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WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Miniatures’

own Bryan Ansell, Richard

Halliwell and Richard Priestly.
Whether you enjoy role-playing

adventures or mass battles.
it’s all here for you in this

three volume boxed set.

Simple enough for the

novice to learn, yet meaty
and innovative for the

experienced gamer to

WARHAMMER gives you rules for Movement * Psychological Factors * Shooting *
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons *
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation
Enchanted Objects * The Games Master * Player Characters * Creating Adventures *
Character Advancement * Injuries * Starting Expeditions * Running Campaigns *
Encounter Charts * plus two special scenarios;: THE ZIGGURAT OF DOOM and
THE REDWAKE RIVER VALLEY.

WARHAMMER is available in better shops everywhere, or, in case of difficulty, available post Iree at

£6.95 from Citadel Miniatures, Chewton St Eastwood, Nottingham UK. Please make cheques payable
o Games Workshop Ltd,
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Welcorne to the Second Citadel Compendium, illustrating a
selection of current, new, and re-designed models from the famous
Citadel Miniatures range. This catalogue supercedes all previous
listings, and also contains & host of articles about modelling and
gaming, a special Warhammer scenario by Richard Halliwe!l, a
selection of readers letters, another Citadel competition and much
more besides.

THE MNEW CITADEL COMPENDIUM SELECTION

Once more we have opted for line drawings to illustrate our
models, as in the past we have found photography to be both
unreliable and often misleading, Our artists go to considersble
trouble to reproduce the miniatures as faithfully as possible, but,
as we always say, the best way to find out what a particular
miniature really looks lilke is to go to your hobby shop and
scrutinize the original.

The models appearing in this Compendium are only a small sample
of our entire ranges, ranges that you can discover by keeping your
eyes pealed at your local hobby shops. We quarantes that the
selection illustrated within, we call it the Compendium Selection,
will be available throughout the life of this Compendium, probably
about & year. Meanwhile we make about 6 new models per working
day, the only way to keep up is to join our Mailing Club!

Apart from the Compendium Selection, yvour local dealer will be
able to supply you with any number of additional models.
Remember Citadel madels are changing all the time, bringing you a
continuous new selection of adventurers, warriors end monsters.

Items illustrated in the First Compendium, but not in this one, are
probably no longer made, although you may still be able ta find
these rarities in some shops. Almost certainly, most of these will
have been phased out to make room for new selections, and
redesigned models. Regretably, we cannot supply discontinued
models directly from our factory.

WELCOME To The Seco
Citadel Compendium

......
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MNICK LUND JOINS THE CITADEL TEAM

Mick Lund's renowned Chronicle Minlatures company has recently
joined forces with Citadel, and you'll find the first of the re-
released Chronicle models inside. The entire Chrenicle range will
be available in its entirety within the not too distant future. In
addition Mick is busy working on new models all the time. Look out
for new Chronicle additions in the distictive red Chronicle blister
cards.

CITADEL HAVE MOVELD

In July 84 we moved into our new, larger factory in Eastwood,
MNotts. OF courze, we'll be having all our mail forwarded to us by
the Post Office for a couple of years, but it will be speedier if you
direct any mail to our new address,

CITADEL MINIATURES
CHEWTOM 5T
HILLTOP
EASTWOOD
MNOTTS

CITADEL OPEM DAY

iMany people ring us or write Lo ask |f they can visit our factory,
loak around, buy a few models, get under our feel and abuse the
staff. Many more jusl Lturn up on our doorstep and demand entry.
Although our ald premises were somewhat cramped, and there were
absolutely no facilities for wisitors whatsoever, we nlways
welcomed customers who wanted a look around. With the ever-
increasing numbers who wished to visit our old premises, we have
reached the inevitable conclusion that now we have moved into our
naw super-efficient modern bullding in Eastwood, we will be unable
to allow people to visit ad-lib at all. So, NO VISITORS WITHOUT
AN APPOINTMENT! and we're going to have to be quite tough
about letting people in at all. We realise that this is going to



disappoint many people, so we're going to have OPEN DAYS
instead, when you'll be quite welcome to wander round, and we'll be
able to take the time to show you what we do, maybe even pul on
demonstrations and participation games and suchlike. The first
Citadel Open day is planned for September 15th,

WARHAMMER

Our fantasy battle rule system Warhammer has taken off in a big
way, becoming a leading game with many, many players. We seem
to get about a dozen letters and questions about the rules every
day. We always enjoy getting them, and do our best to reply to
everyone. Our philosophy of rule-systems is that we've provided a
solid set of usable rules, and now itz up to you to adept them to
suit your own tastes. 50 our reply to questions about whether
winged Chaos Ogres should be allowed to carry Hobgoblin riders,
and if so, what rules should be used for them, is always, "If you
think =o', and, '"Write your own'. But we still like seeing the
guestions!

There are a few simple rules to follow if you'd like a reply.

1s Enclose an S.ALE., even if you send your question in with a
mail order, chances are the chap who does your mail order
won't be able to answer your question, and he isn't allowed
to hold your order while he waits for someone who can to
get round to it.

2. Make sure that your questions are on 8 separate piece of
paper, preferably with questions on the left hand side of
the page and space for answers an the right hand side, If
you put your questions on a mail order form, mailing club
subscription farm, or anything else it will almost certainly
not reach anyone who can answer you.

3 Be prepared to wait a couple of weeks!

THE FUTURE

We have a lot of new prejects planned for autumn ‘84 and the new
year. Firstly they'll be a whole host of models, including redesigned
elves and lizardmen, more halflings and a new look to a series of
boxed sets. Tony Ackland has promised to come up with further
Monstrosities, including a huge war eagle and rider, and a brand
new wyvern and rider.

If you're a Warhammer player you'll be glad to hear that Realm of
Chaos is now nearing completion, and should be in the shops before
the year i1s out. We alzo have a number of scenarios in preparation
az well as a complete new loock to the Warhammer role-play
system.

Gastric Fluid Green and Decayed Newt Purple are just two
examples of the sort of putrescent pigments that have been
suggested for the new additions to the Citadel Colour range. You
want a Goblin Fingernail Black? Write In and tell us before the new
paints reach the shopsa.

CITADEL

MINIATURES

Chewton Street, Hilltop, Eastwood, Nottingham, UK.

GERMANY FRANCE JEUX DE GUERRE DIFFUSION
19 RUE JOUFFROY
FANTASY AND SCIENCE FICTION BUCHHANDLUNG AGMAT SARL 75008 PARIS
WANDSBEKER CHALUSSEE 45 STRATEJEUX
[ - 2000 HAMBURG 76 13 RUE POIRIER DE NARCAY ELUREKA
Tel D10 4940 250 6640 75014 PARIS GALERIE DU CUATELET
45000 ORLEANS
SWEDEN L'OEUF CUBE
26 RUE LINNE
TARGET GAMES 75005 PARIS
STORGAT AN 29 AUSTRALIA

>-114 55 STOCKHOLM
Tel 010 4686 19501

LIBRAIRIE DES TAMNNEUR

26 RUE DES TAMMNEURS JEDKO GAMES

13100 AIX-EN-PROVENCE 134 COCHRANES ROAD
UNITED STATES MOORABBIMN
JEUX DESCARTES VICTORIA 3192
CAMES WORKSHOP LS 2 RUE DE LA BAUME
2100F RED BRAMNCH ROAD 75008 PARIS
COLUMBLA
MD 21045 RELAIS BOUTIQUE EUX DESCARTES

Tel (301) 9564 0262 16 RUE MAURICE-FOMNVIELL

31 000 TOULOUSE

Rune@uest T™ miniatures are manufactured under licence from Chaosium Ing, USA RuneGuest TM {s Chaosium Inc's trade
mark for its fantasy mle-ptmng game. Traveller™ miniatures are manufactured under licence from Games Designers
Workshop Ine USA, Traveller '™ is Games Designers' Workshops trade mark for its science fiction role-playing game.

Warhammer and Battlecars are Games Workshop's mass combat fantasy game, and futuristic road warfare game,

The Citadel Campendium iz produced by the staff of the Citadel Production Lepartment, Rick Priestley, Tony Ackland, John Blanche and
Joanne Padoski.
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INTRODUCTION
Welcome to the Second Citadel Compendium

R AR
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COMTENTS
RIGG'S SHRINE

A, gpecial Warhammer scenario devised
by Richard Halliwell

CREATING A MINIATURE MASTERPIECE

AN BSLANEE
&m:* i How Citadel models are made the bonuses
T .- and pitfalls of modelling in metal.

L T
.I'

WARHAMMER COMPETITION RESULTS

The results of last years competition
for Warhammer players.

THE CITADEL COMPENDIUM SELECTION

Featuring the illustrated Compendium
Solection of Citadel models.

CITADEL COMPENDIUM COMPETITION RESLLTS

The results of our First Citadel Compendium
compatition.

THE PAINT BRUSH AS AN OFFENSIVE WEAPON

An exhaustive guide to painting techniques
and mediums by Kevin Adams

THE COMPLETE BEGINNERS GUIDE
TO ASSEMBLING METAL MODELS

A basic guide to assembling and modelling
metal kits by Tany Ackland

SPOT THE BALROG !

A new competition for Compendium readers,
can you spot the large threatening monater?

] .i.

XedEh
e

READERS ART GALLERY

Featuring a selection of your own drawings
sent to us in the last yvoar

ELDRITCH EPISTLES

Your letters answered

PLUS .. pull out centre spread of RIGG'S SHRINE to sccompany the scenario.
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SOUTHERN LUSTRIA

The ereation of Richard Halliwell, Southern Lustria is a fantasy
continent whose geography and history Lo some extent parallel that
of South America., However, in the strange and bewildering
imagination of its stronge and bewildering suthor, the native
Americans and usurping conquistadors are surplanted by the wierd
amphibian Slann, and the wild and adventurous Old Worlders,
including the Morsemen, Sea Elves and Dwarfs. More new
adventures in Southern Lustria will form a future Warhammer
supplement, inviting players to further mayhéem and misdeed in a
complete and challenging game setting.

THE AMAZONS

The dense tropical jungles of the Cadiz Basin are inhabited only
very sparsely. Oeccasionally, primative bands of nomadic hunters
will pass through, or wary traders from the Mordic settlements on
the coasts will brave the treacherous rivers in order to ply their
wares. By far the most populous of the native groups are the wild
and matriarchal Amazons. These live in the hundreds of scattered
villages throughout the jungle, and in the Amazonian city of
Genaina. Genaina, although incorporating many stone buildings of
considerable size, is mostly built of grass and mud in the same way
as the smaller villages. Amazon villages can be easily recognised
by the mannor of construction, for the builders nearly always erect
their dwellings upon tall piles of solid wood, s0 as to raize the
living areas away from the ground. In this way the Amazons avoid
the worst excesses of periodic flooding,

AMAZON RELIGION

The Amazons worship their own Gods. They hate all worshippers of
Clyetzracoatal, particularly the Slann. In addition to the many small
village and way Temples dotted throughout Amazonia, there are
twio main cult centres, the Temple of Karra in Genaina and the

[

Great Shrine of Rigg standing on the shores of Lake Lokka, The
mysteries of the Temple of Karra, and the untold riches of I.f'!r;-
Royal Palace at Genaina, lie gutside the immediate scope of this
toenario.

RIGG'S SHRINE

The Great Shrine stands on the shore of Lake Lokka, deep in the
forests of Amazonia. It is said to commemorate the mythic union
batween Rigg, Amazon Goddess of War, and Amex the Sea EIf God
of Wealth and Happiness. Here they brought into the world Kalith,
Mother of all Amazons. This creation myth lies at the very centre
of Amazon religious dogma.

Worshippers of Rigg smongst the Amazon tribes make regular
Pilgrimages to the Shrine. The administration of the centre is in
the hands of the Amazonian Sisterhood. It's bulldings house a
Sisterhood diocesan centre along with it's offices, a library and a
meeting hall,

Like all Amazon holy places, the Shrine and its precincts are
forbidden to non-Amazons, except those with special dispensation

from the High Priestess, Even then, the privilege is bestowed only
on women, and thay wauld find themselves under constant quard.

RIGG
Rigg is the leading figure in the Amazon Pantheon.
Alignmant MNeutral

Spheres Warfare, Blood, Koka, Violent Death

Giant - she stands at least 9 feet tall, red
hair and eyes.

Manifastations
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Armour Mone
Weapons Rigg carries a knife and four throwing
knives. All of her weapons are magical, the
throwing knives have a range of 18" (short
only) and hit at Strength 4,

THE SISTERHOOD

The Sisterhood originates from the High Age of Southern Lustria, a
galden age of science and technology. Even then, Amazonia was a
wild and fiercely independant land. The technocratic and wize Old
Slann accepted this and respected Amazon territory. While other
Humans were regarded as inferior, enslaved and treated little
batter than cattle, the Amazons retained their freedom,

Old Slann and Amazon were able to exist, almost entirely
peacefully, side by side. There was even o measure of trade and co-
operation batween the Lwo races. Amazons were particulary valued
as Acolytes and as Thralls by the High Age Magil.

T_heaa Amazon emigres were the ancestors of the present day
Sisterhood. They were to gain, through their work and their studies,
a close familiarity with the High Age sclences.

Eventually the Old Slann Tell, their civilization was destroyed and
their knowledge lost even to their own descendants. Modern day
Slann regard any trace of the old times with fear and suspicion:
the Old Sciences have been lost to them. Mot so to the Sisterhood,
wha ratained and preserved much of their knowledge. Whilst they
cauld not hope to re-create the products of the High Age they
could still use and maintain many of the artifacts which they had
salvaged from its fall.

Thiz knowledge became the basis of the Sisterhood's power and
authority within Amazon zociety. The careful arganisation, fanatic
gevotion, and above all, the secrecy of the Sisterhood ensure a
continuing hedgemony in the religious, political and scientific
spheres of Amazon life.

THE KOKA-KALIM

The Koka-Kalim are religious zealots; fanatically dedicated
worshippers of the Goddess Rigg. The Kalim stress greatly the
religious value of the nercotic Koka., They are oll addicted users.

Conetantly within the grip of the drug's effects they eat, sleep, and
say wvery little. Deprived of normal sensory functions they can
overcome great pain, and have little natural aversion to blood,
slaughter or death. Their state of mind males them very edagy,
unpredictable, irrational and strung oul. They make ideal fanatic
warriors.

The Sisterhood, with their monopoly of the theological
establishment, maintain a8 small army of Koka-Kalim as servants,
guards and fighters. Koka-Kalim serving the Sistarbood are known
aa Devouts. Many are issued by the sisterhood with Old Slann
weaponry. Most commeonly they will be given Power Swords or Balt
Guns as described later.

MOTHER SAMANTHA

Samantha's birthplace lies somewhere in Eastern Amazonia. Born
inta & nomadic tribe, she eventually became a member of the
Kalim and from here joined the Devout.

She rose with remarkable speed from the Devout to the Sisterhood,
and then upwards through the ranks of the Sisterhood. She 15 now &
High Priestess, the Head of the Holy Shrine of Rigg.

Samantha is still surprisingly young. Because of her nomadie
Amazon background she is an agile and able fighter as well as a
powerful magician.

Personal
Characteristics

Fighting

Characteristics’
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Samantha is armed with the Eraditional weapons of the High
Priestess of Rigg. She carries 3 long bladed knife and 4 throwing
knives,

tagical

‘Characteristics

“Mastery 4

Constitution 23

Spells
Fandom; Spell
Gen,
01-08 Detect Life
09-14 Far Sight
15-22 Fireball
23-28 Gift of Tongues
29-38' Aura of Mighty Resistance
39-46 Cure Severa Wound
47-54 Droop
55-62 Hold Door
63-72 Invisibilty.
73-80 Summon Demons
81-B& Turn Someone Else intoa Frog
B7-95 Hurricane
26-00 iManipulate Time

The 'Random generation' column is included only as a quide to the
Gk, He may use the chart to help determine Samantha's actions -
but should ignore it whenever he chooses.




AMAZOMN PROFILES

The individual warriors and people of Amazonia have talents and
abilities unique to thamselves, their characterics scores would vary
from individual to individual. However, the following values
represent the average scores for each type, or class, of Amazon.
Mot all of the types listed below appear in this particular scenario -
but they can form a part of other Amazonian forces. The Save
score represents the normal D6 armour saving roll, and indicates
the amount of armour generally worn.

MIWS|B5|5 | T | W A | Save Weapons
Gueen's Bodyquard ak15 |5 |2 |B |1 1 | 56 Bow, Sword, Spear
rNoble 4414 |4 |2 |B |1 1 | 56 Spear, Knife, Throwing Knife
Tribeswoman #rrxlF |2 |B |1 1] - Bow, Knife, Throwing Knife
Berserker Mg |46 |2 |B (1 1 |- Knife, Throwing Knife
i<oka-Kalim la |4 |2 |B |1 1 |- Knife, Throwing Knife
Koka-Kalim Devout | 5" | & |4 |2 |B |1 1l |- Knife, Throwing Knife, High Age

Weapons®

#*There 132 4 10% chanee that each Devout will be armed with a
High Age Weapon. Generate which using the chart belaw. The
magazine will be full and one spare magazine, half full, will be
carried.

AMATOMN CHAMPIONS
There iz a 5% chance that each Amazon encountered will be an

Amazon Champion. Champion's fighting characteristics should be
generated as follows.

Weapon Skill 204
Bow Skill Dé4+a
Strength D2+1
Toughness D2+l
Wounds DZ+1
Imitiative IDs
Attacks D3
Magic Weapan 10%

High Age Weapon 5% (Champicn Devouts 20%)

SCEMNARIOS

The material that follows should prove sufficient for any role-
playing adventure or wargame that involves the Shrine.
Experienced GM's are invited to structure their own plots and story
lines.

This article covers only two, very basic games a burglary and a
raid,

BURGLARY

A Burglary would take place at night, no non-Amazonian could get
near to the Shrine during the day.

Each player takes the role of a member of a group trying to steal
as much lool as possible - in this case they are not looking for any
particular item. Individual GM's may change this. For instance,
someone could be paying the players a hefty sum for the
procurement of "Mruggdok K'Thing's Testimoeny'.

The players have no idea of the layout of the Shrine or its grounds.
They may not even have seen the place in the daylight. (Again the
GM could arrange for the players to have some form of map or plan
- from a patron or a fellow thiel.)

The group will enter the map from either a path, woodland trail, or
river bank, or they may choose to approach in canoes. Dice from
amongst the possible routes to find the direction the players will
approach from. The players must leave by the same route Lhey
arrived, or else steal canoes and leave by water.

The Games Master controls all the movements and actions of the
Amazronians.

A RAID

One person if possible becomes Gamesmaster. One player; or group
of players, takes the Amazon side, the other takes command of &
group of Norse raiders.

The raiders have come up river to take Lake Lokka by Longboat.
They will entar the table at the point marked 'A' on the map. The
high cliffs of the promentory have shiglded them from view so far.

Thay have thres boats, each boat is crewed by 24 fighters and
commanded by a Morse Champion.

For more detsils on the MNorse, or MNorthmen, see Forces of
Fantasy. The crew of the boats should be randomly generated in
groups of 5-6. Identical troops types on each boat will fight as
regimeants.

Players Objective

Take and completely loot the Shrine,
gsuffering no more than 50% casualties.

The raiders may decide to attack

At Dawn or at Might. In which case only
two boats are used.

OR Dwring the wmaorning, afternoon or

BYENING

OFR At Dusk, In which case darkmess will
fall 26 Turns after the start of the
garme.

MOISES

In either scenario, and especially in darkness, sound will be an
important way of detecting enemy troops. Any sound may attract
attention. The table below lists the percentage chances of various
sounds being noticed.

The Garmesmaster should roll once for esch model or group of
models,




listening | In a room | In a room | In the Basie % | Less for
through a he]uw_.." in | above same room) chance in | each 4" distant,
door an adja- the epen. | or @xtra intervening
cent room wall or Tloor

Tiptoeing, Whisper.

keys turning, lock

picking 40% 05% 02% 80% 30% 20%

Conversation 100% 15% 10% 100% 100% 20%

Droars opening or

closing. Sesarching 100% 20% 10% 100% 100% 20%

Running, charging,

combat, incantations

knocking down doors,

horses moving, 100% 100% 30% 120% 120% 20%

rapid searching,

breaking glass.

Shouting, crying

out, screams 120% 100% 60% 120% 120% 20%

Bolt Gun firing 160% 120% 100% 140% 200% 10%

The chance of a sleeper being woken is one quarter the normal

chance of the noise being heard.

LOCKS

In order Lo attempt to pick a lock a character needs Lock Pick
Skill. The GM may allow any thieves to have this skill for this
particular scenario. Characters with Lock Pick Skill may attempt
to open or close any lock without using the key. This is referred to
as 'picking' the lock, whether the attempt is ta lock or unlock.

Each separate attempt takes an entire movement phase. The player
throws a single Dé each time. If the score is equal to or higher than
the lock's rating, then the attempt is successful, and the lock can
be picked. Otherwise, the attempt has failed.

A Thief may make up to 3 successive unsuccessful attempts on a
single lock. Further attempts will be useless.

Once a lock has been successfully dealt with, the Thief may add +2
to any subsequent dice rolls made against the same lock.

Thieves depend on special tools, such as skeleton keys or flat
bladed knives, If they are, for some reason, deprived of these, they
may improvise a tool using a bent nail, pin or sarmething similar.
Deduct 1 from dice roles attempts made with improvised tools

Key to Floor Plans
SCALE 0 1 2 3 a4 5 W’
HEY
UNLIT TORCH + Hateh in Flaor.
LIT TORCH
WINDOW
BARRED WINDOW
TAPESTHY
DeoR larrow) indicates stairs going up.
Numbers indicate the level
reached by assending or
decending atairs or steps. g =
ground, 1st = lst floor and so on.
I Lacoer

The table gives a brief summary of the whereabouts of the

Amazonian troops.

CODE ROOM/LOCATION DAY TIME

G.B  Kalim Doarm

G.D Watchroom

.G Kalim Chapel

1.8  Hall of the Shrine
LLE Samantha's Study
2.A Great Chamber
Z.B  Samantha's Roomn
2.C  Strongroom

3.B Concourze

3.C Reading Room

4.8  Watech Tower Room
5B Walteh Tower Roof

Each Hut

Koka-Tes Stall

Fires

Jetty

204 Kalim Devoul
204 Kalim Devaut
Dawn - 306 Pilgrims
Morning to Dusk -
1006 Pilgrims. See
Text

75% chance Mather
Samantha.

25% chance of a
Conference. See toxk.

1 Devaut

Morning to Dusk -
206 Students. See
text.

104 Kalim Devout
104 Kalimm Devout
104 Halim Devout,

100 Kalim Devout

104 Kalim Davaut

NIGHT TIME
£04 Kalim Devout

(sleeping)
104 Kalim Devaut

20% chance of a
funeral

See text,

Maother Samantha
Cine kalim Devout

2 Kalim Devout
by door 3.6

1D4& Kalim Devoul
104 Kalim Davout

104 Kalim Devout

104 Malim Devout




—GROUND FLOOR—

Note that the floor is actually sunk aboult 1 meter lower than
ground level. Thus the steps at 0.5 and 0,10 actually lead down to
the ground floor from the outside.

A,

(2

Fa

10

Sisterhood Administration Office. Searching will talke:-

4 Move Phases for the room as a whole
10 Phases for the ledgers in the cabinet along the northern
wall

Absolutely nothing of interest in this room

Koka Kalim Dorm. 204 Koka Kalim resting, Devouts are
notoriously light slespers. 10% chance for each individual
being still awake.

Mother Samantha's Office

Cabinets. Holding ledgers with records of salaries, logistics
and geneologies. & Move Phases to search. Mothing of
interest,

Desk. On the desk is a communicator, paired with the one in
Samantha's bedroom. Both eommunicators are switeched on, so
any sounds made in one roam will be audible in the other.

The communicators do not pick up sounds as well as the esr,
nor do they transmit them entirely accugately. There is only
half the normal chance of noises being heard between the
Fo0MSs.

Ieon. A religious leon, depicting Rigg and Amex, is hung on
the western wall, The lcon is worth enly about C10 (10 gold
crowns) outside of Amazonia,

To an Amazon the [con is a priceless object, worth hundreds
of Crowns, but just try explaining where you got it fromu.....

The leon conceals a wall safe, protected by an '8 lock. Within
the safe are a D100 Gold Crowns and 1D4& High Age
Artifacts.

Kalim Watch Room. 104 Devouts awake and with weapons Lo
hand. They will be playing 'Checks' a favourite Amazon gome. i

Temple Storeroom. The walls are plled high with sacks and
bales. In the cotner are & barrels. All are full of wine. Any
Bersarkers or Alcoholies must stay here for D6 Move Phases
and roll for Aleoholizm - see room LD

Armoury. The walls are lined with racks and shelves holding
weapons. The armoury will contain.

506 Bows

1006 Quivers, of two-dozen arrows each

606 Throwing Knives

206 Long Knives

LD Swords

G606 Shields

306 Needle Pistols

306 Bolt Pistals

205 Baolt Rifles

606 Needle Pistal magazines, each containing D100 needles
6046 Bolt Pistol magazines, each containing D% rounds
4Dé Bolt Rifle magazines, each containing D12 rounds

Koka Kalim Chapel. The alter will always be lit by candles.
On it stand D4 Rigg's Religious Artifacts and 206 Gelden
Candleholders.

DOORS
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Entrance *

Light Door Locked
very Heavy Door

Light Door Locked
Heavy Door Unbalted
Heavy Door Lnbalted
Light Door Unbalted
Light Door Unbolted
Light Door Locked
Light Door Linbolted
Light Door Lnbolted
Light Door Locked
Heavy Door Locked
Light Door Unbolted
Light Doar Locked
lLight Door Unbolted
Heavy Door Locked

TOWER
E
Lst
= ! |
1

O

Locked with a '&' key
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W
&

Mo Key
Mo key
Mo key
Balt on inzide.
Bolt on inside
Bolt an inside
Balt on inside
Mo key
Bolt on inside
Bolt on inside
Mo key
Mo key
Baolt on inside
Mo key
Bolt on inside
Mo key

TOWER

Entrance




FIRST FLOOR

Priestesses' Dressing Room. Hung on the southern wall are a
Priestess's mask and a Priestess's Chain of Office.

Hall of the Shrine. This is the very hearl of worship of the
Goddess Rigg. The Holy of Halies at the centre of Amazonias
most populous church.

In the daytime there will be 10D& Pilgrims worshipping in the
Hall. The Pilgrims, like as not, will have made a long and
singularly dangerous journey to come here. They will be
armed as Tribeswomen.

Unlike many other religions it is not customary for the
worshippers of Rigg to leave their weapons outside Holy
places.

In the event of a raid the Pilgrims will fight. A quarter of
their number will already be in a religious frenzy. They will
discard all but their swords and knives and will fight as
Berserkers.

The Gamesmaster should form the Pilgrims into ad-hoe
regiments of one to lwo dozen women. Each regiment should
be given either an Acolyte or a randemly generated Amazon

Champion as leader.

At night the Hall will be deserted unless someone has died
recently. Each night there is a 20% chance of there being a
Funeral Party in the Hall They will be gathered before the
High Alter with the body of their loved one lying before
them. They will be making the ululant Death Chant of their
particular Tribe. This weird and eerle noise will be clearly
audible throughout the Temple.

There will be 206 Tribewornen in the group. Enraged by their
bereavermnent they will attack any obvious outsider on sight.

The sanctity of this Hall will enable Mother Samantha, or any
other Mage worshipper of Rigg, to summon the Goddess
herself within its walls. The Magician may only do this by
casting a Summon Dermona spell, Instead of a group of Minor
Demons, the Goddess will manifest herself standing on the
Altar.

The Goddess will obey the single request of the Summoner.
She may not leave the Hall and will revert back to her own
plain after 204 turns.

High Altar. The Altar is draped with a blood red velvet cloth.
On top stand:-

A statuette of Rigg
Two boxes of Koka
12 Golden Candleholders

Ante-Room to the Great Chamber. There are Lwo things
waorthy of note in this room. Firstly, there are half a dozen
Golden Candleholders. Secondly, there is a drinks cabinet.
The cabinet is locked, but may easily be prised open with a
I-:n':l‘e i:y any character - taking a single Move Phase, Lock
value 1.

Any Alecholic will open the cabinet, and stop there for at
least D6 Move Phases, Having had a good toke, they must
then roll for Alcoholism. Those who have already made an
alcohol roll this bout must do o0 again, roll a single D& and
add this to their previous score.

Mather Samantha's Study. In the room are a table, chairs and
a book shelf. On it stand 10 books, They are:

Code  Language  Title/Description Value

1 Amazonian Minutes -

Z Amazonian Minutes -

3 Amazonian Minutes -

) Amazonian Translated High Age Manual D100

3 Amazonian Murdle's Musings, worthless trash -

6 Amazonian Mroggdok K'Things Testimony 40200

The book is an Amazon translation of a High
Age original. Mruggdok was a leading magical
theorist of the High Age. The book consists
of a number of treatises on leading magical
issues of Mruggdok's times, The book can only
be understood by magicians. A complete
reading will take 2 weeks. At the end of this
period the reader will have learned very little
specific. They will, however, have a much
improved grasp of the theories and principles
underlying magic. Their Mastery Level is
increased by 1.

7 Amazonian Genealogies

8 Old Werld  Magical Encyclopedia (room 3A) :SIJEI:IEI
o Amaronian Accounts

10 Amazonian Accounts

The room also contains a bureau. This has three small shelves
cluttered with scrolls, notebooks, correspondance, letters and such
like., Six Move Phases to search - nothing of interest. There is a
single locked drawer below the shelves. IL contains one High Age
weapan.

F. Hallway. Mothing of interest.

DOORS

2 Main Entrance. The stairs lead up through a passage from
the outside of the building. MNo door.

& Heavy Door Locked Key on inside

7 Light Door Locked Mo key

8 Heavy Door Locked No key

9 Light Door Unlocked Mo key

10 Light Door Unbolted Bolt o inside

11 Light Door Unbolted Balt on inside
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—SECOND FLOOR—

A, Greal Chamber. In the centre af the room, between the rows
of pillars is a massive mahogony table. There is nothing of
any interest to the burglar or raider.

At night the room will be completely deserted save for 2

guards at the base of the western stairway.

During the day there is a 25% chance that there is a

conference or meeting being held here. In this case, seated

around the table will be:-

1D4 Amazon Champions

104 Daughters of the Church - acting as secretaries

104 Heverend Sisters

102 Feverend Mathers. One of whom will be Mother
samantha

104 Amazon Tribeawoman bodyguards per  Amazon
Champion

104 Kalim Devout per Reverond Sister or Reverend
iother i

(. Mother Samantha's Room. AL night, Mother Samantha will be
asleep here and the door protected by a Hold Door spell. The
room containg a bed, a table and chairs and a chest. The
chest is locked by a '6' padiock. The chest may be smashed
open in the same way that a Very Heavy Door is knocked
down. It contains a D100 Gold Crowns and 204 Enchanted
Objects (see Forces of Fantasy)

C. Termple Strongroom. The rfoom contains three chests,
idantical to the one In Molher Samantha's room. They
contain-

1. 60100 Cold Coins

2. ED100 Gold Coins

3. 204 Religious Artifacts

There 15 a guard on duty at all times.

DODRS

| Heavy Door  Locked Mo key -magically held

£ Heavy Door  Locked Mo Key
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B. Concourse. An open walkway leading between the southern
towers.

C. Reading Room. MNothing of interest. During the day time
there will be 206 Sisterhood students here. Each fights as a

A.  Sisterhood Library. The room is empty save for the book Tribeswornan but also has the following magieal attributes.
cabinet. Ik has two shelves;, each holding twelve volumes. The
books arp:. hastery level 1
Constitution 104
Code Language Title/Description Value Spells 10&-3 (usually none)
1 Old Slann High Age Technical Manual D200 At night Lhe room s deserted.
2 Old Slann? High Age Technical Manual D200
3 Amazonian Translated High Age Manual D100 D. Tower Roof. There is a Pentagram painted on the floor. The
i1 Amazonian Amazon=-0ld Slann Dictionary 20200 hatch is at all timas protected by a Hold Door spell.
b Amazonian Amazon-0ld Werld Dietionary D20
& Amazonian Geneologies - E. Towar Roof.
7 Amaronian Geneologies 4
B Old Slann taps, lists and descriptions ZD200
of 30 of the original Transmat DOORS
sites
? Amazonian Thrinka's Saga. Poetry D& 1 Heavy Door  Locked Mo key
10 Amazonian Geneologies D& 2 Light Door  Unlocked Key in lock
11  Old Slann High Age Technical Manual 0200 3 Hatch Bolted from underneath Counts as a Heavy
12 Old World Magical Encylopedia 20200 Croor, it is magically
13 Old Werld Drivot's Diatribes Vel 1 - (B held.
Philosophy i Hatch Bolted from underneath Counts as Light
14  Old Werld Orivot's Diatribes Vol 2 - D& Door.
Philosophy
15  Amazonian? Short Poems Dé&
16 Amazonian Short Poems D6
17 Amazonian Translated High Age Manual D100
g Old World Rothnikson's Account. o100
His account of travels in Lustria
revealing a High Age site.
19  Amazonian Translated High Age Manual D100
20 Amazonian Translated High Age Manual D100
2l Amazonian Translated Old World Magical 20200
Encyclopedia
22  Amazonian Tribal Histories D
23 Amazonian Trekalls Paradox. Her book D50
contains a lengthy treatise on
a fundamental paradox within the
basic laws of magic. Any Wizard .
reading the hunl-:gwlll have thair Hateh in Floor;
confidence badly shakon - loze
24 Constitution Points.
24 Old Waorld tore Than One Way to Stuff a D&
Fig -Cookery

Baoks can only be sold in Port Soweto, lquitos ar the Sea EIf

Port of Lothern. These are the only places where wealthy

book collectors, Wizards or traders are to be found. T
High Age Technical Manuals or Translations each cover Dé "lml!lm
types of artifact. These should be randomly generated from =
the HHigh Age artifacts toble. Having read a relevant manual
an individual will easily be able to operate the devices
mentioned. If he finds one of the devices which is not
working, or il one in his possession malfunctions he may
attemptl a repair. Only one attempt may be made. A score of
equal to or less than the characters Intelligence must be
rolled on 2D6 for success. 5 "m”l”

: il
Tl Il

Magical Encylcopedia cover the preparation, ritual and 2nd Ird 3rd 2nd
technigue for casting certain spells. Each Encylcopedia will
detail 20& Spells. Using the chart below, roll to determine
the Level of each spell. having done this, identify the
particular spell at each Level using the random detarmination
tables in Warhammer or Forces of Fantasy.

Score ona D6 Spell Level

2
o

O W el e
£ oal B =

Wizards reading the books will be able to attempt to learn
spells of their own Mastery Level or lower. They may make
one attempt to learn each new spell. they should roll & D10,

if the scare is lower than their own Intelligence the attempt
is successful,

At Might there will be 2 Devout on guard. They will be on the
Concourse standing either side of door 6.
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—FOURTH FLOOR—

A, The room has obwviously not beem used in vears. There are
cobwebs and dust everywhere. It is empty save several piles
of -ancient looking books. They are all in Amazonian. It will
take 206 Move Phases to search through the piles. There is
nothing but the books which are, in fact, kitchen inventories
for the past 15 years.

B, Watechtower Room. 104 Devouts here at atl times.

DOORS
7 Hatch Baolted Bolted on inside
L l.ight Door Cipen Bolt on Stairwell side

Ll

Ladder to Roof

FIFTH FLOOR

A Foof of Western Tower.

B. Roof of Wateh Tower. There will be D& Devouts stationed
here at all times.

DOORS
5 Hatch Bolted Bolt on inside
(3 Hatch Open Bolt on inside




RELIGIOUS ARTIFACTS OF THE GODDESS RIGG

Random [Description

Cven.

01-13

16-20

21-25

26=3%

o=l
46-56
57-65
66-73
T4-80

B1-B&

87-00

Value in gold

Sacrificial Knife 30

Human sacrifice plays a small, but

non the less symbalically important

role in the worship of Rigg. These knives
are magical - generate using the Magical
Weapon Generation section of FoF.

Friesteszes Cloak 30

An arnate velvet cloak. Deep red and
inlaid with gold embroidery. Pulting

the cloak on has Lthe same effect a5 a
spell 1.6 Aura of Mighty Resistance.

The cloak will only regenerate its magical
power if worn during a sacrificial
ceremony.

Priestesses Chain of Office 150

A thick gold chain covered with

intricate Amazonian script. The chain

is traditionally donned by the Priestess
al the moment before sacrifice. The
wearer instantly becomes subject to
spell 2.4 Blood Lust. He or she may not
attempt Lo remove the chain until they
have rolled themselves out of the ensuing
Frenzy.

Riggist Locket 20

A small gold locket bearing a Koka leaf
design and the badge of Rigg. Inside a

Grain of Quintescence of Koka, The
Lockets are common charms, the Goddess s
supposed Lo give her special attention and
protection to wearer. Each Locket is
individual, It will have 104 of the following
attributes

Giving an extra saving throw of & against:-

0l-10 tMagical Attacks

11-20 Hand-te-hand Combat Wounds
21-30 Missile hits

31-40 Paisoned hita.

Causing Fear In 5" when held aloft in:-

41-50 Undead

21-80 Dembns

61-70 All Reptilians

71-80 Lawfully Aligned Troops

gl1-90 Gives wearer +2 [nitiative

91-00 Wearer is immune to Curse spells.
Gald Candlestick 10
Gold Incense Burner 15
Gold Chalice 30
Gold Orb 75
Gold Platter 180
Gaold Statuette of Rigg 730

Stands just over J0cm tall. It may be carried
by a single figure, who will atill have pne
hand free,

Koka Box 10 {box)
An ornate locked box measuring 12x6x6cm. The

box is made out of very hard wood or even High

Age plastics. It is decarated with gold hingas

and filligree work. Koka figures praminantly in

the rituals of Rigg. Her foremost followers,

the Kalim, use pounds of the stufl. ioka boxes

are; therfore, common finds in Amazon

religious sites. The box will contain D&

Scruples of Koka. Koka is light-weight,

compact and very valuable. A single Scruple

will fetch as much as C150 on the black market

in Port Soweto or CB0 on the open market in Lothern.

HIGH AGE WEAPOMNS

The weapons date back to Old Slann times. All those mentianed in
this scenario have been carefully maintained and presecved by the
sisterhood. High Age weapons are not so rare in Southern Lustria.
Mative players will recognise them instantly and would only take 1
Move Phase to figure out how to fire or reload them.

Randam Artifact Value in Gold
Gen.

0i-20 Meedler 100

21-50 Balt Pistaol 150

51-70 Bolt Rifls 300

T1-30 Power Sword -

91-00 Arcane Rod -

Power Swords and Arcance Rods as as deseribed in Forces of
Fantasy.

MNeedler

This is a powerful airgun which fires steel, or chemical needles.
The sisterhood employ hollow, poisoned needles. The poison used in
ineffective against Dwarfs and Elves, Stuns Humans far SD& turns
and kills Slann. After each shot the weapon needs to be re-
pressurised, which takes 1 stationary and otherwise inactive Move
Phase. MNeedlers are silent and very accurate, they make ideal
weapons for assassing.

Range Short 8"/ Max. 20"
Initiative Madifier #]

Armour Penetration -1 {giving a +1 Saving Throw)
Attack Strength 1

Bolt Guns

Bolt guns fire small explosive fin stabilised bolts. They make a lot
of noise and do & great deal of damage to targets hit. Bolt Guns are
slow loading weapons, like crossbows, and users may not move and
fire during the same turn.

Short 8"/ Max. 30

Short 12"/max, 40"

+Z (giving a -2 on all Saving
Throws)

Attack Strength 3

Range (Pistol)
Range (Rifle)
Armaur Penetration
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MINIATURE
—MASTERPIECE —

THE MAKING OF A MINIATURE MASTERPIECE....

Many of your letters to Citadel Miniatures are concerned with the
manufacture of our models. We receive letters about painting,
modelling, gaming and just about every conceivable aspect of the
sale, manufacture and use of Citadel miniatures. Among the
questions asked most often are those concerned with assembling
cast pieces and preparing models for painting. Many modellers
approach a white metal kit with the same sort of attitude, and the
same materials, 55 they would when assembling a plastic asroplane
kit. Be warned, this is no recipe for success!

To help the uninitiated overcome the very different demands of
modelling in metal; | have been asked Lo explain how the processes
of design and casting work.

DESIGM

Individual models are created by one of the Citadel design team,
eriginally just Mike and Alan Perry, but now including the
additional talents of Ally Morrison and MNick Lund, Using a wire
frame and modelling putty each madel is carefully sculptured to
the highest standards. Remember, every tiny detail has to be
modelled using nothing more sophisticated than epoxy putty and a
madelling knife. . Every link of chainmail armour and gvery bell
buckle receives the individual attention of its sculptor.

MOLLDING

Unce we have an original model it is the job of our mould makers
to turn it into & metal miniature. Moulds are mada from two halves
of solid rubber. Each half iz heated and the original model is
sandwiched between them. The model sandwich is then carefully
placed inside a vulcanising press., The function of this machine is to
further heat up the rubber until it goes soft, and then squash the
model under nearly 20 tons of pressure. Once cool, the rubber
retaina the imprint of the model, and is itselfl quite hard. The
original model is usually destroyed by the process, making it
Impossible to make further moulds from that original. This is why a
model is sometimes not available, moulds don't last forever, and
once worn out that model can never be made again.

¥ou might imagine that this heating and squasghing is a pretty hit
and miss affair, but in fact our mould makers are axpert enough to
capture the maximum amount of detail poszible. It is true that the
process doesn't exactly reproduce the size and shape of the
original, although you wouldn't notice the difference unless you
stood the original model and & cast ong side by side and looked very
carefully, Still, a certain amount of distortion can occur, and this
poses problems for models made up from kits.

When our designers make a kit, such as the Ore War Machine, the
original fits together perfectly. Once moulded, however, the fit is
gametimes quite variable. This is just a fact of life, white metal
castings made from rubber moulds are bound to vary slightly. This
is what makes Citadel Miniatures models, not toys. You will need
to apply your own modelling skill to the castings, cleaning them,
filing, cutting and strengthening where necesgsary. We cannot
guarantee that any model comprising of two or more parts will fit
together perfectly, even a simple rider and mount can sometimos
require a little work before it will hold together,

CASTING

Once the moulds have been made they are stored, awaiting future
use, When needed they are taken into our casting roomsg. The mould
i placed inside one of our centrifugal casting machines, a device
which spins the mould round at high speed. Metal is poured in
through the top, and forced through the mould by centrifugal force.
It takes quite a bit of skill to pour the molten metal into the
spinning mould, it is easy to get the amount of metal wrong or spin
the mould too fast or too slow. Sometimes an air blockage will
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stop the metal flowing. If any of these should happen it is possible
that the model won't form properly, and this sometimes happens.
Meedless to say, our casters are all quite expert, and any mis-cast
models are weeded out at an early stage. Very occasionally a model
will turn up in a shop minus an arm or a leg, but this is very rare. If
you. shauld find a model which is obviously miscast in this way send
it to us, and we'll happily replace it.

To stop air blocking 2 mould we have to cut small channels into the
rubber, and when the model is cast these 'air vents' form small,
long, thin pieces of maetal attached to the model. These are
unavoidable, and can easily be removed, usually they can be pulled
aff.

Another common feature you will find on your models are mould
lines, Where the two halves of the mould meet it is possible for 8
little of the molten metal to seep through. This results in lines of
matal all the way round the model, a little like silver paper. This
mould line is, again, unavoidable, and If you gat a model with such
a line there is nothing wrong with it. Like air-vents, they can be
cleaned off very easily, this time using files or a sharp modelling
knife,

PLEASE REMEMBER. ALL MODELLING TOOLS ARE
DANGEROUS IF MOT USED PROPERLY. CARE AND PATIENCE
WILL IMPROVE YOUR MODELLING. TAKE CARE OF YOUR
TOOLS. ALWAYS USE AM APPROPRIATE TOOL FOR THE JOB.
MAKE ALL CUTS AWAY FROM YOURSELF.

METAL

Citadel miniatures are cast from a white metal alloy which
contains a proportion of lead. This is the best metal we have found
for our needs, it captures as much detail as is possible, and can be
modelled using files and other modelling tools.

OUR MODELS ARE INTENDED FOR COLLECTORS AND AS
PLAYING PIECES FOR ADULT ROLE-PLAYING GAMES. THEY
ARE NOT TOYS. CITADEL MINIATURES CONTAIN LEAD WHICH
CAN BE HARMFUL IF INGESTED. THERE IS MO DAMGER IF
YOU ARE SEMNSIBLE.

DO NOT PUT THEM IN YOU MOUTH
DO NOT BUY THEM FOR SMALL CHILDREN

NEVER GIVE CITADEL MODELS TO CHILDREN UNDER 12, AND
NOT TO OLDER CHILDREN WHO YOU CANNOT TRUST NOT TO
SUCK. THEM.

White metal can discolour, or develop a powdery film. This is not a
defect and in no way effects the appearance of the completed
model, Once undercoated all models are white anyway!

AND FINALLY

Collecting and painting Citadel models is a challenging hobby,
assambling some of the more complex kits is a demanding task. We
wouldn't recommend any kit requiring essembly to a complete
novice, the larger kits are best tackled only by expert modellers
who feel quite happy about putting in the extra work required.

Tany Ackland, one of our resident artists, has written an article
about basic modelling techniques for this Compendium, see page
57. Tony also designs the Arcane Monstrosities range for Citadel
Miniatures. Tony's article provides the inexperienced modeller with
a simple step by step quide to better modelling, and is founded
upon years of practial modelling experience. Many years. Many,
many, years. In fact Teny Ackland is the only man | know who can
madel dinozaurs from actual memory.
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£adul Kaneoral the Necromancer by Warren MHarrod

Warre-:l‘? entry was the most colossal effort we had ever seen -
comprising colour arlwork and maps and describing a whole series
of titanic battles

MName Zadul Kancoral

Class Mecromancer - Apprentice to Mordrain
Age/fSex 28 years old, Male.

Alignment Evil

Constitution 25

Life Energy 800

Fighting Pearsonal
Characteristics Characteristics
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RUNNER UP Prince Ardelon of Mardusia by [ Kulesar.,

Ardfelun is a good lawful hero whose history shows him to he
addicted to dragon slaying and young princesses with an
independant income. Fortunately his shield is dragon breath proof,

and his sword has many magical powers including pychological
immunity,

RUNMNER UP Malik Widukind by Steven Blease

Compared to Prince Ardelon and Zsdul, Steven's Malik Widukind [s
positively predestrian, being a penniless mercenary fighting Orcs
and Gobling in barren frontier posts. We liked his adventures
because they sounded like ours! Malik and his mates fall foul of
ambushes, ciash with Orcs end muddle through to a half-way
successful conelusion 'more through luck than judgement'.
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We received several hundred entries for our Warhammer
Competition during 1983, Competitors were asked to draw us a
Warhammer character, and send us details about his adventures,
greatest deeds, habits and so on. From the total stock of entries we
gorted oul the three that most appealed to us, that combined
interesting characters and characteristics with entertaining
histories and amusing or astounding everits, The prize lor the
winners comprised an original drawing of their character by our
staff artist Teny Ackland, and the chance to have their character
moulded inte 8 Citadel model. The winner, with a really mind-
boggling mega-entry, was Warren Marrod with his character Zsdul
#ancoral the Mecromancer. Warren's entry came to us as a book of
48 pages, with text by himself and excellent colour drawings by
Gary Harrod - if only they'd been black and white we could show
youl The tale of Zsdul combines an interesting character with a
fast moving campaign story. The Warhammer stats are good too -
not insanely tough - and the new magic and creatures invented by
the author are extremly original,

Linfortunately Warren and Gary's entry 15 much too long to print
here in its entirety, including , as it does, a very detailed mythic
and geographic background as well as a complete campaign record
of their garmes. We pick up the story as Mordain the Necromantic
King goes into hiding following his defeat by the Free Peoples.

'During this time Mordain hed taken on an apprentice. He was
himsell much weakened for he was the sufferer of a Chasul-w (a
Balrog curse), having forced an unwilling Balrog to give some of his
bload. The curse was slowly draining himoof his life energy and he
wanted the apprentice to help [inish the preparations for his
change from Necromancer to Liche-King.

But the Balrog conspired to inform Mordain's enemies of his
condition, and of his whereabouts. Hence Sir Rowdulf soon arrived
at Mordain's mountain fortress and a seige commenced. Mordain's
forces under Blacskul stood poised to- crush the army  of. the
palladin, for Blacskul was an undead champion and formerly the
most trusted general of Aran the Terrible, But Blacskul had not
foreseen the attock of the eagles, who came to aid Sir Rowdull,
and the black armies were soon in great disorder. Sensing defeat
Mordain joined battle, whereupon he was slain and hiz evil was
widely held to have perished with his troops, Bul this was not so.

Blacskul, rose from the field of the dead and took up the body of
Mordain from amongst the slain. So it was that Rowdulf's agents
could report no news of the Mecromancer’s end, With Zsdul, the
apprentice, Blacskul hid the body deep in the vaults of Mordain's
fortross: and Rowdulf, tiring of the search, headed home for
Torfport.! :

Zsdul and Blacskul slowly resurrect the MNecromancer as a Liche-
king, who instantly swears revenge on his enemies and sends £adul,
Blackskul and a small undead army on a lengthy quest to recover
the extremely powerful necomantic sword Mec-Tomen. As part of
the quest the necromantic army has Tirst to collect the three
fragments of the Key to Aran Cabal - the resting place of Nec-
Tomen, We pick up the story again as Zsdul attempts to cease the
second piece of the crystal key from the Dwarf King Dumin Iron
Geard.

'This-was the -'b&girjni:r_lg_fuf. the: longest campaign: and: consisted of
several dungeon adventures, First Zsdul had to cross the great
‘Riftspan bridge, guarded by harpies. Once inside, a terrible battle
‘was' fought underground, and' Zsdul's army overthrew that of the
Dwarfs. Although mortally wounded Orizand Oldrock escaped from
‘the carnage, taking the fragment to the settlement of ‘Dwarf
Strangle. He was hotly pursued by Zsdul, quided by the treacherous
Corbit Shortstuff.' ¥ ' .

After a final showdown between the undead and the Dwarfs, Zsdul
acquires the key fragment and goes on te fight the rival
Meecramancer Stuggart Trollhind for the third and last fragment.
Meeting up once more with Mordain and a new army (I gather there
waan't much left of the original one!) Zsdul engages in further
slaughter as he makes his way towards Aran Cabal. The story (so
far) closes with,..

'Once Zsdul_had made it'into the Maorthern Kingdom he made
directly for the Great Wall, guarded by the men of Garathanon and
Jled by the Guardian Telmar. Failing to defeat Telmar he decided to
cireumnavigate the wall by taking @& route through the Great
‘Forest, where after passing scorpions, he turned once more towards
Aran Cabal. Hers the story ands, will the Balrog prove Zsdul's final
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downfall? will the Dwarfs re-unite and seek revenge? only the
future will reveal.' '

As well as giving us & full and fascinating account of their
Warhamimer campaigns the Harrods also provided all of the stats
for their own special monsters and the rmagical artifacts used in
the quest. The Helm of Necromancy allows special powers of being
able to detect and control undead, as well as endowing its wearer
with unlimited night vision and immunity to Fear; a very useful
artifact indeed. The Staff of Trollhind has the ability to see, speak
and think as well as causing fear in men and dispelling skelatons.
My favourite is the Chaos Whip.

'Constructed from the bones of the dead this 12 8 most formidable
woapon, It requires a bowakill of at least 3 to use, Whenaver a hit
is scored a skeleton sppesrs and combats the target, it will fight
until killed and once its enemy is slain will crumble into dust.

MALIK

fsdul Kancoral, Malik Widukind and Prince Ardelon have been
turned into metal miniatures by Mike and Alan Perry, Citadel's
infamous designing duo. Would you like to see a drawing or concept
of yours beeame a Citadel model? Look out for more 'creale a
character' competitions in future Compendiums.
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0 Requires Assembly - this symbol shows that the model or models
indicated comprise of two, or more, castings, and will require to be
assembled. A degree of modelling competence is necessary to
construct any multi-part kit, and we do not recommend them for
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inexperienced or vary young modellers,
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C 01 Fighters

; i %
Vo e
i A superb selection of fighters and

adventurers to qgrace any dungeon or "é:

tabletop. Each model is designed to our own
4 very demanding standards to bring you ane
of our most popular ranges ever.
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A fine band of adventuring
Sorcerors, wily Wizards, young
Conjurars, fearsome, hag
Witches and a host of other
magical characters.

With a pure heart and trusty
weapon, ready to slay and
plunder in the name of your
favaurite deity.

AN




C 04 Thieves

There was to have been some blurh here.
But somebody nicked it.

Ciriental heroes - faithfully reproduced in
muniature complete with all the intricate
details of arms and armour unique to the
warriors of ancient Japan,

haos Samurai

21
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€ 06 Northern Dwarfs

Dour Mordie Dwarves of barbaric and savage
appearance, long beards and short tempers.

Peasant

G 09 Dark Elves

Cruel Warriors and evil
Sorcerors from the black,
haunted forasts of the Dark
Elves.

Evil Sorceror ﬁr
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Fighters }

Half human and half Orc these creatures
combine evil intent with malicious cunning,

Small, sturdy and eternally
hungry folk. Equipped to deal
with any unexpected meal, no
matter how large.

23
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of this popular
their way through your role-playing and

Iran clad Ores armed and armoured to battle
battle games.

iMore Gobline to populate dungecns and

tabletops. A new selection

monster type.

Sharman
AN

C15 Armoured Ores
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Goblins & Night Goblins

M, A
d/ .
Toeugh and fearsome Orcs, ono of Citadels
most popular monsters now featuring many
rew designs.
?
r
-

25



A new selection of thiz ever popular undead
dungeon monster.

i.
3
}.

.A:{ .

A

v
l m1 ls Citadel's new Trolls, now more
loathsome than ever!

o~




"G 21 Cold Ones

& Rlders

Glant, monstrous  reptiliian
riding beasts with a choice of
Slann, Lizardman or Dark EIf
riders.

SRR

L
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(+ 22 Greatnre

dind Eater

Giant Snake

Giant Rat

A

Fru;htenlnq fauna, ideal for wildarness
adventures or any out of doors scenarios.

Cave lion and Chaos
Hounds 1 per pack

&7
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C 26 Fantasy Men-at-Arms
supplied in assortments of 5 infantry or 2 eavaley

and free-booters, :
mercenaries and soldiery.




¢ 27 Chaos Monsters

CHIMERA  Supplied with a random assortment of 7 heads

HYDRA Supplied with a random assortment of 7 heads

2 HOBHOUNDS AND HOBGOBLIN MASTER
Lead not supplied
- .L_ B, o e ST
o, A
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iore loony GGoblin Fanatics not quite coping
with their sxalic weaponry.

Fanatic with Boamerang

¢ 27 Chaos Gobli

Mutated monstrosities of vile appearance,
should be enough to suprise even the most
Zoologically aware adventurers.

Mace-tail




L

-
e Huge but by and large dim humanoids,
lan s impressive multi-part kits, Choose from our

selection of heads and weapons to praduce a
unique model.

R

f

Giant two-headed
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Braves
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Falladin

Evil Hero

G 33 Mounted Advenﬁrers

Adventurers featured on foot and horse -
back by popular demand.

Evil Cleric
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Shaman

W
ot An  assortment of special characters
lns designed by Ali Morrison. Every model is
erommed with miniature detail.
. S et 3




f Supplied in packs of 2 infantry or 1 mounted.
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A new selection of Elves from
ace designer Tom Meier.

NOT FOR SALE IN USA J
1 AL | A Female ‘Ll-iief o

‘ Wal j/’_
C 38 Chaos Beastmen i7" " = A
) o 1 1EES e
t haoti : L e '
range and ab-human chaotic Dbeasts, & e = ,.'r-1 #

unfortunates favoured by the biological /g
¥ whims of their divine masters,

sure Chests

=

& <




N \{

The Site of

7 The Shrine of Ring

e

[ ' N r—

The centre gpread map shows the area around the Shrine of Rigg. It is accessible
from the lake or one of the marked Jungle tracks..

7 SYMBOL COLOUIR, [DESCRIPTION
Yol low Beach - Movement silent but
atherwise uneffeclad.
Dark Green Jungle - May anly be crossed by ‘%
trocks. Maximum visibility is 2",
Medivm Green Woods - All movement {2 roeduced
to half rate. Vizibility is reduced
to &"
= Light Green Fath or Track
| Light Green Clearings
O O Medium Yellow Huts - Each hut containg 104
Kalim Devout.
éﬂm Medium Yellow Bridge - The bridge allows
passage of 2 people abreast at
macmal movement rate.
7 @UEQ% Light Yellow Sheer Slopes - May not be
crossed.
Hlus Deap Water ,J
l.ight Blue Shallaws - Troops may wade
acrass at half rate. Canoes may

navigate shallows, but Longboats
will run aground. Throw a D6 - if
the score is 5 or 6 the boat has

run aground, [L may only be freed

agin an the D6 score of & - one

attompt per Mave Phase. Add 1 Lo

the dice roll for each 6 men who
leave the boat.

m Grey Jetly

,,__//_’_\‘\\ Contours

| e Fires
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COMING SOON j
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Bodyguard Mother Samantha ~.-___1'31 -
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7 Hoka-Kalhm
ghriking wilh

blow-pipe!
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Vile Broo! a truly vile selection of these
strange and bestial creatures. Specially
designed to complement the Runequest role-

playing game,

i
&

Allens

Traveller 15mm miniatures are supplied |n randem assortments of 4
individual models,

i 4

Acdventirer

A special seélection of 15mm tall models
designed to complement the Traveller
acience-fiction role-playing Jame.
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Nick Lund’'s

' ChRO
ad,

MINIATURES
A

v

role-
jes

Alack by name and black of heart, these
playing opponents and tabletop adversaries.

eruel and manacing warriors make 1deal

N 11 Black Ores

famous Chronicle Hobgobling, now

The

from Citadel Miniatures.

available only




Ilian warriors and

Small and scaley repti

characters.

w

. N 13 Kobolds

o

Huge and grim warriors armed with an

agsortment of bludgeoning weapons.

- N 14 Ogres

Chieftain

War

4l
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Regiments of Renown

A new series of economy boxed sels - specially packaged
without colour art or other frills to provide you with
whole regiments at rock boltom prices. The range has
been designed to complement the Forces of Fantasy
armies, and represents a real bargain Lo anyone building
up @ Warhammer force, Each box comes with a set of
identical troopers and 1 special command model: gither a
Leader, Musician or Standard Bearer. This unique

— B | v

coneept allows you to assemble either a small unit with 1
command model, 8 medium sized unit with 2 command
models, or a whole regiment with all three. When
srdering remember to specify which command model you
require.

. Eaeh box contains the number of models indicated.

: ! :‘-':i ™
1.Ij-r-;::l'll §! 10 LG L et
MAD MULLAH ACKLAND'S DEATH COMMANDOS 10 models

e e de

BOWMEN OF OREON (Elves) 10 models
S il
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SPECIALITY
SETS

Speciality Set 1 - Warriors.ol Chaos Speciality Set 4 - Goblin Ralding Party
1. Liwvar Vilebloed & ‘Dravar Deathbringes 1. ‘Warlord Libar Earblter

. Skathor Skullcrosher 1. Cohrath Darksoul 2. Snaman - Pago Wildchani

3. Kordos Qioochelm B, Mortheg Doomaxe 3. Dlazislins Sinster

&, Balmoth Blnckawoard ¥, Liihmog Elvenblade 4, Bolbug Creleaver

5. Athgul Evithand IO, Mekris Demonblade % Ubar's Lieutengnt = Dglish Shorpeut

& Goblin Champlen - Torg Dwarfamiter
7. Gugblad Childeplatior

8. UragLegeater

9.  Morgus the Flatulant

10 furgush Wartpicker

Speciality Set ¥ - Knights of Chooa

1. Tomar Spogh - Warrlar of the Divirge Tuluk
2. Red Dulmoon - Dark Saint of Insane Gotd
Speciality Set 5 Warrlor Knights of Low Y, Agrad - Cnampien of Laughing Jokkiae
4, Gindor Molk = Dissiple af Dark Zoombar
1. Sir Lamarak de Galos 6. Sir Bouwdwin tha Virtuous 5. Thel - Knight of Gorth the Great ODbesity
3. 4ir Blamor o Lasis 7. - Sir Aliduke Dragonbone 6. Doomed Ratchragged - Priest of Wenwach the Waylayer
% i Villlars §. Sir Cador Celester 7. Rechgrundls « Warrior Maiden of Dim Ponn
& Sirbellss 5.  Sir Palomides Pursheart B, Busaphut Bane-Arrow - Covotoe of Alaman
% Sir MMalion of the Mountain I0. Sir Lanceor e Leal 4. Curssd Doomhandle - Apastate af Heinuz Suth



Spociality et 7 - The Dwarl King's Court

koo Dumin lronbesrd

2, Queen Assbelle Dragonamitsr

3. Orizond Oldrock « King's Champion

4, Guintin Limplondle - Guesn's Charnpion
% Fungil Wiseboord - The Sage

& Bomban Ironeater - Royal Armoures

¥. Sargeant Dimgel « Meetor of the Guard
£, Rayal Guard Minbcin

%. - Cyril Bear - Foyal moscat

0. Corbit Shortstulll

DUNGEON MONSTER STARTER SET,

Chmngeon Monster Starter Sat

1. Grizlock the Hobgablln

2.  Gobslob the Bugboar

4 YWandamar - Warsior of Chaos
4. Yranart the Lessar Lizerdman
5. Laarack the Lizasdman

DUNGEON ADVENTURER

Twa Giant Rata
Girirngrag the Goblin Chieften
skoleton Warrior

Spectie

Lambio

STARTER SET

T White Dhwarl Pemsonality Set

1. Livingatone the Editod

2. The White Craard £, Grisalds

Y ‘Wallhoad T. Ageroth the Linweshed
% Gobblegoos g, Ulgbash Facesplitier

% GCobbledigook's Familsn: g Thead

Dungeon Adventurer Starter Set

t,  Branowen the Druid

Y Diann the Girl Thiaf

it Pobble the Fack Donkey

&, Fookbrow the Ranger

% SrPellinor = The Golden Palladin

6.
i
B.
8
0.

Lirambuin the Chart
MNararmund the Grome
Andriel the EIf Wizasd
Halwige the Halfling
Agravasn the Fighter
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CITADEL
MINIATURES

DELUXE BOXED SETS

CHIEFTAIM
Oriental Heroes
1. HKHato Kiyomess 1.  Yarimoss
2. Shinodruka loa Mo Kami B. Kajiwarns Gonds Ragesuys
3,  Hachiman Tara Yeshi [ye 9. Smaak| Gonryu
&, | bisads Togzhie 10. Tomorl
5 [nuiksi Kempachi 11. Date Mossmuns
6. Shidzuke-Gozen 12. Tanabe Melhachire Magatums

Hobgoblin Warriors

1. Champlon 7.  Warrlor with Haginata
2. Warrlcre B. Stendard Bearse

3. Discipline Master 9. Hobhaund

& Chicftain 10 Hound Mastor

L. Berserker 11. ‘Warrior with Spgar

&, Shomen 12, Aszpssin

&



~ CITADEL MINIATURES

presents

CHAOS VMIARAUDERS

Choos MMorowirs

L
£
.8
Hy
3

Enkalon Goruss - Wizard

Cuardsman Toyhe - Choos Warrior
Cusrdeman Heely - Chaos Worrlos

BRYAN ANSELL'S

&, MNum-tin - FHobgoblin Champion
1. Arrolrock - Ogre Chemplon

Chorsheama the Impaler - Goblln Chamsplon

Cormant] of Khorne « Evil High Prisst

Hergic Adveniurer

bt ol

Skarios - Hall-EIlf Hero
Peregrine Redshict - 'Wizard
Odan Geimbeard - Dwarf Hera
Haf Thorginacn - Owerl Hero
Warmoto-Talishi - Samural

BRYAN ANSELL'S
HEROIC ADVENTURER

WE

Phalton Emicitus - Clerle
Faolen - Lawiul Adventuress
Gavin - Lawlul Knight
Carlon - Lawlul Knight

~ CITADEL MINIATURES

presents

TOM MEIER’S

TROGLODYTES

Trogledytes

1,
F8

3

Trogiodyte with Halberd

Trngtnd;h‘: with Spiked-Sword
Troglodyte Attecking with Halbord

TOM MEIER'S

Tmﬂlm:q with Soes
Teoglodyie with Spiked-Sward
Troglodyte with Cleaves

LIZARD WARRIORS

Lizard Warriom

YRS I et

Watrior with AxXe

Warrlar with Thiusting Speas
Warrior with bloce and Shield
Warrior with Halberd

Warriar with Sward

o

warelos with Serrotod Katana
Warrlor with Hocked Sward
Warrior with Throwing Spaar
Warclar with Guiting Pale

&7
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WINEQUIESH;

Y 11l '’ OFFICIAL 25mm MINIATURES © O o |

NOT FOR SALE IN USA

Citadel's Runequest models have been specially designed for use in
the Runequest Role=Playing Game. Each box containg a selection
of miniatures that can be used to represent player-characters, non-
player-characters, monsters or other encounters from the game.

-

I

Advenburers

L. Lhankhor Mhy Adventurer b, Baboon Adventuror

2. Orlanth Advonburer 1. Duck Adveniurer

¥ Kyger Liter Troll Advonturass g, Morokanth Adventurer
4. Eorak Loren Troll Adventueror 9.  Owar! Adventurer

5 Aldyra Advenburer 1l Mon-Cultist Adveniurer

Runeguest set 7 Demons

1. B%rath &, Rulk (—
2.  Porphyr {. CGremlin ) e
5. Stalker & Gremlin Z PORPHYR
b, Pargiu %, Sraim

5 Amorph 10, Storom Dwenmpn

48
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Y 11 %' OFFICIAL 25mm MINIATURES © O

Attack of tha Brooa

1
-
¥,
A,

Mowtling with Spear

BMowtling with Sling &
Crosted Oragonawl with Javalin 1
Boaked Dragonawt with HKianth |

Broo Biting Kaight - two characters 5. Hnight Battling with Moce

locked in combal
Broo casualty

Knight Srmiting Breo
Smiktten Broo

5  Talled Prieat Dragonawt

Full Priest Dragonewt

. Crested Drogonewt riding Demi-bird
. Besked Drogonewt riding Demi-blrd .

Humanoid Adventurers

sevif Maothers Adventorer
Pavis Adventurer

Draka Faf Adventuper
Storm Bull Advonburer

lrsaries Adventurer
Chaolans Adventuress

Ebcitha Advinlunoss
Humankt Sdventurer

&
T

Waha Advahiurs! g Yelmalio Adventurer
1

1. Broo Runapeiest
b, Beoo Battling with Mace £ Broo with swiard and shiold 6. Broo Attacking with Mace
7. Mutant Twos-headed Broo 3. Broowlth oo ond shield 7. Broo with Dagger
B. Knight Parrylng Blaw 4. Hroo with splood mpce B. Brog with double-handed oxe
9. Disarmed Hnight Dodging Attack 5. Rhing Headed Broo 9.  Unicorn Heeded Broo

49
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" TA2 Juggernaut

Engineered by dour Dwarf artisans and crewed
by stalwart Dwarf labourers, this large and
waighty multi-part kit is Tony Ackland's most
ambitious work yet, The madel includes a
cannon and steam boiler as well a5 a crew of 4
sturdy Dhwarfs amongst its total of 3 separate
caskings,

Definitely for advanced modellers only!

—~C

Tony Ackland's famous and ever popular Ore War
Machine, previously featured in our Citadel Presents
range, now recognised as a true monstrosity. A huge
stone throwing engine comprising of a multi-part giant
catapult and crew of 3 Orcs.

For advanced modellars only.

'Y N Y
TA1 Golgoth micHTy LorRD
OF BALROGS

Golgoth - Mighty Lord of Balrogs is a
monumental metal kit in 5 parts.

/ For advanced modellers only.

The ideal mount for Cre characters, the Wyvern is a
large multipart kit of this powerful and dynamic
maonster,

For advanced modellers only.

_ Nt i |
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NB 1 Great Spined Dragon;
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GOLLEGT GOUNTERS

/

From now on, incarporated into the packaging design of our special Citadel
MEW Blister packs, you will lind a Citadel Collect Counter. Each counter
depicts a portion of a monster or character, a head, torso, leq or whataver.
Cut out and hang on to each counter, match wp 2 whole monster or
character and send it to us, at the address below, with a large stamped
{17¢p) 5.A.E. And we'll send you the corresponding model absolutley free.
One 5.A.E per model please - otherwise the weight makes them impossible
to post safely.

Some models require more counters, some less, depending on their size. All
models have been specially designed just for this offer, and won't ever be
available anywhere else. Remember collect counters can only be found on
the special NEW blisters with the arange flash - aveilable only through your
hobby store.

Your counters cannot be redeemed through retailers, but only frem us at.

CITADEL MINIATURES. CHEWTON 5T. HILLTOP.

HEE, TROLL

NEZ, EVWARF

BEF, TROLL

"'1.’

—

ML, WS AR

M S, BMICHT OF CIEADS e
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UISING CITADEL COLOUR

Before painting your model first elean off any mould lines or other
irreqularities on the casting. Use a file or modelling knife, but
remember to take care as all modelling tools are dangerous if nol
used properly. Make all cuts away from yoursell.

Undercoat the model using a matt white enamel paint. We
recommend the sort sold in spray cans, you can buy these from
your model shop. Car body primer is just as good and usually
cheaper. This will provide the ideal background on which to apply
paint.

Whilst painting you will need a good brush, at least one jar of water
and some tissue, You will also need an old plate or tile to use as a
paint palette.

[t iz best not to uge paint direct from the pot, as this tends to mess
up the pot and it iz all too essy to accidentally mix the colours.
Place as much of each colour a5 you are likely to use on the
palette, and do all your mixing on the palette.

It is best to keep a separate water jar for matallie paint, otherwise
you will find bits of silver or gold will eling to your brush, and
usually end up exactly where you don't want them,

Citadel Colour iz water based, and can b freely mixed with ather
water based paint. It capnot be mixed with oll paint or enamel, nor
cen it be thinned using turps or similar solvents. Lise water to thin
paint and clean brushes. Wet and repoint brushes after use, and
they will be ready next time you want them.

After you have finished painting your model you will probably want
to protect its paint job against handling and accidental damage. To
do this you can apply a polyurethane varnish, available either in
spray can or tinlets from your local hobby store. Household
polyurethane is just as good, and works out cheaper in the leng run.
Before varnishing you must allow the model o properly dry,
otherwise the paint will run. Metallic paints take three days to dry
properly, non-metallic colour can be varnished after 24 hours.

4

Citadel Caolour iz an entirely new range of paints, especially
designed for painting white metal models such as Citadel
miniatures. Citadel Colour is 8 water based acrylic, so it is thinned
with water and brushes are also cleaned in water,

The pigments have been specially selected by us Lo provide a
ecomprehensive range of strong fantasy colours. We think you'll be
amazed at the difference between our new paint and ordinary
habby paint.

SET 1 SET 2

1 SKULL WHITE 10 ROTTIMNG FLESH

2 CHAOS BLACK 11 GOBLIN GREEN

3} BLOOD RED 12 ELF GREY

4 BRONIED FLESH 13 WORM PURPLE

5 WOODLAND GREEMN 14 HOBGOBLIN ORANGE
6 ENCHANTED BLUE 15 ORC BROWN

7 SUNBURST YELLOW 16 SPEARSTAFF BROWHN
8 MITHRIL SILVER 17 SWAMP BROWN

?  SHINING GOLD 18 CHAINMAIL

Each boxed set contains 9 individual colours in plastic pots and
costs only £4.9%. Individual pols are available separately at &60p
each.

Eon o, ST e,
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_ COMPETITION RESUITS

i

In the last Citadel Compendium we ran a competition in which we sir Rex Derry the Dwarf
asked gamers to describe and illustrate their own characters,
Originally we promised to judge the competition in April '84 and

notify the winners - however in true Citodel tradition we were so Intelligence 10

snowed under with entries thal it took us until July to decide on a Cool 10

winner! Methartheless these are the winners and their characters. Will Power 11

Thank you to everybody who entered, the overall standard of Leadership 3

entries was pretty good, most were amusing and many weare really _ ) )

very funny. Derry's most mighty deed was to slay a giant Balrog, his sworn

enemy. In fact Sir Derry seems to have a distinct phobia aboul
Balrogs, having been orphaned by one al a rather early stage in his
life. Fortunatley for Derry he was discovered and subsegently
rearcd by Porthous of Potelbat, a kindly Wizard. From Porthous the
THE WINNER e Dwarf has aquired a familiarity with magie, and a few magical
oddities, such as a golden good luck charm and platinum serew in
teeth (1). Derry is accompanied by Toomer, his pet owl, and Kalf, a

The winner iz 5. Wilkinson of MNewbury in Beckshire with his entey reformed Night Gablin,

Sir Rex Derry the Dwarf. We especially liked the seriez of very
nice drawings, including Sir Derry's arsenal, his followers, and a
sgction on "'monsters defeated', The first prize of all of an entire
month's releases from Citadel Miniatures 15 on its way to MNewbury,
whilst selected parts of the winning entry are illustrated here.

COMBAT HELMET

SIR REX DERRY

ﬁ E One of Derry's conguests = a Swamp Oragon.

HAND BLADE HAND MACE RUMNMNERS P ...

The two runners up are L. Robinson with his entry Teillu Princess
LIGHT WEIGHT BATTLE AXE of the Tuatha De Danaan, and Tracey Marshall with her entry
Death-axe Daph. What Is this? two female characters as runners
up! This is no deliberate thing on our part honestly, we just liked
these two entries. A large selection of our latest releases wings its
way to both gur runners up.
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TAILLU PRINCESS

Taillu adventures in a place known as Tuala Tala Monya and is
described as 'probably the most beautiful girl in the world'! The
drawings accompanying the entry go some way towards bearing this
aut, and [ hope the limitations of our printing methods don't distort
the originals too much, We particularly liked the drawings of some
of the creaturcs that inhabit Taillu's world, including the Horned
Consk and Yaya, a sorl of were-centauroid.

Der-Daphne, daughter of Derdaynne, is the entry of Tracy
sarshall, Also known as Death-Axe Daph, she is the most truly
horrendaus character we'