busy.” he said, indicating the
brandy; his voice rasping and hoarse.

“Show some respect to your betters, you dog!”
snapped one of the Reiksguard.

Otto waved the knight to silence and said, “I come,
sir, to offer you the chance for greatness, for honour!
I have heard tales of the valour you displayed on the
field of battle today and wish you to know that I
respect and value such qualities in a man. I need men
like you to serve me, and for that reason I hereby
offer you your pardon and a commission within the
ranks of my Greatswords!”

The Count extended his hand towards the soldier
who said nothing and continued to drink from the
bottle, draining the remainder in one gulp. He wiped
the back of his hand across his lips, then pushed
himself to his feet and sheathed his sword. He was
powerfully built, wearing his physical strength like a
cloak, and Otto involuntarily took a step back. The
man radiated threat in every gesture.

“Is that my pardon?” he asked, nodding towards the
scroll.

“Uh, ves,” said Otto eventually, “But did you hear
what I said? I wish you to join the Greatswords, my
own household soldiers. My bodyguard. The honour
1 offer you is great!”

The man shook his head, saying, “I heard you. But I
serve no-one.” and pushed past the startled Elector
Count, snatching the pardon from his hand. The
knights moved to stop him, their sense of propriety
outraged at this scoundrel’s behaviour. Otto halted
them with a gesture as the Free Company soldier
arrogantly strode through their ranks, heading
towards the village tavern.

“Wait then,” called Otto Schepke. “If you will not
accept the reward I offer you, will you at least give me
your name?”

The man stopped as if considering the question and
looked back over his shoulder.

“Name’s Koplisken. Karl Koplisken. But most folk just
call me...”

Koplisken paused and shook his head with a wry
grin.
“Never mind...” he said, and walked into the village.
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Empire Great Cannon with n,olh
Gun crew & accessories y
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Order the new
Warbammer Boxed Game
and the Empire and Orc

. Armies from the deals on

1 the opposite page, and
we'll give you a

Warbhammer Map, both

the Empire and Orc

Posters, a Limited

Bretonnian General,

and a Forgeworld

. Night prlhi Bust!

\v I=

NZ$59.95

=i

BLACK ORC
COMMAND

Designed by Brian Nelson

GOBLIN SPEAR CHUCKA

Designed by Dave Andrews & Shane Hoyle

ORC WARBOSS ON WYVERN e, ol \g&Z

Designed by Alex Hedstrom & Brish Morrison

ADVANCE ORDER

NZ$15.95

for 2

GOBLIN
SHAMANS

De:
Brian Nelson &
Mark Harrison

froll’ames-workshop.com.au MAIL ORDER Trollz@games-workshop.co
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| awaits in every shadow. Here bard-bitten

oxed game
D NZ$109.95 %
/ - - ]

ordbeim, City of the Damm;d, a terrible
place of nightmarish ruins where death

warriors stalk through the crumbling palaces
and twisting streets, fighting and dying for the [,
proniise of riches and fame. 2

Mordheim is a tabletop skirmish game where
players control rival warbands, battiing each
other for supremacy in the dark and
dangerous streets of the rulned city.

Everything you need to begin fighting your
battles in Mordheim is in this box. There are
two complete warbands and five card ruined
buildings. The comprehensive rulebook
describes eight different warbands and a
vast array of weapons and equipment. There
are also rules for running ongoing Mordheim
campaigns as well as including hired swords
and special characters in your warband.

The boxed game contains:

+ 10 Skaven * Ruined Cityscape
« 8 Human Mercenaries 6 Dice
« 176 page Rulebook « 2 Range Rulers

NZ2$16.95

Veskir, High Executioner Bertha, High atriarcb
of Clan Eshin of the Sisterbood
Designed by Colin Dixon Diestgned by Mark Bedford D{;gnfd by Gary Morley

Jobann the Knife
Designed by Alin Perry

$11.95

NZ$13.95
' NZ$9.95

Duwarf Troll
Slayer Elf Ranger
Designed by Grry Morley

i Halfling Cook
Pit Fsgbter De:ugn;,{fhy%olin Dixon

Desipned by Mark Bedford Designed by Colin
Dixon

AIL ORDER Trollz@games-workshop.com.au MAIL ORDER
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$24.95

boxed set
NZ$29.95

$39,95

boXed set
NZ544.95

e $39.95

boxed set
NZ$44.95

$39.95

boxed set
NZ§44.95

‘i

\ 'l_.'l",_

Mega-odfeim Aapfem Deaf - 150

Mordheim, Blood on the Streets, a boxed Warband, an $11.95 blister, a $14.95 blister (Mercenary or Skaven
boxes come with an additional $11.95 blister). If you grab this deal we will let you have a Blood on the Streets
boxed set for only $10.00

Gang Seal « s60

A Boxed Warband, an $11.95 blister, a $14.95 blister (Mercenary or Skaven boxes come with an additional
$11.95 blister)

Hird Swords SDeaf - 30

Grab any three of the following Hired Swords’ Dwarf Trollslayer, Pit Fighter, Warlock, Halfiing Cook, Elf Ranger
Plus, get the Mercenary Ogre for an extra $20 and/or the Freelance Knight for an extra $15, with any of the

other deals on this page!
.au MAIL ORDER Trollz@games-workshop.co
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¥; o o 917,95
$17.95 ~ NZ$19.95

NZ$19.95 M. aifsaas e s sl each

ageddo aah

MRl = o o,

N2513 95

Codex = story of A ageddo

e 40.000

- NZ$22.95 ARMAGEDLUU J : snﬂ:?a sgls'
Codex Boxed sat conteins 10 Armageddon Stoe! Legion Citads RiLeS NZ§54.95 4

— R ODES
qr»n.ﬂc M &'11‘1‘:‘3

e 48 opEX P2 STEEL LEGION SQUAD DEAL

= 3 AR In this deal you get a Sergeant, a trooper with an assault
2.

iy P S Sonce Matlnes are weapon (choose either Plasma gun or Grenade Launcher),
A ..«-‘-". ankind's most awesome a Heavy Weapon Team (choose from Missile
{ e e Al P Launcher, Lascannon, Heavy Bolter), and 6 Steel
”‘l‘ £\ ou need to know to field 2 Legion troops for only 57!

$19.95 - -

NZ$22.95 Sih o

Codex

boxed set =
NZ§44.95

SALAMANDERS TACTICAL SQUAD (XD

=)
lh‘-\---v

q_;??‘% ¥ --{\ - $;??ng5

% i fﬁmp" i LSl NZ§44.95 &




ORK WARLORD ORK WARBOSS

N oo
' ‘orks HEREANARICE
CODEX ORKS R

WAAAGH! Da Orks are the
most brutal and successful

race in the WHA0K universe. $ 1 9 95
This 48 page Codex contains 1 (]
unique troops, vehicles and e : N2$22.95
wargear, allowing you to L & 4

Sweep away your enemies in

$29-95 ” a deadly, green tide!

boxed set
NZ$§34.95

NZ$29.95

each

<A Nz§13.95

.h_ |7} - = v
s i W cach

GHAZGHKULL THRAKA WITH ATTACK SQUIG STORMBOY NOB
MAD DOK

ORK BIG GUNZ

$13.95

NZ$15.95

for 2

_GROTSNIK

Designed by

N2$19.95|

each

Includes one Big Gun
& two Grot loaders.
Designed by Brian Nelson.

NZ$19.95

aach

ORK WARTRAK

boxed set
NZ539.95

== Designed by
boxed set gl s s .. Norman Swales
NZ$39.95 2 2l j  &Alan Perry

¥roll -ames-wbrl;shop.com.au MAIL ORDER Trollz@games-workshop.co
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ADVANCE ORDER SERVIGE

—

How can you get your hands on the

newest Games Workshop games,
models and books as soon as they come
out?

By taking advantage of Mail Order’s
monthly Advance Order deals!

Next month sees the release of Warhammer
Armies Empire, the complete
army list for the Children of Sigmar in
Warhammer. Command your own
rampaging horde as you lead your forces to
battle!

For further details about our Advance Order
service and to order Warhammer Armies
Empire calf the Mail Order Hotline today!

GAMES WORKSHOP ONLINE STORE
WWW.GAMES-WORKSHOP.COM.AU

That’s right, Games Workshop now has an online store. So if you have access to the internet you can
log on to http://www.games-workshop.com.au, follow the links and place your orders from the

comfort of your own PC.

It's Easy. All you have to do is log onto the site and follow the links fo the ordering page. From there just fill out the details on
the form and send it. We’ll give you a call to grab your Credit Card details and then send your order out. Then all you have to

do is wait for the order to arrive

There are even special deals on the site! So what are you waiting for? Log on, surf over and click to order!

m— _—

AAIL Uruern ToF

CORRESPONDENCE We welcome comments about White
Dwarf, Games Workshop games and Citadel Miniatures. All letters
except subscriptions and Mail Order should be addressed to:

The White Dwarf, Games Workshop, PO Box 576,

Ingleburn NSW 1880

Please mark your envelope clearly with the name of the game you
are writing to us about. If you want a reply you must enclose a self-
addressed stamped envelope (overseas readers should include
IRCs). We receive an enormous amount of mail. We do read every
letter but it may take a little time for us to reply to you, so please be
patient!

You can find Games Workshop on the World Wide Web at the
following Internet address:

http://www.games-workshop.com.au

SUBMISSIONS Al material submitted 1o us for publication is
only accepted on the assumption that the copyright in it is, by the
very act of submission, unconditionally assigned by the author as
beneficial owner and with full title guaranteed to Games Workshop
Limited. We also retain the right to edit and/or amend all material
as we see fit. 8o, if you do not wish to assign copyright in this
way, please do not send us your submission. We're afraid we
cannci work in any other way!

REGISTERED TRADEMARKS The following are all registered
trademarks of Games Workshop Ltd. Armageddon, Biood Bowl,
Chivalry, Citadel, the Citadel logo, Codex, Dark Angels, Dark
Future, Deathwing, Dungeonquest, ‘Eavy Metal, Eldar, Eldar
Attack, Epic. the Games Workshop logo, Games Workshop, the
GW logo, The GW Fiame logo, Genestealer, Necron, Slottabase,
8pacesFieet, Space Hulk, Space Marine, Talisman, Tyranid,
Warhammer and Warmaster. Marauder is a registered trademark
of Marauder Miniatures Ltd. Used with permission
TRADEMARKS The following are all trademarks of Games
Workshop Ltd. Adepta Sororitas, Adeptus Astartes, Adeptus
Mechanicus, Aekold Helbrass, Amon 'Chakai, Arbaal, Archaon,
Archon, Asdrubael Vect, Aspect Warrior, Avatar, Azazel, Battlefleet
Gothie, Black Library, Blood Angels, Blood Dragon, Bloodletter,
Bloodthirster, Cadian, Catachan, Celestian, Culexus, Daemonette,
Dark Eldar, Dark Reaper, Darksoul, Death Zone, Dechala, Digga,
Digganob, Drachon, Dregmek Blitzkart, Egrimm van Horstmann,
Eversor, Exarch, Eye of Terror, Falcon, Farseer, Fire Dragen, Fire
Prism, Flesh Hound, Furioso, Gargant, Gobbo, Goiden Demon,
Gorkamorka, Gorthor, Great Unclean One, Gretchin, Grey Knight,
Grot, Haemonculus, Hellion, Hunter Stayer, immolator, incubi,
Inferne, Journal, Keeper of Secrets, Khazrak the One Eye, Khorne,
Knights of the White Wolf, Knights Panther, Legion of the Damned,

Leman Russ, Lichemaster, Lord of Change, Madboy, Mandrake,
Man O War, Marauder, Mekboy, Melkhior, Mordheim. Mordian,
Necromunda, Necrarch, Nob, Nurgte, Nurgling, Obliterater, Ogryn,
Old World, Ork, Painbay, Plaguebearer, Plague Fleet, Possessed,
Predator, Psyker, Raider, Raptor, Ratling, Ravager, Ravenwing,
Red Gobba, Scourge, Scyla, Sea of Blood, Sentinel, Servitor,
Skaven, Staanesh, Slann, Snot, Snotling, Space Wolves, Spanner,
Squat, Squig, Striking Scorpion, Succubus, Swooping Hawk,
Sybarite, Tallarn, Tears of Isha, Terminator, Troll Slayer, Tzeentch,
Ultramarines, Valhatia, Valnir the Reaper, Vyper, Walach,
Warhammer Quest, Weirdboy, White Dwart, the White Dwart
tigure, World Eaters, Wraithlord, Wych, Yoof and Zoanthrope. The
Citadet paint pot is UK registered design No. 2073130. Scatter dice
are UK registered design No. 2017484,

COPYRIGHTS All subject matter in White Dwarf is © Copyright
Games Workshop Ltd 2000. All artwork in alt Games Workshop
products, and all images contained therein have been produced
either in-house or as work for hire. The exclusive copyright in the
artwork and the images it depicts is the property of Games
Workshop Ltd. © Copyright Games Workshop Ltd 200C. All rights
reserved.

RS=\WOFrK DD ]
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SUBSCRIPTIONS
Games Workshop’'s action comic, featuring
stories about all your favourite Warhammer

armies.

Subscribe to Warhammer
Monthly now and you get 12
issues for $55.00

vy

e SUBSCRIPTIONS

nn Games Workshop’s indispensable fanzine,
to featuring gaming ideas for gamers by gamers.
Get a one year subscription to the Citadel Journal
. for only $95.00 and you also receive a boxed set to
fer the value of $22 95 absolutely FREE!

3

SUBSGRIPTIONS

Subscribe to Inferno!
for just $55

7 “\
) | RULES OF ENGAGEMENT

T he dedicated hobbyist spends hours store purchases) for purchases over Aus$25 onto a

of their time painting and collecting Skulz collector’s card and claim special gifts.
armies of Citadel Miniatures so that This is how it works. Every time you spend Aus$25 we'll
they can play their favourite games. At ~ 9ive you one Skulz token, if you spend Aus$50 we'll give
Games Workshop, we appreciate you two and so on. Once you have ten Skulz you can
i

/ it t to the hobb d send them in and choose a free gift from the ‘10 Skulz’
g your commitment 1o the hobby an category. However, you can continue to collect and

L e < .
= ‘%‘ 2 | feel that you should be given the choose from the extra special gifts by collecting 25 Skulz.
\ =, opportunity to It doesn’t stop there though, claim some awesome gifts
= \ @ take part in this by collecting 50 Skulz! Please bear in mind that all the
offer for being a gifts are subject to availability. In the event that a giftis
loyal customer unavailable we ask that you make a second ch0|ce:
: Should your second choice also be unavailable Mail
Skulz is the great new offer for Order shall contact you to arrange a replacement.
g Games Workshop Store and PS. The Emperor has chosen to help you on your
® Mail Order customers. Simply  4¢qyous journey, with freebie Skulz tokens along the way!

stick the special Skulz
) tokens we send you (or the
tokens your receive from

The Skulz offer is open until October 31st 2000.
This Skulz offer is open to residents of Australia,
New Zealand and South East Asia.

froll’ames-workshop.com.au MAIL ORDER Trollz@games-workshop.co
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This is your Mail Order form. Now that you've seen all the models and new releases in,
this issue, we know that you can’t wait to get your hands on them. All you have to do
is fill out this form, stick it in an envelope with your payment and post it to:
GAMES WORKSHOP MAIL ORDER
PO Box 576 Ingleburn NSW 1890 AUSTRALIA

DESCRIPTION PUBLICATION/PAGE
LAND RAIDER CRUSADER -~ WINTE DWARF 249
BLACK TEMPLAR s@@a@//wm DWARF 249

SUBTOTAL :

Please start my WHITE DWARF POSTAGE & PACKING —
subscription with issue nUMbEr: ............ [EeRetepereegerey |

Use this form to mail order Games Workshop products and Citadel Miniatures from DISPATCH & DELIVERY
this or any recent issue of White Dwarf. When you have totalied up your order, So that you get your games and miniatures as quickly as possible we always

please don’t forget to add the postage and packing charge. PLEASE PRINT IN dis o . -
patch your order via our express delivery service. All orders placed before noon
BLOCK CAPITALS AND USE A BLACK PEN. are dispatched on the same day.

METHODS OF PAYMENT POSTAGE & PACKING

You can pay by cheque or money order made payable to Games Workshop Ltd. Within Australia: Add $5.00 for Standard delivery (3-7 days, in Australia)
Alternatively, we take Mastercard, Visa, and Bankcard. If you wish to pay by credit $10.00 for Deluxe delivery (1-3 days, in Australia)
card, please fill in the relevant details on the form overleaf. If you have a credit Overseas: Add 40% of the order value. If you pay by credit card, postage &

card, you can place an immediate order by phoning our Mail Order Hotlines — but packing will be charged at cost if less than this (minimum P&P $10.00)
make sure you have your card with you when you phone.

NAME: ... ADDRESS: ...

COUNTRY: ...t Postcode: ............ccccivienen, B (=] PR
Method of Payment: Cheque L] = Money Order (]  Mastercard [_] visal] Bankcard ]

SO N [N [ (O Y

Card expiry date: ............cccceciviniennns Cardholder Name: ..........ooooioiiiiiiiiiic e

Sl Ve
Cardholder s _ViISA
Sighature: ..o

Please feel free to photocopy this form.

MAIL ORDER 7 (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111
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s this the scene whepyou try {0 bu uy your Whlte Dwarf?

s it always a battle tq,"ime 'sure you get your copy?

Take out a subscrlptlorﬂﬁdwnd avoid the cut and thrust!
o 5

™
*

S R e et

As an essential purchase for anyone interested in Games Workshop,
each issue of White Dwarf is packed with new rules, scenarios, painting
and modelling advice, etc. Add the latest Citadel miniatures hot from the
foundry plus exciting free gifts and you've got the ultimate gaming aid!

Take out a one year subscription for aus$120 and you get: 1 B3 _,,/ ¢ f,g,é
{ » A FREE box or blister to the value of Aus$22.95! . umﬁiu "h ~
* Monthly Mail Order subscriber-only special offers! I,s,mmﬁfn ﬁq $
« Savings on the postage! F‘HEE' m{m i
usrsm W

: = For details callnowon . =
| WEMTE (03195506111 oy

61 1 www.games-workshop.com.au
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NEXT MONTH

eP
Plus a FREE card
. Warhammer playsheet!




