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

own Bryan Ansel L Richard 

Whether you enjoy role-playing 
adventures or mass battles, 
it's all here for you in this 

l three volume boxed set, 
k Simple enough for the 
^ novice to learn, vet meaty 

Earner to 

WARHAMMER gives you ru 
Combat * Flying Creatures * 

Enchanted Objects * The Games Master * Player C haracters 
Character Advancement * Injuries * Starting Expeditions 
Encounter Charts * plus two special scenarios: THE ZIGG 
THE RED WAKE RIVER VALLEY. 

or, i ri case t A difficulty i iv*a 
oUmphiim l Jv EJ1 casern ah 



Welcome to the Second Citadel Compendium, illustrating a 
selection of current^ new, end re-designed models from the famous 
Citadel Miniatures range. This catalogue supercedes all previous 
listings, and also contains a host of articles about modelling Sod 
gaming, a special Worfiemmor scenario by Richard HolliwoN, a 
selection of readers letters, another Citadel competition and much 
man; besides. 

THE NEW CITADEL COMPENDIUM SELECTION 

Once more wo hove opted for line drawings to illustrate our 
models, as in the past wo have found photography tu be both 
unreliable and often misleading, Our artists go to considerable 
trouble tg repri; if hue the miniatures ns faithfully es passible, but, 

Os we always say, the best way to find out what a particular 
miniature really looks like as to go to your hobby shop and 
scrutinize Live unqinr.il. 

The models appearing Lri this Compendium are only o smoll -ample 
of our entire ranges, ranges that you can discover by keeping your 
eyes peeled at your lutal linbby sfigps, VJe qanrnntee that the 
selection illustrated within, we call it Use Compendium Selection, 
will be available throughout the life of tins Compendium, probably 
about a year. Meanwhile we make about 6 new models per working 
day, the only way to keep up is to join our Mailing Clubl 

Apart from the Compendium Selection, your local dealer will be 
able to supply you with any number af additloeiat models. 
Remember Citadel models arc Changing ail the time, bringing yuu a 
continuous new selection of adventurers, warriors end monsters, 

items illustrated in the First Compendium, but not in this one* ore 
probably no longer made, although you may still bo able to find 
Llicse rarities In some shops. Almost certainly, most of those will 
have been phased out to make: room for now selections, and 
redesigned models. Rcgrctcbly, we cannot supply discontinued 
mode Eg directly from our factory. 

NICK LUND JOINS THE CITADEL TEAM 

Nick Lund's renowned Chronicle Miniatures company has recently 
joined forces with Citadel, anti you'll find the first of the re- 
released Chronicle models mside. Tire entire Chronicle range will 
he available in its entirety within the not too distant future. In 
addition Nick is busy working on new models ell tilt lime. Look out 
for new Chronicle ntftfiLions in the distictive rod Chronicle blister 
cards. 

CITADEL NAVE MOVED 

|o July 84 we moved into onr new, larger factory in Eostwpod, 
Nntts. 01 cqurse, vria'U be I saving all our moil Tor warded Id u:a by 
the Post Office for e couple of years, hut it will he speedier if you 
direct any mail to our new address. 

CITADEL MINIATURES 
CHEWTON ST 

HILLTOP 
EASTWOOD 

NOTTS 

CITADEL OPEN DAV 

Many people ring us or write io ask if they can visit our factory, 
look arouivd, buy a few models, get under our feel and abuse the 
staff. Many inure just turn up on our doorstep and demand entry, 
Although our old premises were somewhat cramped, and there were 
absolutely no facilities for visitors whatsoever, we always 
welcomed customers who wanted a look ground. With the ever- 
increaging numbers who wished to visit our old premises, we have 
reached the inevitable conclusion that now we have moved into our 
now super-efficient modern building in Eastwood, wc will be unable 
to allow people to visit ad-lib at all. Sg, NO VISITORS WITHOUT 
AN NT ME NT! arid we're 9011111; Lg have to be quite tough 
about Jetting people In at ali. We realise Lhat this is going to 
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dssFifipnint many people, so we're i.;oing to b^v* OPEN DAYS 
instead, when you'll be quite welcome to wander round* und we'll be 
able to Lake Lhe time to show you what we do, maybe even put on 
demonstrations and participation games ar;d suchlike. The first 
Citadel Open day is planned for September I5th. 

WARHAMMER 

Oul‘ Fantasy bottle rule system WarhermnSJ- Has Liken off in a big 

■way* becoming a leading game with many, m$ny players. We seem 
to get about a dozen fetters and questions about the rules every 
day, v/" always enjoy getting thorn, and do quit best to reply to 
everyone. Our philosophy ul rule-systems Is that we’ve provided a 
solid set of usable roles, and now its up to you to adapt them Lb 
suit your own tastes. So our reply to questions nbdut whether 
winged Chaos Ogres Should be allowed to carry Hobgoblin riders, 
end if so, wliat rules should be user? for them, is always, 'If you 
thrnk so\ and, 'Write your own', But wc still like seeing the 
questions! 

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

1. Enel use an 5+A.L..r even ir you send your question in with a 
mall order, chances are the chep who does your mail order 
won't he able to answer yyor question, and he isn't allowed 
to hold your order while he waits for someone who can to 
rpt round to it. 

2. Make sure that your question's are on 4 separate piece of 
paper, preferably with questions on the left hand side of 
(lie page and space for answers on thu right hand si tie. If 
you put your quastions on a m3it order form, mailing club 
subscription form, nr anything else it will almost certainly 
not reach anyone who con answer you, 

}. Be prepared to welt q couple of weeks! 

THE FUTURE 

We have a lot of new projects planned for autumn H94 and lhe new 
year, Firstly they1]] be o whole host of models, Including redesigned 
elves r;nd lizafdmtjn, more ho!flings and a new look to a series of 
boxed sets. Tony AcklancS has promised to Come up with further 
Monstrosities, (ncludirtg a huge war eagle and rider, and a brand 
new wyvern end rider. 

If youVe a War hammer player you'll be giad To heat that Realm Of 

Chaos is now nearing completion, and should be in the shops before 
the your is out. We also hove o number of scenarios In preparation 
as wet] as a complete hew look to the Warhammer ro!u-play 
system. 

Gastric Fluid Green, and Decoyed Newt Purple arc 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? V/rilc In anti tell us before the new 
paints reach the shops* 

CITADEL 
MINIATURES 

GERMANY FRANCE 

FANTASY AMD SCIENCE FICTION BUCHHANDLUNC AGMAt 5ARL 
5TRATEJEUX 
IT RUE POIRIER DE NARCAY 
75014 PARIS 

L'OEUF CUBE 
24 RUE UNNE 
75005 PARIS 

WANOS0EKER CHAU55EL 45 
D - 2000 HAMBURG 76 
Tel 010 ii940 250 £640 

SWEDEN 

TARGET GAMES 
STGRGATAN 29 
5-114 55 STOCKHOLM 
Tel 010 46S6 W>Q1 

UNITED STATES 

GAMES WORKSHOP US 
91CKJF RED BRANCH ROAD 

L1BRAIRIE DCS T ANN EUR 
26 F^UE DES TANNEURS 
17100 AIX-EN-PROVENCE 

JEUX DESCAE^TES 
5 RUE DE LA BAUME 
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JUJX DE GUERRE DIFFUSION 
19 RUE JOLJFFRQY 
751)00 PARIS 

EUREKA 
GAL. ERIE OU CUATELET 
45000 ORLEANS 

AUSTRALIA 

JEOKO GAMES 
174 COCHRANES ROAD 
MOOR ABB IN 
VICTORIA 7192 

COLUMBIA 
MD 31045 RELAIS BOUTIQUE JEUX DESCARTES 
Tel (701) 964 0262 16 RUE MAUR ICE- FONVIELL 

71 000 TOULOUSE 
RuneQucst miniatures arc manufactured under licence from Chaos i urn Inc, USA RuncQuest * M Is Chaosium Inc's trade 
mark for its fantasy role-playing game. Traveller™ miniatures are manufactured under licence: from Games Designers 
Workshop Inc USA. Traveller™ is Games Designers' V/prkshops trade mark for Its science fiction role-playing qannc+ 
Warhammer and Balltecart are Dames Workshop1? mass combat fantasy game, and futuristic read warfare game. 

The Citadel Compendium is produced by the staff of the Citadel Production Department, Rick Priestloy, Tony Ackland, John Blench* and 

Joanne Po-doski- 
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INTRODUCTION 

V/eicqme IQ the Second Citadel Compendium 

CONTENTS 

RJGCf£ SHRINE 

A spec;il War hammer scennrjn deviled 
by Rjchor-d HallLwell 

CREATING A MINIATURE MASTERPIECE 

Haw Citsdel models are madt the bonuses- 
find pitfnlJa of modelling in metal* 

WARHAMMER COMPETITION RESULTS 

The results of last years competition 
for Worhammer players. 

THE CITADEL COMPENDIUM SELECTION 

F maturing the il Lust rated Compendium 
Selection of Citadel models. 

CITADEL COMPENDIUM COMPETITION RESULTS 

The results *f aur First Citadel Compendium 
competition, 

THE PAINT BRUSH AS AN OFFENSIVE WEAPON 

An exhaustive guide to painting technique 
anti mediums by Kevin Adams 

THE COMPLETE BEGINNERS GUIDE 
TO ASSEMBLING METAL MODELS 

A baste guide Co assembling and modelling 
metal kits by Tony Acfclanei 

SPOT THE OAl.ROC ! 

A new competition for Compendium readers* 
can you spot the large threatening monster? 

READERS ART GALLERY 

Featuring a selection, of your own drawings 
sent to us In the Last year 

ELDRITCH EPISTLES 

Your Letters answered 



SCENARIO BY RICHARD HALLIWEIL A SPECIAL HAMMER 

SOUTHERN LU5TKIA 

The creation of Richard HalliweLLH 'joutharn Luslria is a fantasy 
continent otiose geography end hiistory to some extent parallel that 
of South America, However* in the strange aorf bewildering 
imagination of its strange ami bewildering author, Cite native 
Americans and usurping conquistadors are sur pi anted by the wierf) 
nmphibinn Slann, and [lie wild and adventurous Old Warlders, 
including the Norsemen, Sea Elves and Dwarfs. Mora new 
adventures in Southern Luslria will form a future Warhammcr 
Supplement, inviting players to further mayhem and misdeed in a 
complete and chaltending game setting. 

THE AMAZON 5 

Tiis danse tropical jungles of the Cadiz Basm are inhabited only 
very sparsely. Occasionally* primative bands of nomadic hunters 
will pass through, or wary t radars fro in tlic Nordic settlements on 
the coasts will brave the treacherous rivers in order to ply their 
wares, fty far the most populous oT the native groups arc the wild 
Ami matriarchal Amazons. These live in the hundreds of scattered 
villages throughout the jungle, and In the Amazonian city of 
Genaina. Gcnairta, although incorporating many stone buildings of 
considerable size, is mostly built of grass and mud in the some way 
as the smaller villages. Amazon villages can be easily recognised 
by Hid manner of construction* fur the truiLdcrs nearly always erect 
their dwellings upon tail pries of solid wood, so as to raise th@ 
living areas away from the ground. In this way the Amazons avoid 
the worst exCMfces of periodic flooding. 

AMAZON RELIGION 

The Amazons worship their own Gods. They hate all worshippers of 
Ouetzacoatal, particularly the S]ann. In addition to Lhe many small 
village and way Temples dotted throughout Amazonia, there are 
two main cult centres, the Temple of Karra in Gcnaina and the 

Great Shrine of Rigg *La riding on the shores of Lake UjjfekB. The 
mysteries of ihe Temple of Karra, and the untald riches of the 
Royal Palace at Gcnaina, lie outside ihe immediate scope of this 
scenario. 

RIOG'5 SHRINE 

The Groat Shrine stands on the glwjre of Lake Lokka, deep in the 
forests of Amazonia, li is said La commemorate ihe mythic union 
between Rigg, Amazon Goddess of War, and Arne* 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 centra 
of Amazon religious dogma. 

V/ershipperS of Rcgg amongst the Amazon tribes make regular 
Pilgrimages to the Shrine. The administration of the centre is in 
the hands of the Amazonian Sisterhood. It's buildings house a 
Sisterhood diocesan centre along with it's, offices, a library end a 
meeting hall, 

Like ail Amazon holy pieces, 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* snd Ih-ey would find themselves under constant guard. 

Rigg is the Leading figure in the Amazon Pantheon, 

Alignment Neutral 

Spheres Warfare, Blood, Koka, Violent Death 

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

& 

Manifestations 



MOTHER SAMANTHA 

Somanth^'s birthplace Isos somewhere in Eastern Amazonia. 8orn 
into a nomadic tribe, she eventually became a noembw of the 
KaJiifa and from here joined the Devout. 

Site rose with remarkable speed from the Devout to the Sisterhood, 
find then upwards through the ranks of the Sisterhood. She Is now it 

High Priestess* the Head of the HoJy Shrine of Itigg. 

Armour None 

Weapons Rigg cottLes a knife and four throwing 
knives* All of her weapons ore magic-si, the 
throwing knives have a range of IS" Cshort 
only) and hit ot Strength 4, 

THE SISTERHOOD 

I he Sisterhood originates from the High Age of Southern Lustria, o 
golden age of science and technology. Even then, Amazonia was a 
wild and fiercely independant land. The technocratic and wise Dirt 
Slam accepted this and respected Amazon territory. While other 
Humana were regarded as inferior enslaved and erested little 
better than cattle, the Amazons retained their freedom. 

Old Slonn and Amazon were able to exist, almost entirely 
peacefully, side by side. There was even a measure of trade and co¬ 
operation bo tween the two races. Amasona were par titulary valued 
as Acolytes and as Thralls by the High Age Mogii* 

These Amazon emigres were the ancestors ef the prcaont day 
Sisterhood. They were to go in, through their work and their studios, 
a close familiarity with the High Age sciences. 

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

Samantha is armed with tha traditional weapons of the High 
Pric&tess Of Rigg. She carries 0 long bloderi knife and 4 throwing 

knives. 

Magical 
Characteristics 

Mastary 4 
Constitution 2J 

Eventually the Old Slann foil, their civilisation was destroyed and 
their knowledge lost even to their own descendants. Modern day 
Slaon regard any trace of the old times with fear and suspicion: 
the Old Sciences have boon lost io them. Not so to the Sistarhuod, 
who retained and preserved much of their knowledge, Whilst they 
could not hope to re-create the products of the High Age they 
could Still use and maintain many of Hie artifacts which they had 
salvaged from its fall. 

This knowledge became the basis of the Sisterhood's power and 
authority within Amazon society. The careful organisation, fanatic 
devotion, and above alt, the secrecy or the Sisterhood ensure a 
continuing hedqempny in the religious, political anri scientific 
spheres of Amazon life* 

THE K OK A-K ALIM 

The Kpka-kaljm are religious zealots; fanatically dedicated 
worshippers of the Goddess Rigg, The Kalim stress greatly the 
religious value of Use narcotic Koko. They are all addicted users. 

Constantly within the grip of the drug's effects they cat, sleep, and 

Spells 

Random. Spell 
Gen. 

01-03 Detect Life 
Tar Sight 

15-Z2 Fireball 
23-28 Gift of Tongues 
29-3fi Aura of Mighty Resistance 
>9-44 Cure Sc veto Wound 
47- 94 Droop 
55-62 Hold Door 
63-72 Invislbiity 
73-30 Summon Demons 
81-06 Turn Someone Else into a Frdg 
87-95 HurriesiW 
96-00 Manipulate Time 

The 'Random generation1 column is included only a? a guLde to tlm 
CM. Ho may use the chart to help dr term i no Samantha^ actions - 
but should- ignore it wlionuVtrr ho chooses. 

say very little. Deprived of norms I sensory functions they Can 
overcome great pain, and have little natural aversion to blood* 
slaughter or death. Their state of mind makes them very edgyT 
unpredictable, irrational and strung out. They make ideal fanatic 
warriors. 

The Sisterhood, with their monopoly of Che theological 
establishment, maintain a email army of Koks-Kalim as servants, 
guards anti fighters, Koka-KsJim serving the SisLerhoatl are known 
as Dcvouts, Many are issued by the sisterhood wlHi Old SJann 
weaponry. Mo3t commonly tl^ey will be given Power Swords or Edit 
Duns os descri bed la tor. 



AMAZON PROFILES 

The individual worriers .'rnd peopla of Amazonia have talents and 
abilities unique to themselves* their characLuries scares would vary 
from individual Lo individual. However Ihe following values 
represent the smudge scores for each type, or claw,, of A me a on. 
Noi all of the types listed below appear In this particular scenario - 
hut they can form a port of other Amazonian forces. The Slave 
scoru represents the normal 06 armour saving roll, end indicates 
the amount of armour generally worn. 

M as S T w 1 A Save Weapon* 

Queen's Bodyguard 4i s 5 2 1 3 ] Bow, Sword, Spear 

Noble 4 4 2 B 1 1 3 1 Spear, Knife, Throwing Knife 

fnl^swqmfln y* 5 2 B 1 1 3 1 - Ocjwt Knife, Throwing! Knife 

Berserker 9V 4 4 2 B 1 3 1 — Krufe., Throwing Knife 

Knka-Kobm V h it 2 B 1 l ' «1 Knife* Throwing Knife 

Koka-Kali-m Qpvout 
51 

it 4 2 0 I l - Knife, Throwing Knife,. High Age 
Weapon** 

‘lucre in a LG% chance that each Devout will be armed, with a 
I iiijh Age Weapon. Generate which using the chart below. The 
magazine will be full and cute spare magazine, half full* will be 
carried. 

AMAZON CHAMPIONS 

There is o chance that egch Amazon encountered will be an 
Amazon Champion, Champ ion's fighting characteristics should be 
generated as follows. 

Weapon Skill 
Bow 5lk ILL 
Strength 
Toughness 
Wounds 
Initiative 
Attacks 
Magic Weapon 
High Age Weapon 

SCENARIOS 

The material that follows should prove sufficient for any role* 
playing art venture or wftrQame that involves the Shrine. 
Experienced GM^j are invited to structure their own plots and story 
lines, 

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

liUSUSLARY 

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

Each player Lakes the role of a member of a group trying to steal 
as much loot as possible - in this caso they ore not Looking for any 
particular item. Individual CWIhj may change this. For instance, 
someone could be paying the players a hefty sum for the 
procurement of ’Mrugqdok K1 Thing's Testimony1! 

The player* Have no idea of the layout of lhe Shrine or its grounds. 
They may nol even have seen the place in I lie daylight. (Again the 

QM could arrange for the players to have some form of map or plan 
- from fi patron or a fellow thief.) 

She graup will enter the map from either a path, woodland trail* or 
river bank, or they miiy choose to approach in canoes- Dice from 
amongst the passible routes to find the direction the players wih 
approach from. The players must leave by the same route they 
arrived* or dLse steal canoes and leave by wot or, 

The Dam 05 Master controls all the movements and set Lons of the 
Amazqni&ns. 

A RAID 

One person sf possible becomes Gamesmsstcr* One player, or group 
of players, takes the Amazon title, the other takes command of a 
group of Norse raiders. 

The raiders hove come up river to take Lake Lokkn by Longboat, 
They will enter tlto table at the point marked 'A' on the map. The 
high cliffs of the promontory have shielded them from view SO fat. 

They have throe boats, each boat is crcwrfl by 24 fighters and 
Commanded by a Norse Champion. 

For more details on the Norse, or Northmen, see Forces of 
Fantasy. The crew of the boats should be randomly generated in 
groups of 3-6. Identical troops typos un each boat will fight as 
regiments. 

Players GbjeeLive Take and completely loot Ihe Shrine, 
suffering no more then 50% casualties. 

The raiders may decide to attack 

At Dawn or at Night. In which cose only 
two boats are used. 

OR During the morning, afternoon or 
evening 

OR At Dusk,. In which case darkness will 
fail 2D6 Turns after the start of the 
gome* 

NOE SfCS 

In either scenario* sind especially in darkness, sound will bo an 
important way of detecting enemy troops- Any sound may attract 
attention, the table below lists the percentage chances of various 
sound* being noticed. 

The Gamesmaster should roll once for each model or group of 
models. 

204 
04+4 
02 + 1 
02 + 1 
02 + ] 

JD6 
D5 
10% 
5% (Champion Dovuuts 20%) 

ft 



Listening 
through a 
door 

in a room 
beJnw/ in 
an adja- 
CMt fggrn 

In b room 
abgve 

In the 
same room 

Basic % 
chance in 
Ihc open 

Less for | 
each 4" distant, 
or cxlra intervening 
wall or floor 

Tiptoeing, Whisper, 
keys turning, lock 
picking 40% 05% 02% 40% 30% 20% 

1 Conversation 1Q0% 15% 10% 100% 100% 20% 

Dttors qpeoing or 
closing. S&arching 100% 20% J0% 100% 100% 20% 

Running, charging, 
combat, incantations 
knocking down doors, 
horses moving,. 100% 
rapid searching* 
breaking glass. 

100% 30% 120% 120% 20% 

Shouting, crying 
out, streams 120% 100% 60% 120% 120% 20% 

BoEL Gun firing 160% 120% 1DD* 

—- 

140% 200% 10% 

The chance of a sleeper being waken is one quarter the normal 
chance of the noise being heard. 

LQCKS 

lit order lo altempi lo pipit n Jock a character needs Lock Pick 
SkilL The GM may alEuw any thieves to have this skill for this 
particular seen Brio. Characters with Lock Pick Skill may attempt 
to open or close any lock wit!tout using the key, This is referred Lo 
as picking' the Jock, whether the attempt is to lock or unlock. 

Tlie Lflble gives a brief summary of the whereabouts of the 
Amazonian troops. 

CODE ROOM/LOCATIOM DAY TIME NIGHT TIME 

Each separate attempt lakes an entire incvcment phase, 'I bp player 
throws a single D6 each lime, tf tin.’ scare is egtral to or higher than 
the Jock's rating, then the attempt is auccessfol, and I be leek can 
be picked. Otherwise, the attempt has failed. 

G.B Kalini Dorm 

G,D Watchruom 

G.G Kalim Chapel 

2D4 Kalim Devout 
(sleeping} 

2D 4 Kalim Devout 1Q4 Kalim Devout 

204 Kalim Devout 

A Thief may make up to 3 successive unsuccessful attempts nn a 
aingle lock. Further attempt a wilt be u$atess. 

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

Thieve^ depend on special tools, such as skeleton keys dr flat 
bJodcd kotvts. If Lhey nre, for some reason, deprived of these, they 
may improvise a tool, using a bent nail, pin or something similar. 
Deduct 1 from dice roles attempts made with improvised tonls- 

l.B Hull of the Shrjne 

l.C Samantha's Study 

LA Great Chamber 

Morning to Dusk - 
1(JD6 Pilgrims, See 
Text 

75% chance Mother 
Samantha. 

chance of o 
Cflnfficctu*. Sec text. 

20%, chance of a 
funeral 
Sec text. 

Key to Floor Plans 
scftie o 3 if* 

KEY 

> win tow:h 

i) LIT TORCH 

BARRED WJND0W 

4 Hatch In Flagr, 

TiPf£T«Y 

DOOR 

I ADDER 

(arrow; mcJicites stairs going up. 
Numbers indicate th& level 
reached by ascending or 
decefidinq stai fs qr stcipsr g = 
ground, 1st - 1st floor and so on,, 

2.0 Samantha's Ream Mother Samantha 

2.C Strongroom 1 Devout One KaJim Devout 

3,B Concourse 2 Kalim Devout 
by door X6 

3*C Reeding Room Morning Id Dusk - 
2D£ Students, bee 
text* 

4.B watch Tower Room 1D4 KaJim DevouL ID4 Kalim- Devout 

5.G Watch Tower Roof 1D4 Kalim Devout 1D4 Kalim Devoyl 

Each Hut 1D4 Kalim Devout 1D4 Kalim Devout 

Kcku-Tes Stall 1D4 Kalim Devout 

F i fes ID4 Kalim Devout 

Jetty 1D4 kalim Devout 

9 



FLOOR DOORS 

Light Door 
very Heavy Door 
Light Door 
Heavy Door 
Heavy Door 
Light Door 
Light Door 
Light Door 
Light Door 
LighL Door 
I ight Door 
Heavy Door 
Light Door 
Light Door 
Light Door 
Heavy Door 

Locked 
Looked with a '6' key 
Looked 
Unbolted 
Unbolted 
Unboiled 
Unbolted 
Looked 
Unbolted 
Unbolted 
Locked 
Looked 
Unbolted 

Locked 
Unbelted 

Locked 

No Key 
No key 
No key 
Holt on inside 
0oit on inside 
Dolt m inside 
Bolt on inside 
NO key 
Bolt on inside 
Salt on inside 
No key 
No key 
Holt on inside 
No key 
fiok on inside 
No key 

Nolo thru ihe fJoor is actually sunk about 1 meter lower than 
ground level. Thus the steps at 0.5 and 0.10 actually toad down to 
the ground floor from the outside. 

A, Sisterhood Administration Office, Starching will take:- 

4 Move Phases for the room ns a whole 
10 Phases for the lodgers in the cabinet along the northern 
wall 

Absolutely nothing of interest id this room 

Koka Kalim Dorm. 2U4 Koka Kalim resting, D^voutg nr? 
notoriously light sleepers. 10% chance for caoh individual 
being still awake. 

TOWER TQV/Eft 
C. Mother Samanthas Office 

Cabinets, Holding ledgers with records of salaries, logistics 
and geneoloqioS. G Move Phases En search. Nothing of 
interest. 

Desk, On the desk is a communicator, paired with the one in 
Samantha1^ bedroom. Ruth communieaters ore switched on, so 
any sounds made in one rnnm will be audible in the Other. 

I he communicators do not pick up sounds as well as the ear, 
nor do they transmit them entirely accurateLy. There Is only 
I ml I I ho normal chance of noises being hoard between the 
rooms. 

Icon. A religious Icon, depicting Rigg end Anicx, Lg hung on 
the western well. The Icon is worth only about CIO till gold 
crowns^ outside of Amazonia. 

To an AmEMun the Icon is a priceless abject, worth hundreds 
df Cravms, buL just try explaining wlvefc you got it from.,.,,. Entrance 

Ttio Icon doneeels O wFill snfe, protected by an lock. Within 
the safe arc a U100 UnJd Crowns and 1Q4 High Age 
Arti foots. 

Kalim Watch Room. 1D4 Devouts awake and with weapons to 
hand, They will be playing 'Checks’ a favourite Amazon gome,; 

tempie Storeroom* The walls oro piled high with sacks and 
bales, in Lhu CONIer arc G barrels. All are full bf wine. Any 
Berserkers or Alcoholics must stay here for D6 Move Phases 
and roll for ALenhulism - see room l.D 

Armoury, fhc wails are lined with racks and shelves holding 
weapons. The armoury will contain. 

5D6 Bows 
tbD& Quivers, of two-dozen arrows each 
6D6 Throwing Knives 
506 Long Knives 
4D& Swords 
6D6 Shields 
3D6 Needle Pistols 
JDt Belt Pistols 
2D6 Balt Rifles 
£06 Needle Pistol magazines, each containing D100 needles 
6D6 Bolt Pistol magazines, each containing D5 rounds 
4D6 Bolt Rifle magazines, each containing D12 rounds 

SCgke Kelini Chapel. The alter will always be lit by candles. 
On it stand L)4 Riggh5 Religious Artifacts end ZOG Uoldqn 
CondLehotders, 

j hi i ^ 9 |— 
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YnLuc FIRST FLOOR 
A. Priestesses' dressing Room, Hung on the southern wall are a 

f*riesteM'j mask and a Priestess's C!kiin of Office. 

0. Halt of the Shrine. This is the- very henrl of worship of the 
Goddess Rigg. Hie Holy of Hokes at the eqntre of Am s zonj 33 
most papulous church. 

In the (laytime there will be lODfi Pilgrims worshipping in the 
Hall, The Pilgrims, like as not, will have made o long and 
singularly dangerous Journey to cgme here* They will be 
armed os 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 wilt fight. A quarter of 
their number wilt already be In a religious frenzy. They will 
discard all but their swords and knives anrl will fight as 
Berserkers. 

The Gamesmaster should form the Pilgrims mio ad-hoc 
raqimerits of One to two dozen women. Each regiment should 
ha- given cither an Acolyte or a randomly generated Amazon 
Champion as leader. 

At night the Hall wilt be deserted unless 3omeone has died 
recently. Each night there is a 20% chance of there being a 
Funeral Party in the Half. They will be gathered before the 
Hij^i Alter with the body of their loved one lyimj before 
them. They will be making the ululant Death Chant of their 
particular Tribe* This weird and eerie noise will be clearly 
audible throughout the Temple. 

There wljl be 2D6 Tribewumen in the group. Enraged hy their 
bereavement they wiil attack any obvious outsider on sight.. 

The sanctity of this Hall will a noble Mother Somoni ha* or any 
other Mage worshipper af Rigg, tc summon the Goddess 
herself within its walla. The Magician may only do this by 
casting a Summon Demons spell. Instead of a group of Minor 
Demons, the GnddC33 will manifest herself standing on the 
Altar, 

The Goddess will obey Lhe single request of the Bum mono r. 
Slue may not leave the Hail end will revert hack to tier own 
plain after 2(>'i turns. 

Code 

1 
2 
3 
4 
5 
6 

7 
3 
9 
10 

Language 

Amazonian 
Amazonian 
Amazonian 
Amazonian 
Amazonian 
Amazonian 

Amazonian 
Old World 
Amazonian 
Amazonian 

T i Lle/Dc Sc ript inn 

Minutes 
Minutes 
Minutes 
Translated High Age Manual DIOO 
Murdle'a Millings, worthless, trash - 
Mroggdok K1 Things Testimony 40200 

The book is gn Amazon translation of a High 
Age original* Mruggdok was a loading magical 
theorist of the High Age. Tile bock consists 
of a number of treatises on leading magical 
issues of Mruggdak’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, hove a much 
improved grasp nf the theories and principles 
underlying magic. Their Mastery Level is 
increased by l. 

Genealogies 
Magical Lncydtapndia (roam >A]I ?D20P 
Accounts 
Accounts 

The roam also certains h bureau. This lias three small shelves 
cluttered with gofotls, notebooks, correspondence, letters and such 
like. Six Move Phases to search - nothinq of interest. There is a 
single locked drawer below the shelves. It contains one High Age 
weapon. 

F. Hallway, Nothing of interest. 

DOORS 

3 

6 
7 
B 
9 
1H 
11 

Main Entrance, ihe stairs lead up through a passage from 
the outside of the building, No door. 

Heavy Door Locked 
Light Ooor Lacked 
Heavy Dour Locked 
LiqhL Door Unlocked 
L ighl Dona- l Jnh of tod 
Light Door Unbolted 

Key on inside 
No key 
No key 
No key 
Bolt on inside 
Bolt un inside 

D. 

E. 

High Altar. The A liar is draped with n blood red velvet cloth. 
On top standb- 

A statuette of Rigg 
Two boxes of Koka 
12 Golden CandJ a holders 

Ante*Room to the Great Chamber. There are two things 
worthy of note in this room. Firstly, there are half a dozen 
Golden Candlcholdcts. Secondly, there is a drinks cabinet, 
Tlie cabinet- is locked, but may easily be prised open with a 
knife by any character - taking a single Move Phase. Lcck 
value L 

Any Alcoholic will open the cabinet,, and stop there Tor at 
least Du Move Phases. Having had a good take, they must 
then mil for Alcohol ism. Those who have already made an 
nloohol roll this bout must do SO again> roll a single 06 and 
add this to their previous score. 

Mother Samantha's Study. In the room are a tabic, chair3 and 
a book shelf, On it stand 111 books. They are: 



SECOND FLOOR 
Great Chamber. In thu cbmlre of the fciinr, between the raws 
qI' pillars is sj massive mflhogony tabin, There is nothing of 
any interest to the burglar or raider. 

At night Lhe room will be completely deserted save Tor 2 
itusrds at the base of the western stairway. 

During the <lsy there is a 2&% chan.ee tliaL thero is a 
conference or meeting being liel^l hero. In this CSSOT seated 
.i round l he table will faes- 

Amazon Champions 
Daughters Ol the [JhLjrCli - acting as secretaries 
Reverend Staters 
Reverend Mothers. One u! whom will he Mother 
Samantha 
Amazon Tribeswoman bodyguards per Amazon 
Champion 
Kalim Devout per Reverend! Sister or Reverend 
Mother 

Mother Samantha's Room. At night, Mother Samantha will bo 
asleep lie re and the door protected by o Hold Door spell. The 
room contains a bed,, a tab!*: and chairs and a chest. The 
chest is locked by a V padlock. The chest may be smashed 
open in the same way that a Very Heavy Door is knocked 
down. It contains a D10U Gold Crowns and 2Di Enchanted 
Objects (see Forces of Fantasy) 

Tample Strongroom. I be room contains three chesty 
identical La the aim in Mather Samantha's mam. Tliey 
eontain:- 

1. oDIOfl Gold Corns 
2. 60100 Gold Corns 
J. 2Qk Religious Artifacts 

There is a guard on fluty at oil times 

DOORS 

1 Heavy Oq oc Locked No key - magically held 
2 Heavy Door Locked No Key 

12 



-THIRD FLOOR- 
A* Sisterhood Library* The room is empty save for the book 

cabinet. It has two shelves, cadi holding twelve volumes. The 
books ore:- 

Code Language Title/i Rescript ion Value 

1 Old Slami High Age Technical Manual D2O0 
2 Old Siann? High Age Technical Manuel □ 200 
3 Amazonian Transited High Age Manual DJOD 
6 Amazonian Amazon-Old Slann Dictionary 2D 200 
* Amazonian Amazon-Did World Dictionary Old 
6 Amazonian Ge neologies 
7 Amazonian De neologies 04 
& Old Slonn Maps, lists and descriptions 

Of 30 of the anginal Transmnt 
sites 

2D2C10 

9 Amazonaan Tlirinkc's Saga. Poetry 06 
10 Amozonian Goneologies 06 
II Old Slann High Age Technical Manual 0200 
12 Old World Magical Lncyloperiia 2D 200 
13 Old World □rivet’s Diatribes Vcl 1 - 

Philosophy 
06, 

14 ID Id World 1 Jrivot’s Diatribes VgJ 2- 
Philosophy 

06 

15 Amazonian? Short Poems D6 
16 Amazonian Short Poems 06 
17 Amazonian Translated High Age Manual DIDO 
18 Old World Rathtlikson's Account. 

His account of travels mLustria 
revealing a High Age site. 

OlDQ 

19 Aprsazonian Translated High Age Manual P10Q 
2D Amazon i-sn Translatud High Age Manual DiOO 
21 Amazonian Translated Old World Magical 

Encyclopedia 
2D20G 

22 Amazonian Tribal Histories D6 
23 Amazonian Trek alls Paradox- Her bock □ 30 

contains a lengthy treatise Oh 
a fundamental paradox within the 
Ejasic laws of magic. Any Wizard 
reading the book will have their 
confidence badly shaken - Jose 
D4 Constitution Points* 

24 Old World Wore Than One Way to Stuff a D6 
Pig -Cookery 

Books can pnjy be sold in Port Soweto, Iquitos or the Sea Elf 
Port of Lcthem. These arc the only placos where wealthy 
book collectors, Wizards or traders ore to be found. 

High Age Technical MojuioIs or r ransl n t inns ench cover 06 
types of artifact. These should be randomly gene rated from 
the High Age artifacts tn-ble. Having read a relevant manual 
an individual will easily bo able to operata the devices 
mentioned. If he finds one of the devices which is not 
working, or if one in his possession mol functions he may 
attempt a repair. Qnty one attempt may be made. A score of 
equal to or Jess than the characters Intel Licence must be 
rolled on 2D6 for success. 

Magical Eheylcopedia cover the preparation, ritual one! 
technique for casting certain spells. Hath Eneylcppedio will 
detail 2D6 SpeUs- Using the chart below, roll to determine 
the Level of each spell. having done this, identify ttie 
Particular spell at each Level using the random determination 
tables in V/arhammer or Forces of Fantasy, 
Score on a Q6 Spell Level 

1,2 1 
3,4 2 
5 3 
6 A 

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 oitqli new spell, they should roll a DID, 
if the score is lower than their own intelligence the attempt 
is successful. 

At rvlg'nt there wilt b« 2 Devout on guard. Tfiey will be or- the 
Concourse standing either side of do&r L 

B. Concourse. An open walkway loading between the southern 
tQwfeftS- 

C- Rending Room, Nothing of Interest. During the day time 
there will be 206 Sisterhood students here. Each fightv as a 
tribeswoman but also has Ihe following magical attributes. 

Mastery level i 
Constitution 104 
Spells IQ 4-3 {usually uunul' 

At night IN? room is deserted. 

D. Tower Roof. There is a Pentagram painted on the floor. The 
hatch is at ail times protected by :s Mold Door spell, 

E, Tower Roof. 

DOORS 

1 Heavy Deor Locked No key 
2 Light Door Unlocked Key ir> Jock 
3 Match iiolutd from underneath Counts es a Heavy 

Door, it Is magically 
held, 

4 Hatch Bolted from underneath Counts Light 
Door, 

Hatch in F ioor. 
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FOURTH FLOOR— -FIFTH FLOOR 
A. The room has obviously not been used in years. There are 

cobwebs end dost everywhere, k is empty save several piles 
of ancient looking books. Tney are all in Amazonian. It will 
take 2D6 Mova Phasea to search through the piles. There is 
nothing but the books which ore, in fact, kitchen inventories 
for the peat 15 years. 

A. Ragf of Western Tower. 

B. Rogf of Watch Tower. There wilt be 06 Devouts stsLimed 
here at ail tiroes. 

DOORS 

B, Walchtower Room. 1D& Ueveuts here at all tiroes. 

DO OKS 

5 Match 
6 Match 

iicked Belt on Inside 
Open Holt on inside 

7 Match Dotted 
8 Light Door Open 

Bolted cm inside 
Bok on Stairwell side 

14 



RELIGIOUS ARTIFACTS OF THE GODDESS J^GG 

Random Description Value in gold 
Gen. 

01'I5 Sacrificial Knife ?Q 

human sacrifice ploys a small, but 
non the less symbolically Important 
role in the worship of Rigg„ These knives 
arc magical - generate using the Magical 
Weapon Generation section nf FoF, 

16- 20 Pries teases Cloak 30 

An ornate velvet cloak. Deep rod end 
inlaid with gold embroidery. Putting 
the cloak on has Iho same effect as a 
spell L6 Aura of Mighty Resistance. 
The cloak wilt only regenerate Lis magical 
|wwer if v^orn during a sacrificial 
ceremony, 

21,-25 Priestesses Chain of Office 150 

A thick gold chain covered with 
intricate Amazonian script, The chain 
is traditionally donned by the Priestess 
at the moment before sacrifice. The 
wearer instantly becomes subject to 
spell 2.4 Eitood Lust, He or she rnay not 
attempt Lo remove the chain until they 
have railed themselves out of the ensuing 
Frenzy, 

the Kalim, use pounds of the stuff. Koka. boxes 
ore. therfore, common finds in Amo/an 
religious sites. Tin.' box will contain C4 
Scruples of Koka. Koka is light-weight, 
■compact and Very Valuable. A Single Scruple 
will fetch as much as C150 on the block market 
in Part Soweto or C$0 on the open market in Lother-iV. 

HIGH AGE WEAPONS 

The weapons date brack to Old Slnnn times. Ait these mentioned in 
this scenario have bean carefully maintained add preserved l*y the 
Sisterhood. High Age weapons .ire not so rare in Southern Lustria. 
Native players will recognise them instantly and would only take 1 
Move Phase to figure oui how to fire or reload them. 

Random 
Gen, 

Artifact Value in Gold 

01-20 Needier IDO 

21-50 Galt Pistol 150 

51-70 Dolt Rifle >00 

71-90 Power Sword - 

9in0n Arcane Rad 

26-35 Riggist, Locket 
Power Swords and Artance Rods C3 as described in Forces of 
Fantasy, 

A small gold locket bearing a Koka leal 
design end the badge of Kiyg, Inside n 
Groin of Quintessence of Koka. The 
Lockets are common charms, the Goddess is 
supposed to give her special attention ond 
protection to wearer, F.och Locket is 
individual. It will have 1U4 of the following 
attributes 

Giving an extra saving throw of 6 against:- 

Needier 

This is o powerful airgun winch fires steel, or chemical needles, 
fhc sisterhood employ hollow, poisoned needles. f tie- poison used In 
ineffective against Dwarfs and Elves, Stuns Humans far 506 turns 
end kills Slann. After each shot tlic weapon needs to he rc- 
pressurisedj which takes 1 stationary and otherwise inactive Move 
Phase. NeetfLers sro silent end very accurate, they make ideal 
weapons for assassins. 

Ql-IQ Magical Attacks 
11-2D Hand-to-hand Combat Wounds 
21-30 Missile hits 
31-40 Poisoned hits* 

Range 
Initiative Modifiet 
Armour Penetration 
Attack Strength 

Short, a11/ Max. 20" 
#1 
- I (giving a +1 Saving Throw) 

Causing Fear In 5" when held nfeft in> 

4J.-50 Undced 
51-6(1 Demons 
61-70 All Reptilians 
71-80 Lawfully Aligned Tracps 

31-30 Gives wearer *2 Initiative 
?1 -DD Wearer is immune to Curse ape I Is. 

36-45 Gold Candlestick 10 

46-56 Gold tnce-nsE Burner 15 

Halt Guns 

tfelt guns fire small explosive fin stabilised bulla. They make a lot 
of noise and do a great deal of damage to targets hit. Gall Guns are 
utow loading weapons, likt: Lrp3,ahuwsT acul users may not move and 
fire during the same turn. 

Range (Pistay 
Range (Rifle) 
Armour Penetration 

Attack Strength 

Short r/ Max. 3d" 
Short 12'Vmax. 4011 
*2 (giving *i -2 on all Saving 
Throws) 

3 

57-65 Gold Chalice JU 

66-73 Gold Orb 75 

74-GO Quid Platter 100 

31-86 Gold Statuette of Rigg 750 

Stands just ever 30cm tali, it may bu carried 
by a single figure, wiio will still have one 
hand free, 

07-00 Koka Gox iu (box; 

An ornate lacked box measuring i2x6xdcm. The 
box is made out of very hard wood or even High 
Age plasticsi It is decorated with gold hinges 
and fUligree work, Koka figures praminanlly |n 
tin; rituals of Rigg. Her foremost followers, 



MINIATURE 
MASTERPIECE 

the: making of a miniature masterpiece,,.. 

Many of youi letters to Cite del Miniatures arc concerned with the 
manufacture of our models. Wc receive letters about, painting, 
modelling, gaming end just about every conceivable aspect of the 
sale, manufacture and use of Citadel miniatures. Among the 
questions asked moot often are these concerned with asatmbILng 
cast pieces and preparing models for painting. Many modellers 
approach a white metal kit with the same sort of attitude, and the 
seme materials, as they would wliuri assembling a plastic aeroplane 
kit. Bo warned, this is no recipe for success! 

ig help the uninitiated overcome the very different demands of 
modelling in metal, I have been asked to explain how the processes 
of design and casting work. 

DESIGN 

Individual models are created by one of the Citadel design team, 
originally just Mike and Alan Perry, but now including the 
additional talents of Ally Morrison and Nick Lend. Using a wire 
frame and modelling putty each mutief ts carefully sculptured to 
the highest standards, Remember, every tiny riot nil has to he 
mode!led using nothing more sophisticated than epoxy putty and a 
modelling knife. Every link of chainmail armour ;ind every hell 
buckle receives the individual attention of its sculptor. 

MOULDING 

Once- we have an original model it is the job of our mould makers 
to turn it intg g metal miniature. Moulds are made from two halves 
of solid rubber. Each half is heated end the original model is 
oandweehed between them. Tiie model sandwich is then carefully 
placed inside a vulcanising press. The function of this machine is tg 
further heat up the rubber until it goes soft, end then squash the 
modal under nearly 20 ions of pressure. Once cool, the rubber 
retains the imprint of the model, and is itself quite hard. The 
original model is usually destroyed by the process, making iL 
impossible tg make further moulds from that original. This is wily a 
model is sometimes not available, moulds don't lest forever, and 
□nte worn gut that model ban never be (node again. 

You might imagine that this heating arid squashing is a pretty hit 
and mLss affair, but in fact cur mould makers arc expert enough to 
capture the maximum amount of detail possible. It is true that the 
process doesn't exactly reproduce the 5120 and shape of the 
original, although you wguldn'L notice the difference unless you 
stood the original model and a cast one aide by s:(te and looked very 
carefully. Still, a certain amount of distortion can occur, and this 
poses problems for models made up frgm kits. 

When our designers make 3 kit, such as the Ore War Machine, the 
original fits together perfectly. Once moulded, however, the fit is 
sometimes quite variable. This is just a fact of life, white metal 
castings made from rubber moulds are bound to vary slightly. I his 
is what makes Citadel Miniatures models, riot toys. You will need 
to apply your own modelling skill to the castings, cleaning Lhem, 
filing, cutting and strengthening where necessary* We cannoL 
guarantee that arty model comprising of two or more parts will fil 
together perfectly, even a simple rider and mount can sometimes 
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 easting reams. The mould 
is placed inside one of our centrifugal easting machines, a device 
which spins the mould round at high speed. Metal 19 poured in 
through the top, and forced through the mould Oy centrifugal force- 
!t takes quite a bit of skill to pour the molten metal into the 
spanning mould, it is easy to got the amount of metal wronger spin 
the mould too fast or too slow* Sometimes an air blockage will 

stop the metal flow mg. If any nf these should happen it is possible 
thHt the model won't farm properly, and this sometimes happens, 
Needless to say, our casters are all quite expert, and eny mis-Oagt 
models are weeded out at an early stage. Very occasionally a model 
will turn up in a shop minus an arm or n log, but this is very rare, If 
you should find a model which i,s obviously ini seas! in this way send 
it to us, and we'll happily replace it, 

To stop air blocking 3 mould we nave to Cut small channels into ti>e 
rubber, and when the model is cast these 'air vents" form small, 
long, thin pieces of metal attached to the model. These are 
unavoidable, and can easily be removed, usually they can be pulled 
off. 

Another common feature you will find on your models ore mould 
lines* Where the two helves of Che mould meet it is possible for a 
littie of the molten metal to seep through. This results in lines of 
metal ell the way round tiw: mu del, a little like silver paper. This 
mould line is, again, unavoidable, and if you get. a model with such 
a line there is nothing wrong with it. Like air-vent?, they Can be 
cleaned off very easily* this time using files or a sharp modelling 
knife. 

PLEASE REMEMBER* ALL MODELLING TOOLS AHE 
DANGEROUS IF NOT USED PROPERLY- CARL AND PATIENCE 
WILL IMPROVE YOUR MODELLING. TAKE CARE OF YOUR 
TOtDLS- ALWAYS USE AN APPROPRIATE TOOL- FOR THE J013. 
make all cuts AWAY from yourself. 

METAL 

Citadel miniatures arc cast From 3 white mete! aU*y which 
contains a proportion of lead, I Lis is the best metal we hove found 
for nur needs*, st captures as much detail as js possible, and can ue 
modelled using files and other model ling tools, 

OUR MODELS ARE INTENDED FOR COLLECTORS AND AS 
PLAYING PIECES FOR AlXJLt ROLE-PLAYING GAMES. THEY 
ARE NOT TOYS. CITADEL MINI AI URLS CONTAIN LEAD WHICH 
CAN BE HARMFUL IF INGESTED. THERE. IS NO DANGER IF 
YOU ARE SENSIBLE* 

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

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

iVhiie metal can discolour, nr develop n powdery film, This is not a 
defect and in no way effects the -appearance of the completed 
model. Once undercontcd all models ore white anyway11 

AND FINALLY 

Collecting and painting Citadel models is a challenging hohby, 
assembling same of the more complex kit? lb a demanding task. V/e 
wouldn't recommend any kit requiring assembly 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, 

Tony Ackland, one of our resident artists, has written an article 
about basic modelling techniques For this Compendium* see page 
57. I'eny also design* the Arcane Monstrosities range for Citadel 
Miniatures, Tony's article provides the inexperienced modeller with 
a simple step by step guide to better mecfetting, and is founded 
upon years of practial modelling experience. Many years. Mahy, 
many, years, in fad Tony Acklnnd is the only man 1 know who can 
model dinosaurs from actual memory. 



1si-iji Kancorai th& Necromancer by Warren Harrod 

V/grrenHs entry was the most colossal effort we had ever seen - 
comprising colour art work end mops and describing a whole series 
of titanic battens 

RUNNER UP Prince Ardelon of Mordusja by I J Kuiegar. 

ArdoEnn is a good Lawful hern whose history shows him lo he 
addicted to dragon slaying find young princesses with an 
in tru pendant income. Fortunately his shield ls dragon breath proof, 
and his sword has many magical powers including pychoiagica! 
Immunity, 

RUNNER UP MaJik WiCukind by Steven JJ Lease 

Compared to Prince Ardelon and ZgduJ, Steven's Melik WlcTuklrd J$ 
positively predestrlan, being a penniless mercenary faghEing Ores 
and Gobi ins in barren frontier posts, We liked 'his adventures 
because they sounded tike ours1 Malik and his mates fail rouj of 
ambushes, clash with pros ami muddle through to a helf-way 
successful conclusion 'more through luck than judgement.'. 

Mb me 
Class 
Age/Se* 
Alignment 

Zsdul Kan-coral 
Necromancer - Apprentice eu M&rdram 
29 years add. Mala. 
Evil 

Constitution 25 
Life Energy 9(10 

Fighting PerspnBl 
Characteristics Characteristics 

M WS B5 S T w 1 A i_d int 1 Cl WP 

4" 

l_1 

6" 2 2 B 2 5 1 2 i s 4 7 

17 



We received several iujndrcd entries Tor nur Wnrhammer 
Competition during L9®3. Competi tors were asked to draw JS a 
Warbamnwr character. and send us details about his adventurest 
greatest deedsj lights and so on. From tlte total stoc^ of entries we 
Stirtod Out the three that most appiiplod to US, that combined 
interesting characters and characteristics with entertaining 
histories end amusing or astounding events- Thu prise (or the 
winners comprised ori original drawing of Lhcii character by aur 
staff artist Tony Ackl-nnd. and the chance to have their etui rat ter 
moulded into o Citadel model, The winner, with a really mind- 
fadqqlinri mega-entry, was Warren Harrod with Ilia character Zidul 
Kancorat the Necromancer* Warren's entry came to us as a book of 
Jib pages, with text by himself onrl excel lent colour drawings by 
fiery Harrod * if only they'd been black and white we could show 
you! Tiie tala of Zsdul combines an interesting character vntii a 
fjisl moving campaign story. The Wot hammer slots are good Loo - 
not insanely tough - ant) tiic new magic rind creatures invented by 
Llw author ore cxtrernly original. 

downfall? will the Dwarfs. re-unite anti seek revenge? only the 
fetor:: wall revO&L1 

As well as yiving us a full and fascinating account of their 
Warh Finn Tier Campaigns Lhe Horrods niso provided oil of the stats 
for tneir own special monsters and the magical artifacts used in 
the guest. The Heim of Necromancy flUbwa special powers of being 
able to detect anil control undead, as wli os endowing its wearer 
with unlimited night vision and immunity Co fear; a very useful 
artifact indeed. The Staff of Trolihind has the ability to see, speak 
and think an, well as ceasing fear in men and dispelling skeletons. 
My favourite is the Chaos Whip- 

'Constructed from the bones ol the dead this is a most formidable 
weapon. It requires n bow skill of ut least 3 to use. Whenever a hit 
is scored ,i skeleton appears and combats the target, it wili fight 
until killed and once its enemy is slain will crumble into dustZ 

Unfortunately Warren and Uary's entry is much too long to print 
hero in its entirety, including . it dues, a very detailed mythic 
and ijouriraphic background as well as a complete campaign record 
of their games. We pick up the story as Murdairi the Necromantic 
King geos into hiding folluwintj his defeat by the Tree Peoples. 

'During this time Mordnin had token on am apprentice- He was 
himself much weakened for im was t!ie sufferer of a Chasut-w la 
SaLrog curst), having Forced on unwilling Buirog to give some of bis 
blond. The curse was slowly draining him nf hi a life energy itnd he 
wanted the apprentice to help finish the preparations for his 
ehungc; from Necromancer to Llcho-KSng. 

fiut tiw> liolrog conspired to inform Mordnin'R enemies of hin 
condition, mul of iijs whereabouts. Hence Sir RowddEf soon arrived 
at Mart loin's mountain fortress and a scige commenced. Murrain's 
forces under ElJacskul stood poised to Crush UK army of the 
pal lad in, for EUacsku! wgs an undeod champion and formerly tire 
most trusted general of Aran the Torribku Out Qlecskul hod not 
rare seen lik attack of thu coglcs, who came to aid Sir Rowdulf, 
and the black armies were noon in great disorder* Sensing defeat 
Mordain joined bottle, whereupon ho was slain and his evil was 
widely lieltl to have perished with his troops. Dut this was not so* 

GLuCskui, rose from: the Field of Chr dead and took up tbu body of 
Mordain from amongst the slain* So it wag that RowdulPs agents 
could ruporl no news of the Necromancer's end. With Zsduln the 
apprentice, Gl&cskui hid Hie body deep in the vaults of Mordain's 
fortress; and RowdulF, tiring of the search, headed home fur 
T or fpor t/ 

Zsdul and liiaeskui slowly resurrect the Necromancer as a Liche- 
king, who instantly sweaFS revenge on hie enemies and sends Zsdul, 
Blackskul and a small untiead army on a lengthy quest to recover 
Lhe extremely powerful necomantic sword Mae-lemon. As part of 
the quest the necromantic army lias brst to collect the three 
fragments of the Key to Aron Cabal - Hie resting place of Nec- 
Toinen. We pick up the story again as Zsdul attempts to cease the 
second piece ol tine crystal key from the Dwarf King Du min Iron 
Ocftrd. 

■This was the beginning of tho longest campaign and comMod of 
several dungeon adventures. First Zsdui had to cross the great 
Riftspan bridge, guarded by harpies* One? inside, a terrible battle 
was fought underground, and Zsdul's army over threw that of the 
Dwarfs. Although mortally wpundctl Origami Oldrock escaped from 
the carnage, taking the fragment to the settlement of Dwarf 
Strangle, Be was hotly pursued by ZsduJ, guided by the treacherous 
Corbit Shortstuff.' 

After 3 final showdown between the undead and the Dwarfs, Zsdul 
acquires the key fragment and goes on to fight the rival 
Necromancer Stuggart FnulIhLnd for the third and East fragment. 
Meeting up gripe more with Mordain and a new army [l gather there 
wasn't much loft of the original oner) 2sdu3 ungsgas in Further 
slaughter as he makes his way towards Aran Cabal. Hw story (so 
far) doses With*.. 

£5PUL 

PRINCE AUDELON 

MALIK 

•Once Zsdul had made it into Lhe Northern Kingdom he made 
directly for the Great Wall, guarded by the men of Gsrethanan and 
led by the Guardian Telmar- F'oilirrg to defeat Telmar he decided to 
circumnavigate the wall by taking a route through tine Great 
Forest, where after passing scorpions, he turnad once more towards 
Aran Cabal. Here the story ends, will the Oalrog- prove Jsdul's final 

Zsdui KanCdrel* Malik Widukiind and Prince Ardeton have been 
torncEl into rnctat miniatures by Mike and AJan Perry, Citadel's 
infamous designing duo. Would you like to see a drawing or concept 
of yours become a Citadel model? Look qut for more 'create a 
character1 competitions in future Compendium?, 



1-teqyLrfifi Assembly - this Symbol shuws that the model or models 
indijcnted comprise of two, or more, castings, anti will require to bo 
assembled. A degree of modelling competence i$ rtecessary to 
construct any multi-part tit, and we do not recommend them for 
inexperienced or very young mpdelLerst 

A superb selection of fighters and 
adventurers Lo grace any dungeon or 
tabletop. Each model is designed to nor awn 
very demanding standards Lo bring you one 

of our most popular ranges ever. 
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A fine band of adventuiwg 
Sosrcurnrs, wUy Wizards, young 
Conjurers* fearsome hag 
Witches and a host of oSher 
magicaS characters. 



Tlwa wa-j to hsve been some bUiFb Ira re 
But Kqmebady nicked iU 

Oriental heroes - Faithfully reproduced tn 
miniature complete with all the intricate 
details of arms and armour 00140? to the 
warriors of ancient Japan. 

Chaos Samurai 



Dour Nordic Dwarves of barbaric and savoje 
appearance, long beards anti short tempers. 

Ejersorkef 

Shield Maiden 

Cruel Warriors and evil 
Sorcerers from the black, 
haunted foresta of the Dark 

Bi nc< Guard Evil Sorceror Witch Elves 

11 In iff 

vm fjjW A\1 ;i| «Wi. _jrjfl 
WSm. * 9 vs■? ■ 5 J X ' ■JtaW “ J11 §f|m ,m ■/. 

vjW- ■ /I 
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More Gab tins to populate dunijeooj arid 
tabletops. A now selection of this popular 
monster type. 

Shaman 

Iron cJar! Gres armed and armoured to ball I" 
their way through your rpEe-ploying ant) 
battle gamesi 



Tough and fearsome Ores, ena of Citadels 
most popular monsters now featuring many 
new designs. 

Chieftain 



A new ^lectiqn of this ever popular undead 
dungeon, monster. 

Citadel's new Trolls, now more 
loathsome than evert 

li , 
in | ■ 

4 
k^hi 

\ ] 
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Oark Elves 

Fri ^toning foon-i;, ideal for wilderness 
adventures ar any out of doors Gefrnnrins.. 

CavFj lion and Chans 
Hounds 1 per pack 

Mind Eater 

Hosifwts of Chaos 

Sabre-tooth 1'irjer 

Giant Shrew 

Giant Snake Giant Rot 



Cyclops 

Nightmare 

! fill Giant Giant eagle 

liufjpliad in assortments of 5 Infantry or 2 cavalry 
A varied band of hirelings 
and Free-boo U!rsT ^ 
mercenaries and aoklieryv 



CMJMERA Suppticd wjth « random assortment of > head£ 

HYDRA $upjjEi&d with a random assortment ol 7 heads 

HQBHOUNBS AND HQBGDBL1N MASTER 

Lend not supplied 



■“ JN 1 -ljl" «-q, 

\ hAI J 

-... - I . B _ 

Supplied in packs of G individual models 

Mere loony Goblso F'a-fwtics not quite coping 
with their exotic we^jninry. 

Fanatse with Boomerang 

SUPPLIED IN PACK OK d MODELS 

Mutated muratroallies of vile appearance, 
sh-ouEd be enough to suprise oven the most 
^aoloqicolly aware adventurers. 

BE AS! 

Pi, AGUE 

THREE-EYES 

Spi^y Shaman Winged 

I WINS I 

Long Neck Mace-tad 



i ' .'V £ 

Huge but by and large dim humanoids* 
impressive multj-part kits. Choose from our 
selection of hoods and weapons to produce a 
unique model, 

Large models of these popular monster 
types. 

Giant two-headed 

freeman 

Champion 



C 32 Slann 

Hrave 

Herald 

>!ave5 

Graces Slave NtssJ-cr 

PftLaee Gyn^ds. 

Chaos Champion 

Adventurers featured on fot?E and horse - 
back by popular demand. 

Pal Lad in 

Evil Hero 



An assortnwnl of special characters 
designed by AH Morrison* Every modR-l is 
crammed with miniature detail. 

Shaman 

Discipline 

Master 

W.,Jf 

* /7j " pJC 



Supplied in packs of 2 infantry or \ mounted 

A new selection of Ellves from 
ace OesitjfUir Tom tvieicfi 

Thief 

Female llud 

lYalrusmnn Sett-horse man Eaglenrmn 

Strange and ab-human chaotic beasts, 
unfortunates favoured by the biological 
whims at Lh&ir divine inaElers. - 

Sloth m an 

ivt Camolmen Wolf man 

Oatrilchmftn Beestman 

SUPPLIED JN PACK OF 2 MQDKLS 
C 39 ‘."Measure 

y I rr« _ ■ b ■ J n 1 Ml Mb ■* m j#* 

jCf eaJI *■ mj&£ n ' Hi j lij tt i — |p jJpj 

BtTUra "-' -1 hi 1 ^BhI HBr 
HV L ■ r,i l^flK3X . *jMS 

§5^ \j£j 1 w* 
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The centre spread map shows the area around Hi* H%ri.ne of Rigg„ It 
from the lake or one of CSve marked Juagio tracks., 

SYMBOt DESCRIPTION 

Yellow Beach - Movement silent but 
itherwise uneffetUKl. 

Dark Green Jung]* - May only be crossed by 
tracks* Maximum visibility is 2" 

Modium Green Woods - AJJ. movement is reduced 
to half rate, Visibility in reduced 
to 6\ 

Light Green or Track 

. ighl Green Clearings 

Medium Yet tow Huts - Coch hut contains LIJ4 
Kaiim Devout, 

Medium Yellow Bridge* The bridge allows 
passage of 2 people abreast al 
normal movement rate. 

Light Yellow Sflifer Slopes - May not Ug 
Crashed. 

[Jeep Water 

Shallows - Troops may wade 
across at half rote. Canoes may 
navigate 3HbEIqw$, but l oagboatw 
will ran nground. Throw g EJt - jf 
LH-e- score is 5 or £ the boai has 
run aground* It may only be freed 
agin On the DG score of 6 - one 
attempt per Move ^hgse* Add I lo 
the dice roll ?gr each 6 men who 
leavo the boat- 

Can4 our* 
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Sisterhood 

Bodyguard Mother Somanlltn 

TribtiBMKim-an 

Koka-Ksdifft 
olrikinQ walh 

Koka-KaEim 
Berserker 

TritoAwomiitni 
Sisterhood tsiovice 



Cojrnrinrirfnr 

RynepriesL 

Tentacles 

1 our-arms 

Vi3c Brgal a truly vile (tlccEion of these 
strsnije and bestial creatures, Specially 
designed to complement the Rune guest role- 
p Joying qsitiu. 

Traveller 

Military 

Robots Low Officer* 

Aliens 
Advent ore r 

Traveller 15mm miniatures are supplied Ln random Qssertnn.ents of 4 
individual models. A special selection of 15mm tall mutfels 

designed to complement rhe Traveller 
science-fiction raJe-playirtg game. 



Nick Lund's 

MINIATURES 

Tire famous Chronicle HcjbgoblmSp 
oval 1 able only from Citddsl Miniatures- 

Shaman: 

Chieftain 





GQWMLN OF ORE ON (Elves) 10 model Is 

concept allows you ll> assemble either a small unit with 1 
command model} a medium sized unit with 2 command 
models* of a whole regiment with ell three. V/hen 
ordering remember to specify which commend model you 
require. 

Each box contain? the number of models indicated. 

A oow series of economy bused acts - specially packaged 
without colour art or other frills to provide you with 
whole regiments et roc!* bottom prices, The range has 
been designee! to complement tlio Forces of Fantasy 
armies, and represents a real bargain to anyone building 
up a Warhamrner force. Each box comes with a set of 
identical troopers and J special command model: either a 
Leader, Musician nr Standard Usurer. This unique 

MAD MALI.AH ACKLA'N'D 

TIKI KNIGHTS OF URIOU IQ models 

Sift JOHN TYKEWLLu 

MAO MULLAH ACKLAND'S DEATH COMMANDOS 10 models 

OR : ON 

■-* r 

4 -Sf 

IQ mgcigls MEJMG1L MANHP€1S COMPANY OF DARK 

MENGIL MANl IlDE 



GQLGFAG’S REGIMENT OF MERCENARY OGRES > mote la 



Specialty Sot 1 - WinlDHUf Chnai SpociniLly Set 4 ■ Go&Llfi fouling Part? 

1„ uivor viiobiou,!* Or BkBr Ctasih&rifigef 1. War-ipJ-d Libaf EsrbLicr 

2. SkaLho/ Sk-ylicrosJMsr ?» C^f Oth DJfkSOu! 2- Snamen - Pago Witdchani 
Karnes tUwS>&Lm 0, Worihog Doomaw 3. GliKipUne JwtMECf 
Bolaioth Qlniq^iword 7. UShmoq Eivenbladc: Aalbug Drc leaver 
At-hgul Eyrthihd LO. Ne-kriis Demonblid* U&if'l LlcutofiofiE * Q^JIlh Stwpcut 

&. aeflaLiO Cha-^plOB - fOT^i R-^OTfinnitirr 
7e GugbSod CfuEdipSattor 
i. Urag Legewt-tr 
9. Norflu* 5-ho FlaluSant 
ia ^uTg'/lb Vi'jit LpiCkErr 

Speciality £*i S Waff Jo/ KmcjhU ?*r Lm* 

1- Sir Lomarfl* to ttbktf Sir Ihft VirUrtKis 
L Sir Blanker do Le^-i* S'*5 AEifii^o Or^r.&or.e 
Jp Sir WllLiti G‘ Sir Cidor Cetc$t*r 
4. Sir Me-ltn fl- Str PaSomiekri Pureheart 

Sir Wallen of |hi? Mountain IQ. Sir Laneegr da Le-a" 

Speciality Stt y * Kniqfiti or Claw 

i. To-Tiar Spo^h * WarrLor of She DlvlJ'# TubA 
t. ftjsif ChiJmoofl - Dark Saint Of Erwsnfr Gdtd 

Aijr-«if - CnaiTipcon of Laaghing 
4, Cindui - DLaciple of Dark Zoomb^r 
5. Thfil - Knight of Gorih SJw Groat ObwlS y 
db Doomo-d Ratift/a^gett - Pijcat of Wcnwodh the Waylay*!- 
7r Rc-chgrundttt - Worrier tf&idAft or Dim Ponn 
d- Buoophui Ba*>.e-Arrow - Oowoieo of Aioman 

Cursed Doernha^ste - Aponte gl Keifim* Ikiin 



DUNGEON MONSTER STARTER SET, 

Spneialtl/ SttL 2 - THO tJrtU-f Kiri^ Courl ihmyx*' Moiutm- Sfl* 

L Dumm troolMjard L Gridlock the Hobgoblin 4. Two Giant Rata 
2. Oui.-rtn Ar.»lwl w GKrugqrwTiitar 2. GabsSob tho BugbAir j. Arfmgroti the UoSJjft Ghi&fien 
3. OPiSbflid Drdrwk * Kingsa Champion J. Yandamar ■* Worrier of Chaos a. Skeldlon Warrior 

-alr Qulntm - Queen's Charnpcofi <k Yraflort (tie Lessor Lizordman Spectre 
j. Fvfijil Wiidwd - The Sago 5. Lasraek the Liaaftfrnan m. jHomhin 

t fkjmhon IctuwUffr - Royal Artimurasr 
7. Strgtant Djrngel - M»|«- yr tdr Ciutud 
». Royal Gu^rd Mjnttrln 
% Cyril Bear - Royal mucot 
iCL Corbit Shortibuff 

--STARTER SET 
DUNGEON ADVENTURER- 

■n 

fly? While Dwnrl l^crsfinolity Set Dungeon MveflUtftr Starter Sait 

i. L i vingalonc 1 he Edi cor l» 0rWQwen thrs Druid Ik Dfambuifl the Duraf* 
t The White Owarl <U Grliild* L Djanrt the GaM Thief 7b NgramyPrtJ |hp Gnome 
i. WaUhnM 7. Agiifoth the UnwMhad K PcCjfcd* the Peck Qonkify e. Arid, tel Ehn Elf tfftZAtd 

HH GofrbLrgiKK 6. Ughaih Fate splitter 4. Rookbraw tne Ranger 9. Hal wise trip Half ling 
i Gottbto 0ifjflgk"5 f am liar 9. Thrud Sir Foilifter * The Go2don Palladia 10. Agravestn Uw Fighter 



Hobgoblin Warriors 

1. Champion % Warrior with Naginata 
2. Warrior a. Standard flearer 

PilCtplirTW MaSt&F 9. Hgbhound 
4, ChicftiLn 10 Hound Maitcr 
s. 0CFi*Fl£tF n. Wurraor vt\X*\ Sflwai 
6. S^nmc-n 13- Atutiln 

1. Kalft Kiyomsw 7r 
2- ShJnotfzuka Ega No Kami 6. Kajtown G'UfkIb fUgasu^ 
V HKltiman Tiro Vothl lya ?* Sasaki 
4r Mihll Toihia 10- Twiwrl 
s. Em^cfli Kampachi 11. DrtCc Mfrwnuna 
4. Sfcldiuka-Gozan 1L Tijngbc Molhaohlro NSgatiBIW 



Troglodytes 

Tfiijiedjrl* with Halberd 
Tr&gtDdyl^ wiUi Splltiid-Sword 
Tr^gfccHfyte Atsitc-'kirkij with Halbard 

4ii Troglodyte with Ax# 
k TroglciSy te wi th Spi'kGS-Swora 
6m Troglodyte with Din-river 

-- TOM MEIER'S - 
LIZARD WARRIORS 

CITADEL MINIATURES 
presents 

-BRYAN ANSELL'S 
CHAOS MARAUDERS 

CITADEL MINIATURES 
presents 

-TOM MEIER'S 
TROGLODYTES 

Chao? MbwkIhi 
1. EiMhi Ganna - Wizard 6. Mum-lln - HtifagoMilA Chsm^OA 
Zr Qu&rtiKruini To/ft# - Chao* Wdrriar 7» ArraLrwti, - Ogft Champion 
Jr Gu&jd*min Healy - Chiw Warrior 
&. -Cftor&htcm d Etic ImpaLer - ColaLin CtiampLon 
5- Cor™ anil tff KJwmo - Evil High Pf-Losi 

BRYAN ANSELIS 

Heroic Adventurer 

L Sjcirlea - KaSf-Elf Hero 
?. Psregrkho Jtadtihln - Wizard Photon EmLrttuv •» Cfctrlc 
J* Otlan Ginmbeard - Dwarf Kero 7. hie Ion-* Lawful Adveniurcn 
4. Oiaf Thorgtnaon - Dwarf Hero ft Gavin; - Lawful Knight 
5. vamoto- Tshfihi - Samurai ?, GaHon - Lawful Knight 

Lizard Warn ora 

1. Wuiradr with A*e 
2, Warrior with Thrusting Spoor 6. Warner with Serrated Katun* 
J, Warrior with Han and: Shield 7* warrior with- ^icwalced Sword 
*.. Warrior with Hlltirf 0- Warrior with IhrtfwifM) $pHf 
$. Ward or with Swerd 9- Warrior with Gutting Palo 
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Rijj»!C£jc!3t H.S, 7 DwnOfJ* 

6, fault 
?, Gremlin I 
II. Gremlin Z % Stalm 
10. Storm De-mon 

1. (Wrath 
2. Parpllys- 
>- $ tofts r 
A, PaiufM 
\ Amorph 

Citadels Rurwqyest moctels have bean sp&eislly designed for use in 
Uw Ryfieqiiiest Role-Playing Gome, Each be** contains a selection 
of miniatures that eon be used to represent piayor-eliaraclersp non- 
player-characters!, monsters or other encounters from live game* 

U^nVjbtr Mhy Adventurer 
□rh-iiEh Advaritunp r 
Kyger Otor IroiE Anvor-Krtm 
2or*k Zoftn Troll Advsiitwvr 
AJdyra Adventurer 

i, Baboon Adventurer 
7, Duck Adventurer 
9. Mgrokamh Adventurer 
9n Qw<irf Adventurer 
lti. NocwOdtlit Adventurer 

L 
Z„ 
J. 

5. 

Adverstiuriira 

V OFFICIAL 25mm M1NIAI URES O D Y 

NOT FOR SALE IN USA 



* tU H V £■& k^.'.XHfO III ^ □ A 

Y III V OFFICIAL 25mm MINIATURES O □ a 

Dragonewts 

t, Npwtlim wfth Spear % tailed Priest Dragwiiwl 
2. NdwtJjng with Sling 
JL CfeiLcd Of agancwt with Juvelin 
4w Beaked Bjag&newt with Klanth 

4. F'w11 Pries l Orageinc wt 
ti. Created OnwyscKwi fading Deml-bSrd 
8.. Beaked tJf&ijoncwi fading Demi-bSrd 

Humanoid Adwntunn 

L Daka Fnt Adventurer &■ ^even Mothers fldventutor 
2, Storm Bull Adventurer ?« Pavii Adventurer 
3- Waha Adventur-tr 6. YelmaJio Adventurer 
4u Eimha AcvmpuvreH. Iiwriea Adventurer 
h. Hyftiunkt A^von-tyrer 10* Chilians Adventures? 

Alibek of tfia tScco Droo 

1. Broo sBStiing Knight - two characters 
[«k(dJn cntiNt 

2. £3rao c&judlly 
1. Knight Smiting Broo 
4 Smitten 0»dO 

5. Knight Buttling with Mace 
d, Bfpp Battling with Mace 
I- MuImie tfwo-headed Broo 
0. Knight Parrying BL&w 
9- Dlsarmird Knight Oedgir^ Attack 

L Broo Ruft&pfiett 
2, Brco with tuwti 0hd shield! 

3.. Broo with ftAd thie-ld 
■V* Eton with ipikxid mnen 
5- Rhino Headed Brno 

6- Groo Atiacksng wp|n Ma-cv 
7. Brae with Dagger 
0- 0ego wish dou&te-h&mfed ex* 
9m Unicorn Heeded Br» 

4? 



Engineered fry dour Dwarf ortisons an:l crewed 
by stalwart Dwarf labourers, this l:irrjfl oncl 
weighty mulLi-porl kit is Tony Ackland's moat 
ambitious work yet. The model includes .1 
cannon and slcnm boiler 35 well as a crew of 4 
sturdy Dwarfs amongst its total of JO separate 
c ast i ngs. w»- a 

Definitely for advanced modellers only! 

Tony Acklaners famous and ever popular Ore War 
Machine* previously featured in our Citedel Presents 
range, now recognEscdi as a true monstrosity. A huge 
stone throwing engine comprising of a multi-part gsant 
catapult and crew of 3 Ores. 

For advanced modellers only. 

MIGHTY LORD 
OF BALROG5, 

Gotgoth - Mighty Lard af Bnbags is a 
monumental rnatai kit in $ parts. 

For advanced modellers only 

The ideal mount for- Grc characters, the Wyvarn is 3 

large multipart kit of this powerful and dynamic 
monster. 

rar atlvanced modellers only. 
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Forthcommt) models from the Citadel rorges! Loot out Tor ihew n^w iteiirp in your model shops 
or consitlt White Dwarf magazine for news of our Jotost models, as Ihuy are released* 

MOT FOft SALE IN USA 





COLLECT COUNTERS 
from now or«, incorporated int-s the packaging design of our speciai CitadsH 
m:w Blister packs, you will find o Citodcl Collect Counter. Each courier 
depicts ft portion of a monster or eh eracU t, a head, torso,, leg or who Lever. 
Cut out and hang on to each count or, mat eh up a whole monster or 
character and send it to us, at the oddrsss DcJow, with □ large stamped 
0?jp) S.A.E. And we'll &ersd you ttva eoj-fospahding model ebselutley free* 
One S.A.E per mode] pleoso - otherwise the wuight makes them impossible 
ta post safety* 

Some models require mere counters, some less, depending or thoir alze. All 
models have been specially designed just for this offer, ond won't ever toe 
available anywhere else* Remember collect counters can only be found on 
the special blisters with the orange tlHEh - nvaitabJe only through your 
hobby stcro. 

Your counters cannot he redeemed through retailers, but only from us at. 

CITADEL, MINIATURES, CHEW TON ST. HILLTOP. 
EASTWOOD, NOTTINGHAM. UK 
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Citadel Colour is an entirely now range of points, especially 
designed for painting white mats! models such as Citadel 
miniatures, Citadel Colour is a water based 0crylic„ so it is thinned 
with water and brushes are also cleaned in water* 

The pigments have- been specially selected by os to provide o 
comprehensive range of strong fantasy colours. We think you'll be 
amazed at the difference between nor new paint and ordinary 
hobby paint. 

SET 1 

1 SKULL WHITE 
2 CHAOS BLACK 
J BLQQO RED 
4 BRONZED FLESH 
5 WOODLAND GREEN 
6 ENCHANTED BLUE 
7 5UN0Uft£T YELLOW 
3 MITHR1L SILVER 
9 SHINING GOLD 

SET 2 

10 ROTTING flesh 
]J GOBLIN GREEN 
12 ELF GREY 
1J WORM PURPLE 
14 HOBGOBLIN ORANGE 
15 ORC BROWN 
16 SPEARSTAFF BROWN 
17 SWAMP BROWN 
10 CHAINMATL 

Fncn boxed set ran tains 9 individual colours in plastic pots end 
costs only £4,95, Individual joots are available separately at SOp 
each* 

USING CJTAOQ CtDLOUR 

Before painting ycnir model first clean eff any mould lines ur other 
irregularities on the casting, Use a file or modelling knife, but 
remember to take care as all inode I ling tools are dai parous if not 
used properly* Moke nil cuts away from yourself. 

Undercoat the model using a matt white enamel paint. We 

recommend the ior! sold jn spray can:;, you Can buy those from 

your model shop. Car body primer is just os good anil usually 

cheaper* This will provide the ideal background on which to apply 
paint. 

Whilst pointing you will need a good brush, at least one jar of water 
and some tissue. You will also need ah old piste or lilc to use as a 
paint palette* 

It is bast not to one point direct from the pot, as this tends to mess 
op the pot and it ls oil too easy to accidentally mitt the colours. 
Place as much of each colour as you are likely to use on the 
palette* and do alL your mining on the pale tie* 

It 13 best to keep a separate wotor jar for metallic paint, otite Twine 
you will find bits of silver or gold will ding to year brush, and 
usually end up exactly where you don't want them. 

Citadel Colour is water based, and can be freely mi*ed with other 
water based paint, it cannot he mixed with oil (Mint or enamel, nor 
can it be thinned using turps or similar solvents. Use water to thin 
paint and clean brushes* Wet and repeunt brushes after use, and 
they will be ready mettt time you want them. 

After you have fin]lifted painting your model you will probably want 
to protect ■ Ls paint job against Handling and accidental damage. To 
do this you can apply a polyurethane varnish* available either in 
spray can or t inlets from your local hobby store. Household 
polyurethane is (usL as good* and works out cheaper in the long run. 
Eleforo varnishing you must allow Lhe modal to properly dry* 
otherwise the paint will run. Mata the paints take throe days to dry 
properly, non-metallic colour can be varnished after 24 hours. 
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In the last Citadel Compendium w& ran S competition in which we 
asked gammers to describe and illustrate their awn characters. 
Originally we promised to judge Un? competition in April '04 and 
notify the winners - however in true Citadel tradition we were so 
snowed under with un tries Ihsl it took os until July to decide on a 
wtrmer! Ngthertheloss those are Che winners anti their characters. 
Thank you to everybody wiitt entered* the overall standard of 
entries was pretty good, most were amusing end many wore really 
very funny* 

THE WINMER. 

The winner is 5, Wilkinson of Newbury in Berkshire with His entry 
Sir Re* Derry the Dwarf* We esfurcirally liked the series of very 
nice drawings, including Sir Derry's arsenal, his followers, end a 
section on 'monsters defeated'. The first prize of ail of an entire 
mentis releases from Citadel -Miniatures is on its way to Newbury, 
whilst selected parts of the winning entry are il lustra ted here. 

SiRfiEK DEff&V 

HAND BLADE HAND MACE 

LIGHT WEIGHT BATTLE AXE 

POISONED DART& 

COMBAT HELMET 

Sir Ren Derry the Dwarf 

Intelligence 10 
Cool 10 
Will Power U 
Leadership 3 

Derry'a most mighty deed was to slay a giant Bairn g, his sworn 
enemy* In fact Sir Derry seems to have n distinct phobia about 
Rairogs, hoving been orphaned by one al a rather early stage in his 
Life. Fortunatley for Derry ha was discovered and subreqently 
reared by Porthous of Potclbat, a kindly Wizard* From Porthous the 
Dwarf has squired □ familiarity with magic, and a few magical 
Oddities, such as ^ golden good Luck charm and platinum screw in 
teeth (!>. Derry is accompanied by Tcomer, his pet owlt and KsK, a 
reformed Might Goblin. 

One of Derry's conquests - a Swamp Dragon* 

_ 

RUNNERS UP .**., 

The two runners up are L. Robinson with his entry Tsillu Princess 
of the Tuatha De Da naan, and Trace y Marshall wifh her entry 
Death-axe Daph. What Is this? two female characters as runners 
upl This is no deliberate thing on our part honestly, we jusl liked 
these two entries. A Large selection of our late si releases wings its 
way to both our- runners up. 



companionship of Trolls! (She'd pnibably feci quite at homo cn eor 
Mailing Department). 

DER-daphne 

SPECIAL RUNNERS UIJ 

yjp dBdidufd to award a spcsbai prise of a selection of new releases 
tq the following entries, which we all thought tfcaerved o special 
mention* 

David Trammer's Plumbago Llw Dwarf. Alejc Laments Jadda Ice 
Slayer. G* Sedge's Egil SkallngHfnson. R. Downing's Most 
HerrencTous, Hadeuust Morcilcssf Sadist Istic, Cruel and iivil ]p. 
James Fok's- fleli-il StrOngprm. Paul Ice’s Vile Stone Face. D, 
EbE rat's flodwth Eriqon the Hal fling, Robert L logwood’s 
Sh-akaValita* 

] aillu adventures in e place- known as Tualn lain Mafiya and is 
described as '|’>rob£ik3Ly the roost beautiful ijirl in the world.'! The 
drawings accompanying the entry go seme way towards bearing this 
flut, and I hqp? Lhe iLmlalionr. of our printing methods don't distort 
Liie! arigmnls too much. We particularly likqLt the drnwmgs of some 
of the creatures that inhabit Taillu's world, including the Horned 
Consk and Yayo, a sort of were-centauroid,, 

HORNED CO NEK 



ACRYLIC PAINT 

THE PAINT BRUSI 

PA IN T ENG C I T ADEL MO DEL 5 

BY KEVIN ADAMS 

FORWARD 

This article \s inEcruScrd as □ guide tc beginners, but I hope that the 
more experienced painters may also fiat) it cl use. I've listed the 
major pros and cans of the most commonly used types of paint, so 
that the most suitable for year needs and style can be selected. 
Remember, treat pointing miniatures as a hobby, and not an 
awkward job. Taking that attitude will only turn what La. a relaxing 
and rewarding peg time into a chore, and the standard cl your 
painting will certainly suffer- Tlic materi a !s listed in this article 
ore used for different effects., but the beginner will prpbaliSy find 
that one type of paint, and a limited -selection of brushes wilt 
suffice, 

PAINTS AND MEDIUMS 

I wilt start with engmel paints as they are probably the easiest 
paints to use, A lot of experienced painters use them, and they ere 
opt to be Ignored, as some excellent results can be obtained. 
Availability is good, they can bo purchased at s reasonable price 
from all good hobby shops. The first rule about enamel paints as do 
not try to thin them with water, ns they arc oal based. For cleaning 
brushes, and thinning points, use while spirit or turpentine 
substitute. These ore ovaiSable from must hardware snaps. 

This paint does take some geLLing used to, and I would recommend 
it as e secant! step ta enamel paint. Acrylic paint can be awkward 
to start with as It doesn’t flow so readily as enamel, and you can 
end up with minute white dots showing through on the painted 
surface. This happens because the pa ini tends to shrink on the 
model, and It tan he very annoying trying tg patch up the dots. 
This, however, c.in he remedied by ueingi an acrylic tension breaker. 
Windsor and Newton make a good one, it costs around £1 for a 
bottle. This m-oy seem a high price lo pay, but it make* the acrylic 
Mow as well as enamel. I certainly wouldn’t like to use acrylics 
without it, except far Citadel Colour which is tkaigned to paint 
straight from the bottle 

Acrylic paints arc compatible with all water based paints. All you 
really ncud is clean water to thin ond clean brushes with, end, 
optionally, a tension breaker to ease painting, Acrylics *re the: 
paints I osu mast because they arc rich in colour, and bright effects 
Can be achieved. They stv also 0 101 kinder on your brushes than 
other points, 

There are a lot of types of Acrylic paint on the market, including 
Citadel's own Citadel Colour- [f you tan, visit your local art shupu 
Bu> only paints marked artists colours, because these era of 
superior quaiily. 

You will find artists acrylics come in tubes and sell at about £l for 
the 35 ml slate. There arc many varieties. Li quite* is a very good 
acrylic paint, but it can appear transparent, I ran recommend the 
darker colours, as these can be made darker by adding black 
without much colour [oss* As these paints are fairly transparent 
they con be thinned down and used like Ink in order to tint other 
colours. Uquitex is probably tite brightest of all the acrylic paints, 
and, at between £1.50 and £3,00 a tube, the most expensive. 

Pelikan Plako la also sulLable, It Li noL really an acrylic paint, but 
eftssien based, similar to .household emulsion paint, but a lot finer 
in pi gm emotion. The range comes In 5Qml pots, and 36 really good 
colours. They arc fairly expensive at nearly £1 a pot, but are well 
worth a tty. They are also Fully compatible with acrylic and all 
water based points. 

Citadel Colour ls a new range of acrylic points, and is available 
from your Iecal model stockist. Unlike most 'model paint1, this 
range comprises of good, bright colours including a proper water 
based silver and gold. If the price of Lite art Lata colours makes them 
art unrealistic proposition, then this range is a gaud alternative. 

There are a lot of amazing effects that con be produced with 
aery lie? - so keep on experimenting. Don't mix them with enamels 
□r oils, a? the- effects this gives are far from amazing. Acrylics can 
be used over dry enamel paint. 

As with enamels always clean the tubes arid pats, ond never leovp 
the lids off the containers*. 

The main disadvantages with enamels ss. that they arc not as bright 
as many other types of paint. Another problem is that when tire 
colours ere mixed very dull shades develop, instead of bright ones. 
This lends to happen with all mixes. There is a remedy for this 
problem though, 35 being ail based, the enamels can be blended 
with alkyd oil paints, producing brighter eojours. 

On their own, enamels Can be used lor a mere realistic and natural 
effect, especially on dull clothing anti groundwork, HumbraL 
produce 3 large selection, the most useful being the Authentic 
Colours* These are finer In pigmentation than the standard col burs. 
Thera is a new range of enamel paints on the market -called 
Compucol&ur. The colours are brighter than ordinary enamel 
paints, ond also blend without dulling, LUnfortunately they do not 
mix very well with Hurnbrol, and dry with a slight sheen. The last 
rule about enamels Is to make sure the pigment in the bottom of 
the ’.inlet is stirred thoroughly before each painting session, as the 
paints can settle to a certain extent, even overnight, gjvjng your 
model a weak and and unsatisfactory finish. It is best to shake the 
tin Lets before use, to save time and energy the hast way to do this 
is to wrap several tin Lets at a time in an old r a lj thu^ avoiding paint 
splashes. 

Lastly, 3 would stress. that the tinlets must be kept clean around 
Hut rina, ami the lids pressed cn firmly. IF this isn't done, the paint 
will cake around the Lops of Lhe tinlels, lotting in air., and Lhc paint 
icsi<te will eventually dry up. if the enamel paints form a skin on 
the- surface, throw them away, as they are rendered totally esc Less 
for fin© painting. 

OILS 

It is noL really worth using oUs on 25mm figures, as nil paint can 
take weeks before it Is touch dry. The pigments can be rather 
rough for painting in such a small scale. It can also work nut 
expensive, same tubes cost about £6.PCI - so forget ml pnints for 
now. 



AJLKVD PREPARING TO PAIN! YDUR CITADEL MINIATURES 

Luokily, Windsor and New tun produce a fan^e of paints under the 
(leading oi Alkyd colours, fhese paints retain the best qualities of 
oils. They can be purchased as single tubes or a? a starter set of 
twelve colours* the Intter works out a Jet cheaper. Alkyd colours 
are touch dry after about 24 hours, but are best left for a week or 
so before varnishing. The range consists of sami? very rich coLaure, 
which arc fully compatible with nil oil and enamel painLs. For 
thinning and cleaning brushes use the same thinner* as for enamels. 
On not use ]Intend oil to thin with unless you want tg wait until 
neat Christmas for your model lo dry. Linseed oil n!sn encourages 
patchy dryirajh Alkyd colours are best used for painting human flesh 
tones, or anywhere where a fully blended finish is required, 

(ISMS AND WATER COLOURS 

Artists' inks can be put to <jood use. Because they are transparent 
they can be used to tinL most painted surfaces. They wi]| take 
readily on dry acrylic paint, making possihlo a whole range of 
unusual effects, Lf you wish to use inks or water colours as a tint 
over an alkyd or enamel painted surface it is wise lo varnish or 
apply an ocryltc medium jri order to provide a 'key1. Otherwise, Ink, 
being water based, will most 11kyly form little beads on the surface 
duo to the oily residue left by the enamel or alky4. 

It is fral worth painting with inks on their own as the colours will be 
too pale, and remember if inks are being used it is essential to 
varnish the Unshed model* Ink wilt easily rub off. Like nil paints, 
water colour pigment con be a bit lumpy foi fine work, hut Windsor 
and Newton make a range ceiled designer* GmEOche. Gouache has a 
much Imer pigment than normal water colours, but are beat mi set! 
with an acrylic medium, such as Naeryl, to make them water¬ 
proof. This is because if more than two coats of point arc being 
applied, some of Ura colours can bleed through to the top coot, 
leaving uneven colours. MimJ you - it Is mistakes like this that can 
lead to interesting new painting teclmiques. The range nf Gouache 
peinrs consists of about 78 different colours, but if they arc being 
mixed with Naeryl you are really painting in eery tic, and they are 
very pricey. Therefore, unless you are rich or adventurous, acrylics 
are the best paints to use. 

llRJUShtES AND THEIR CARE 

It i* most important to remember that wiien usiinij a brush do not 
une a pushing action, as this will damage the bristles beyond repair. 
The best brushes arc made nf sable and are expensive, but work out 
a lot cheaper in the long run. H is a false economy io buy cheap 
brushes* °ne good sable brush will,, if treated correctly, la$t far 
longer than four cheap ones, Sable brushes can he purchased from 
all good art shops. It is best fo Start With a number one Of two. 
Th«sc have os sharp a point as a 000 brush and hold more paint. 
When buying your brush ask the shop ossistont In provide you with a 
jar of clean water to test ihe point. Dip tine brush into tho jar end 
flick your wrist to shako off ary water. A good brush will form a 
fine- point. After choosing the right brush ask for a protective 
collar, or, if you cannot obtain one, sect ions of cut-up drinking 
strews will do as well. 

Always store your brushes upright* end whether you are using 
acrylic or enamel paint always clean the brush between colours, 
even if you are stopping for a cop of tea, as these will quickly dry 
on the brush. After each painting session the brush must be cleaned 
properly by using the correct thinner and warm soapy water. Thb 
will ensure ton! your brush is kept in prime condition. Do not clear 
your brush in hoL water as this will crimp the bristles. If enamel 
and acrylic points ore both being used do not use the same brush, ar 
problems will arise, Instead, buy Lwo brushes and label each one 
accordingly. 

Never dip your brush all the way into the paint mix, as the paint 
will drj- at the base, causing the bristles 1* fan out, if you have 
already made this mistake keep the ruined brush, as it will still be 
useful for drybrushing. li is always busl to learn to paint using only 
the tip of yfiur brush. Never leave your brush in a thinner? bottle, 
as the bristle* will bend out of shape, Bent brushes can be very 
useful I for painting ‘dliI cf reach1 areas, so don't throw them away, 
as with fanned out brushes they do have their uses. 

Now, if you arc lucky, you will already have a nice quiet place to 
point, |f not try !□ find lioiTiewhere well ]Lt1 away from i raise* 
children and pots. A reading lamp Is the best light source. It is 
important to sit at si tabic* ihai is butause you can keep your hoods 
steady whilst painting, and also all your pointing needs can be 
placed within cosy reach. It makes good sense to keep a tidy and 
orderly table* as it will end up looking like Steptoc's yard, and you 
will have trouble Nailing what you need at the right Lime, These 
are the things you will necth- 

Modelling Knife For safety keep this in a box when not in use. 

Brushes Keep upright in a jar 

Paints Store in a shoe box or biscuit tin. 

Thinness Water or turps, Use a little at a time and pour 
it Into an old pot, glass or cup, 

Paint Reg Lint free, ta prevent hairs sticking to the 
point.. Tissue paper will do. 

Mixing Pa I Let e PI attic egg boxes are handy for this, ar any 
ceramic surface - tiles, plates etc. 

PAINTING YOUR CITADEL MINIATURES 

When you have chosen the model you are going to paint* you will 
probably have to clean away the moulding flash. This :$ the wafer 
thin line that sometimes appears an mini a Lures* it tan easily be 
scraped off by using a modelling knife, A good knife for Lhis 
purpose is a 5wann Morton scalpel, the blades are relatively cheap 
and very sharp. Please remember make all cuts away Trom yourself 
and your hands whan uulpi ij mxy mode I ling knife. 

Before scraping away the flash have a good look at what nseef* 
taking away, it Is tea easy to ruin fine detail by mistaken removal 
of what appear* ta be flash. U is a goad uteri fa mount your model 
on a cortUmard base or aid paint tin, you will then be able to hold it 
whilst painting. Use only thick cord end epoxy type gtuds. At this, 
point* optionally, groundwork is easily added by using a mix oT sand 
anil Tctrion. Old dry tea leaves can ba incorporated into the mix 
instead of sand, li is wise to add powder colour to tine mix, .inti tc 
use PVA adhesive ta bind the mix together. If tho base of the 
medal is- painted with WA first I ho mix will adhere better. 

The next step is to prime the mode I, This is best achieved by using 
a spray* Humbrol matt white is as good as any. Matt white is 
essential if rich colour* are required. Spray the model liqhLly (it 
doesn't require whitewashing). You wLlI probably find it more 
economical and less tedious to spray several model* at a Lime. 
Spray cans slice Id be used only in well ventilated roams* or outside. 
If you wish you can obtain industrial face masks from □ chemist. 
Priming can he done with a brush, but it's a tiring job and often 
results m an uneven finish that obscures detail. Leave primed 
model* overnight to dry thoroughly* 



The painter should aim et, trying to paint I113 model neatly, this can 
be very difficult to start with* but if tap quality results are 
required it is essential* Fvcr a badly painted eye can ruin the 
appearance of an other otherwise we»I| painLed model. If mistakes 
are made it always pays to correct them rather than leave them. 

Patients is the greatest priority for painters to learn. It is sensible 
to paint only two models at a time, Lhis way one can te drying 
whilst the other is being painted ttwy's 0 company - throe's a 
Crowd), This is worth remembering* ns the very sight of 50 

unpointed models in front of you will only tee off-pul ling 10 the 
work you are doing* making you rush your painting* It is a good idea 
to learn to hold models by thdr bases, as grubby paws can have a 
distastcrous effect on a fregh point job* You wril learn thaL 
painting cannot be rushed. :t is definitely not on for the painter to 
pursue his/her hobby when concentration is bad. You wiil need to 
overcome frustration and temporary setbacks, and patience will be 
rewarded with good results. 

DRYBRUSHING 

A simple technique that is used for picking out the highlights on □ 
model. Good examples for the use of this technique to work well 
are fur* hair and chainmafi. First of dll the area to be dryhrushad 
is painted a dark tone* and left to dry. Next, an old brush should be 
dipped in a thick paint mix of a paler colour, and wiped across a 
lint free rag or tissue until hardly any paint remains on the brush. 
The chosen area is then very lightly brushed across the raised 
detail, this way the psinl will leave highlights. This technique can 
be used an its own, or as a guide-line for further highlighting using 
more solid brush strokes. It is absolutely vital to practice on old 
paper or suchlike, until the technique is mastered. 

WASHES 

A term used for point that has been thinned down, 0 wash is usually 
1 port paint mixed with 2 ports thlnners, but it is up to you to 
experiment with washes to get the desired effect. Many different 
effects are possible and can be learnt. A good example of how a 
wash works is to choose a model wearing u heavily creased cloak. 
The wash is than applied to Che modal where it will flow into the 
folds, leaving a shaded area with natural highlights. Once th.rt wash 
iadry the highlights can cither be loft, or Further highlight? can be 
added by drybrushing or with brush strokes of n paler shade than 
the wash, ft is always best to thin alt paints, as they will then flow 
more easily* 

START FAINTING YOUR CITADEL MINIATURES 

Alter having huiin left overnight to dry, the chosen modal Is now 
ready for painting. It is Important at this point to study your inode! 
first* This is to make sure that you can see what it is to be painted 
a certain colour. For example it is riu yOod painting, let's say, the 
legs of a fighter flesh colour when he is wearing trousers, ur vise 
versa. It sounds ridiculous, but it is a common enough mistake. A 
lot of fine detail con also be missed, or mistaken for othar things, 

Some models, especially those with a lot of extra-tint: detail, can 
be quite off-putting ta a novice painter.. ThL problem can he 
tackled by using the following method?. To start with, if the model 
is wearing ony armour and chainmail this ia best painted black, use 
thinned matt enamel in a 2 pert point to l port thinner? ratio. The 
black pginL farms n good undercoat fur any metallic colours to be 
used, You cans however, use brown, grange, red or yellow 03 on 
undercoat for gold, bronze end copper; and blue and purple 
for silver. These all produce different end varied effects, and are 
well worth trying nut, If two models are being painted one should 
be dry enough lo commence with the next stage, 

PAINTING ARMOUR 

It can bo a headache trying to represent ms to I on a 25mm model* it 
is a food idea to visit your local library, and to study books on the 
subject. This way you can be sure of obtaining the desired c-ffect on 
your model. The easiest way of painting armour is to drybrush 
silver paint over 0 black undercoat. This con look good, but the 
effect will not be totally perfect* Another way of painting armour 
is lo use paynes grey alkyd colour, instead of block* This is a blue- 
black. Using silver enamel, paint the armour silver where tixe 
highlights are, and blend this into the darker areas. This method 
takes time* but practice makes perfect. Thu result is s bjyidh 
black, iron annaur. The Shades Can, of OOufSO, be varied from dark 
to light, depending on the painter. With gold armour use the same 
method, but with burnt umber alkyd instead of payees grey* and use 
the gold instead of silver. In my experience gold isn't the best pamt 
for dry brushing* 

ChaimnaU IS easily painted by drybushing Silver fir gufimeLfit 
enamel over a black base colour, depending on the varied shade 
required* Remember 1 if you ore painting studded armour, Or bljcIt- 
like, the only wey to got good results is to paint each Hem 
individually. Note also that not oil armour need be* made of metal. 
Alt sorts of interesting effects can bp used to represent magical 
armour, lacquered armour* bone, horn or leather armour. 
Experimentation is a must where armour is concerned, 

PAINTING FLESH TINTS 

Once tiie armour ha a been painted* and is thoroughly dry, the next 
stage is Lo retouch any of the primer that may have been 
accidentally splashed or spotted whilst drybrushing the armour. If 
you are careful this won't be necessary, but as a beginner it will 
take time to perfect your technique. Re-touching is necessary 
otherwise blotches of colour will show through when tins rest of the 
model is painted. OX. - you ore now ready to paint the flesh, ff 
you arc painting u human model then it is- best to use alkyd colour, 
because of it? blending qualities* The colour to use is burnt umber, 
or burnt sienng, dcpimdinq on personal taste, burnt uinbtr produces 
a darker flesh, while burnt sienna has a pinker effect. Use a mix of 
2-1 paint and thinner?, this may seem □ dork colour, but iL is easier 
to work from dark upwards. Next point the flesh areas with this 
mix, after doing this, lighten the mix to a flesh colour of your 
personal choice using enamel matt white* Using the flash mix, 
paint the facial highlights - nose* forehead, chip, cheekbones and 
lips. 

When the highlights are painted, using n clean brush blond the 
lighter colour into the shaded areas. With practice a realistic 
effect Can be achieved. Faint all the other flesh areas in the SCmt 

manner; try to get a fully blended look, and remember to paint 
eyebrows, fingernails and beards. Tf you arc painting 0 humanoid 
monster, such os a goblm or ore, then you can use a colour of your 
choice. Lot's say you arc using green. Paint the face medium to 
dark green, and, whilst this is drying, mix a lighter shade of the 
same green using white* yellow or pate blue. This mix should be a 
shade pater than the hare colour. Using tire paler green, paint in all 
the highlights, in the same way as fur a human. The idea Is to 
gradually build up highlights using varying shades nf paler greens, 
and creating n fully blended effect. This can take time lo gat used 
to, but, with practice and patience* some good result? can lie 
achieved. 

HAIR, FE ATHERS AND FUR 

These parts of the model are best pointed in dark shades, and 
drybrushed in lighter ones. Feathers Pan be classed a? plain or 
dyed, so these can be pointed in any colour of your choice. Blonde 
hair is dryhrushed creamy white over yellow ochre, or even whlLe 
over yellow, depending on the model being painted, Red hair can be 
done in exactly the same way* but using orange over dark brown* 
For brown hair use cither dark brown over black, or light brawn 
over brawn. Fur grey hair try drybrushing white over medium grey, 
Black h&ir is best left oionc, but, depending on personal taste, try 
dry brushing with dark grey. Any of the colour schemes mentioned 
above can bo used to paint fur, as long as o tight colour is used over 
a darker one you can't go far wrong. In fact even on dfc could 
manage it. 



EYES AND TEETH 

Teeth ore a Iwa ys Do si poi riled brown as qn undercoat. The colour t ti 
leatb with is a creamy white. Unis cars be mixed by using 

white n-id yellow ochre, unlit the shade of your particular nnoicu is 
found. On a large model thu tips of the tenth ten he pointed white, 
producing maneting glints, if □ thick mix of creamy white is 
tfrybryghed over the basic brown undercoat the individual teeth can 
be picked out, Eyes arc best painter! in ,1 dark shade, for example 
brown or grey. The white of the eye can then he painted in, leaving 
a dorkei rim turroujnJmcj them, this represents eyelashes not 
eyeliner. Tho pupils can be painted next, using black, brown or dark 
grey. Paint □ small white dot In the rmdcllc of the pupil to 
represent the ii.itural reflections of light. Remember - if you make 
an ore's dinner af a small detail it always pays lo correct it, end 
besides experience is always gained from your mistakes. 

Eigne colours came in handy when it come to paintmg Skeletons, 
and, of course, anything made of bone. For painting skeletons the 
best hose coiour is white* Next, a wo sit is made up of 2 parts 
thjnners, and l pari mnlt brown enamel. The wash is then painted 
all over the body, and Left to dry. Once dry, mix up the same colour 
as for the teeth, anil drybrush the skeleton. The effect is realistic 
enough for bone* and all that is loft to da is to paint in the eye 
sockets, and any armour or clothing that it is wearing. For ordinary 
bone the method of painting teeth works quits well. 

JEWELS AND GEMS 

Jewels can he made by using thick white paint. Using n sharp 
cocktail slick, paint small white blobs in the desired plates, 
because the point is thick Hie blebs will dry as raised Lumps. These 
tan be painted using colours of your choice. 

UNDEAD FLESH 

There is a wide choice of colour for the painter here. For the 
zombie buff, a good way of painting Zombies is to use a paler flesh 
colour than humnns by Eidding pnlc grey* When this is dry a wash is 
mEide up □( 2-1 raiig thinner? end blue-green point. Acrylic is the 
best for this. The wash ja applied over the flesh colour, producing a 
Irrmnluscent, slimey and putrid flesh colour. Similar methods can 
be used for vampires, ghouls and wights. 

WQQU AND LEATHER 

Weed is always best painted over a darker colour. Wooden poles end 
shields can be painted black and drybrushod a. lighter brown. A lot 
nf different shades of brown are possible, by mixing red and black, 
black and orange, or groan and red. These can be made lighter by 
adding white* yellow Or pink. Old weed dan be represented by 
drybrushirg with ,3 greyish brown, and moss can be added by 
drybru&himj with thick green paint in various shades. Leather 
should also be painted over ,-j dark colour- Boot:; can be painted 
block, and the creases painted dark brown, or brown aver dark 
brawn- Salts and straps should be painted light colours when they 
arc in dark areas, 30 that they stand out. If black is being used for 
leather don't try to use highlights unless you ate experienced at 
doing SO, or are using nits, OS 0 folly blended effect is required tn 
achieve good results, 

CLOTHING 

Clothes such as clacks, jackets, hoods etc, including equipment, 
con he painted pi nil of Live techniques t have mentioned, As o rule, 
where clothing of one type meet# another, it i$ a good idea to 

outline the specific area in 0 darker shade of the same colour. This 
will help separate one thing Irum another. Using washes and 
drybrushing is q quick, effective mil lazy method of painting 
clothes. But it is best to learn painting with brush strokes if you 
can. The seme method of using gradual shades, ns mentioned in the 
flesh section, is flic mast effective way to point clothes, but it 
lakes more time and practice. Remember, the larger Lite mottol 
being painted the more blending of colours wall be needed, so alkyd 
colours are handy hero, buttons and smell items Should be painted a 
dark colour and over painted in a lighter tint, leaving an outline 
surrounding tliem. 

VARNISH 

Once you.- painted model has dried Sufficiently it is only Common 
sense to give il a Coat of Varnish* aa with c011stant handling a 
painted model can chip or the painl will rub off. If your model has 
any metallic paint on it you must net varnish for aL least a week, 
or else the paint will simply lift off and smear the model os it is 
being varnished. Models can be sprayed with a matt varnish, such 
as Humbrel pnodel spruy. Hut 3 strong polyurethane varnish will 
safeguard against damage if used before Life maU spray. Never use 
a cellulose varnish on dll or enamel (winter models, i t will rum the 
paintwork. When handling painted models always pick them up by 
the bases. Thu will ensure that they do not get covered in 
fingermarks which could eventually mess up the colours. 

IN CONCLUSION 

If you have read this article* have painted a modal using some of 
my suggest ions, usU have coma up with something that look# like .1 

mixture between gn amoeba and 3 psychedelic goblin dressed in 
cobwebs under disco lights, you have four alternatives. They ar&:- 

1 Learn by your mistakes. Benefit from your 
experience and try again. Some of my earliest 
pointed models cause me nausea upon reflection, but 
I persevered. 

2 Try an alternative method of pointing, or invent your 
own. There arc some good articles with alternative 
methods, in tin: bibliography, 

5 Advertise your services as 0 painter of amoebae and 
psychedelic goblin# dressed in cobwebs under disco 
lights- 

BIBLIOGRAPHY 

The Magic Brush by Shown Fuller, The Best of White Dwarf 
Articles, number i. Also Dicing with Dragons* A good complete 
guide to painting miniatures. 

An Absolut? Beginners. Guide Lo Painting Miniatures by Tony 
Aelkland. First Citadel Compendium. In two pages it admirably fills 
its title anti includes some line humour. 

Military Modelling. Stan Catchpolls'Modelling Workshop". A wealth 
of excellent ideas on painting and modelling. 

Childrens books on historical cultures. Tin? lull colour illustrations 
contained within these books are very useful and well worth a 
purchase. 



FLAT FILE 

Many begmncrs are discouraged from assembling wince metal kits, 
-imply because they start off with an inadequate or unsuitable 
co Meet ion of tools and materials:. 

These arc all the tools you will need. 

MODELLING KIMIFL 
AND SPARE GLADES 

2 PART FAST CURING 
(5 MINUTE) EPOXY GLUE 

—/ ■-> 

SANDPAPER 

SELECTION QF NEEDLE FILES 

NEEDLE NOSE 
PLIERS 

PL AST ISC ENE 

EPOXY PUTTY 
PURSER SANDS 

Go fore you can begin lo assemble your model „ you must first of on 
trim off any excess mstal on the castings. This is best dona by 
scraping oway gently with a modelling knife. Mgre stubborn pieces 
^iiouJd be carefully filed off. When doing this toLe care not lo 
remove oii,y of the detail from the model. 

Aftoi you have removed all the unwanted melai* put lhe parts 
together Lo see how well they fit. You will find that agm? filing or 
sanding will be required to obtain a good fit. To glue ports togetlicr 
successfully you will need to ensure that there Is good surface 
contact between thorn. Nq amount of globblng gn extra glut will 
compensate fgr badly filling or mis-pJlgnod pieces. 



WJSh rider and mount castings slJ that may Lo required ia to bend 
the riders leys outwards, fa tla this wrap some cloth around the 
part to be bent then apply gentle pressure with the pliers, if this 
does not cure the problem, then some filing will be required. El is 
better to file a groove in the saddle for the leys to fit in, rather 
thsri filing the riders Jegs* 

PUT1Y 

Roughen the surface to be glued with course sandpaper or by 
scoring with a modelling knife. Thoroughly mix the epoxy glue and 
apply to froth surfaces to bo joined. Briny the pieces In contact and 
keep them pressed together until the glue haa set. PLestiscene cr 
rubber bonds can be used for this. Note epoxy glue works be3t if 
mixed when warm. 

PLASnSCENE 
SUPPORTS 

RUBBER BANDS 

PI EASE REMEMBER - MODELLINGS TOOLS ARE1 
DANGEROUS IF NOT USED PROPERLY. ALWAYS USE KNIVES 
WITH GREAT CARE, MAKE ANY CUTS AWAY FROM 
YOURSELF, AND DON'T PRESS TOO HARD AS BLADES ARE 
FRAGILE AND CAN BREAK EASILY* 

Vljlj will often find gaps, appeor around the joints where parts have 
been glued together. This can be solved by filling with epoxy putty 
nnd then wipiny away any excess with a darnp cloth. 

BE CAREh UL OUT THERE ! $/?/l_ jL 
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5o many of you entered our lest Compendium Competition that it 
proved a major administrative burden tea judge them? This time the 
Competition is a simpler on*?, 

ALL YOU HAVE TO DO S$„....» 

Study the special drawing below, This udenE; of wanton destruction 
originally featured a huge monster causing rnoylTeim A? you can 
see", the mayhePTi is still there, hut we've altered tile picture to 
remove the vest and threatening monster. All you have to <lo i9,h> 

SPOT THE QALttOG. 

Place a single cross any where you like on the drawing. Clip out the 
drawing, and the rest of the entry form, and send it to us in an 
envelope marked Competition. Send any entries separate from Mail 
Orders or other correspondance, otherwise the M.O. people will run 
off with your entry, oat |t or use it to lino their nests witll The 
entrant who gets the Solrog right between the eyes, or tiw nearest, 
wins the Competition and receives untold of amounts of Citadel 
models! Tlw prise will bo all of one months releases from Cilocfel - 
worth at least£60, 

'! ■ ,■■ 

My Name is 

My Address is 
Entries must he received by 1 November 133^. Please make only 
one entry on the drawing * just to keep things fair. MakE? more than 
(une and we won't oven look at it. Cruel and heartless arn't we. 

h 
: i ■: ■W 
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J Summers 
Oor&et 

We’re sending £5 Citadel Credit vouchers- to 
aSL of tine contributing artiita featured: 

below -just to say thank you for your unsolicited efforts! '.Vc'i] alio 
send a £5 voucher to anyone who bus artwork printed in a future 
Compendium, an get drawing! 

Albert Kiefer 
Motherlands 

Vie are always pleased to receive ortwofk from readers of the 
Citadel Compendium* whether presented as an idea for a new 
creature* or just an 33lustration of n favourite character or scene, 
These pictures arc just a smalt selection of the drawings we 
receive every week. if yciu would like lo send us a picture of your 

own make a drawing in. black ink only and mail it to the Citadel 
Compendium, Remember to include a stamped S.A.E. if you 

. would tike your artwork returning. 



Robert Lingwood 
Banbury 

oio Knight 
IN 
CHAIN MAIL i 

rVJ V 
Prr» tb^f ri 

SLACK UP UK 
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this is the second Eldritch Epistles column- featuring art, letters, 
suggestions end comments from gamers and collectors. Flense send' 
your contributions to 

ELDRITCH EPI5TLES 
CITADEL M [MATURES 
CHEWTON STREET 
HILLTOP 
EASTWOOD 
NOTTS. 
NGI6 JHY 

Please enclose a 5.A.E if you want a reply or materia! returning. 
Please don’t send Mail Orders in the same envelope, as thto 
confuses u» no end, and may delay your order. If you want to make 
en enquiry about Werhamincr rules write yaur questions dawn the 
[eft hBTid aide of tho page, and leave the right hand side blank SO 
we can write in a reply. 

Boston 
Lines. 

In a tetter too Jong to give in its entirely Andrew King makes some 
good points about Wm-hammer rules mechanisms generally, and 
declares his avowed dislike for... 

...tho use of a D6 for most situations instead of a “percentage1 OlOO 
or even DIO, A percentage dice rote would allow much greater 
detail to be Luken into account, e.g- iL would be possible to 
differentiate between leather armour end mail, perhaps allowing a 
^ save for moil and 10% tor leather* 

Judging from the letters ( receive ot Citadel, Andrew is not alone 
in hi3 preference for the DIO either. Percentage dice are, of course 
used In many other RPG combat systems, bet we made a conscious 
decision early on in the development of Warhsmmer to uSC the D6 
for basic combat. This was in no way an arbltary move, we thought 
ibout it quite a lot at the time, end the reasons we chase the 

hold equally good now. 

D£'s are readily available, cheap and fun. Although a Eit gives you 
cn initially crude system, rolling e dice for every mocts! in a mass 
combat situation actually evens out the luck element, arid makes 
freakish results less likely. D6s give a fast and furious game -heck, 
slay, murder mayhem etc. Thau's the spirit in which wo wrote 
Warhpmmer, ctelibcratley taking a "don't muck me about" altitude 
Iq Jcathisr arm our p linen quilting, shield size etc. Of cours&p there* 
rm to^son why wsflifliTimef can't be refined by more e^pericnceti 
gamers - but we felt this wasn't necessary in the rules themselves. 
If you want In change things - well that’s fine by us, 

Our design staff are pretty open minded about ruies changes, and 
are always interested in ideas from other gamers. So, jf you re a 
committed D10riteT or have equally strong feelings about the D6 

write in and tell us* 

Several different people have suggested a saving roll for leather 
armour based on the D6. First roti a D6 needing to score 6. Then 
re-rote needing to score a further ^,5 or £>. The two stage roll 
doesn't slow the game too much because only J in 6 rolls will go to 
another dice throw. I've tried it...it works! 

Wellington 
Telford 
Shropshire 

David Allen is one u! the many gamers who contribute ideas and 
artwork to our “ideas pool1, We welcome suggestions for new 
models, arid even if we don't make a specific model, we like to see 
or read the ideas all the samp. David sent us this drawing and 
Warhammer stats for the Pegetor - rat a monster we make, but 3 
fairly straight-forward conversion for anyone interested. 

■f 

Fighting 1 For&onal 
Characteristics . Characteristics 
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PegsLore Guardian of the Inner Dungeon for evil or chaotic types. 
The Re gator is a cross between a Pagaaiis and a Minotaur, having 
the head and wings of tho Pegasus transposed onto a large 
humanoid body. Pegators arc solitary beasts, although they can be 
found with other members of their race occasionally. 

Hava you any more good monster ideas like David's Pegetor? If so 
send them to us we'll publish any we tike in the next L-ampenthem, 

Jeremy Bench would like to know how many Citadel Models there 

ere- 

As u collector of your excellent figures I would be interested to 
know how many you actually make. E try to obtain at least one 
example of each new release, although this U no- lunger easy - not 
least be cause there are now so many. I understand that the models 
illustrated in Arcane Listings (our old cat: ate gee) do not comprise 
your entire range. How then Iraw are we to know hew many modsie 
exist!); 

This :s a more difficult question than you might imagine. White 
metal models are made from rubber moulds. The moulds don't test 
very long, and sumo Limes they lost only a few days' Once the 
mould is worn ouL no more figures can l>c produced from it - so the 
design is pretty much lost. We cor gat round this problem by using 
metal castings to make new moulds, but this isn't entirely 
satisfactory, ana we like to alter models before ‘re-moulding' 
anyway. The upshot of this is that eur models ere constantly 
changing - with new ones coming out nil the time. In 3 world wlicre 
everyone wonts a different modal to represent ihelr own character 
this can only be a good thing. 

5o Ikvw many models do we make? 1 don't know for certain, but it 
must be around the 2000 mark at any one time. Obviously it would 
ho pointless to illustrate a range that i$ always changing, so for 
Arcane Listings and this Compendium we have illustrated only a 
selection of the models in each code, We will ensure that these 
exact models are always availofrle during the lift of the 
Compendium - or as far as is humanly possible anyway! Wo have 
mads e'xtra moulds of these figures, and we'll remould if necessary 



to make sure these figure® stay In product ion, T hit means we can 
guarantee supply of certain medals - so avoiding disappointmeat. 
On the other hand your local stockist will have a comprehensive 
selection of all our models, including those not illustrated in the 
Compendium itself. 
The onjy real way to find out about all the models wo release at 
any one time is to either keep going through your retailers stock., 
or 'to join ths Citadel Mailing Club - by which you will receive 
information about alt new releases as they happen. 

Clislmsley Wood 
Birmingham 

Mark Ho]I raises the aid problem of paint wear an metal figure*. 
I hove recently become one of the many players of Fantasy Role- 
Playing Gam&s^ End, l suspect, one of the many who enjoy the 
collecting and painting of the figured used to enact characters. 

Most of my figures arc uwd quite often and I have found that the 
paint Ln which they are covered wears off quite quickly. Because of 
this, each miniaturefs paintwork needs constant renewal. 

3 would be grateful jf you could toil me of a method of protection 
for my characters if they are still to lie ieed in games. 

Varnishing may slightly alter the tonal values of some points - 
making them sllghty darker, Generally speaking this wanfct be a 
problem. 

BASES. All of my own models are fixed onto bases of some kind, 
for large scale worgaming I mount either single nr multiple figures 
unto rectangular bases approx, ZOrum x20mm, Itoo bases ere built 
up with 'flock' or similar model rcilwny material - this can he glued 
on using a paper type glue or applied onto the wet green paint of 
the base where it sticks. Tetri on (From WooJworths) or Milliput 
i mod cl shops) can ha used to the same effect, Far models intended 
for display or role-play [ use a small coin or washer, either tlie sl^e 
af a d 5 or l penny piece. The model is glued So She coin and the 
edges built up with Mitlipul or ictrion. Whilst still wet tiny stones, 
grit, 'twigs' or lichen are pressed into the moEcrlal. Vfhen dry Lhe 
original model base is perfectly matched into the new one, end can 
be painted prior to varnishing. 
Oases give a model stability, and so prevent accidents] damage 
from dropping end knocking ovur. They also make models Look nice, 
encouraging people to handle them careful!y* Mast importantly a 
base provides n safe and easy way of handling a model without even 
touching the paint joh proper. 

UNDERCOAT. You pfobEtbiy use an undercoat already, If not, then 
I would very much recommend you da so. Undercoats provide o 
seLid key for paint applied over them. 

heavy cant* ]f you wish to combine the toughness of gloss with 
matt finish tiicn spray lightly with gloss and then again lightly with 
matt- 

Adarn Durigoor find Hick Short wrote In to Citadel with the 
fell owing query about combat procedure. This is a subject on which 
Wt receive many quest in na, and which is not terribly well explained 
in Warhammer itself, go Tm coking the opportunity lo clarify llie 
Situation now, 

Wn have both the VVnrhommer and FoF rules aiul have played some 
very good basic games. I hiring the course ef ploy we have run into 
striie problems that we would appreciate some help with. 

1. When twg regiments rnccl and one has more figures In the front 
row than tl>c other, do all the figures go into combat, or only 
those that will iyn base to bpsc. 

2, If two regiments each In line meet, and source figures From one 
rngifiMrnt arc killed, can tlte attackers move through the gsps 
left by the dead figures? 

STORAGE, Damage can occur whilst models ere toeing; stored 
inbotween use. 1 have never found a satisfactory woy of yetting 
murid this. Many people ute tool chests (expensive), or one of tha 
commercially available carrying cases ( seta the modelling press - 
Whlto Dwarf etc} I've even seen egg hoxes pressed into service. If 
yeur models do a lot of travelling than you'll certainly need 
something to carry them in. So me sorts of Fo^m rubber, end soma 
sorts of expended polystyrene can abraid paint with constant 
rubbing. 

Wearing paint Lg an eternal tonne to cal lectors and gamers alike. 
Obviously the more handling a model receives the worse will he me 
problem, end there is nn sure-fire absolute way to prevent some 
damage occuring during play or storage* Here are a lew 
suggestions:- 

VARHlSH, Once ypu have completed painting yogr modal, and have 
added any scenic base Jf required, you can apply a protective coat 
of vornish. Remember lo leave the model to dry before applying 
any varnish. If you h^e used metallic paints then leave for at least 
J dayotherwise the colour will run end spell the paint job. You 
can varnish over enamel pr waLer based paints equally easily. 
There arc two kinds available Gloss end Matt. Gloss ES th:; 
loug.l>astt and will protect the modal against all normal an rising, 
unfortunately the finish is brilliantly glossy tuid same modellers 
don't like this* Personally I don't mind, and I know many expert 
srlists who favour a gloss finish. MaU is rot so tough, but it 
coesn't make the model leek so glossy - although it may sometimes 
Jack sllghty shiny in practice* Both sorts of varnish are available in 
bnlets and spray cans - Humbrol do both and should to a available 
bom yaur local model shop. Letraset also produce spray cans of 
Which called Letracote, which, although mere expansive, arc 
probably siitjliiiy bolter, artshops sometime® stock this, never 
apply varnishes too thickly - e tight spray is enough, a heavy apray 
tfill obscure detail. Use two or throe light coats rather Lban one 

?* What exactly is 'Skirmish Order', Jt is mentioned in the rules but 
what is it?,' 

Adam illustrated his questions with o section of diagrams, end i 
shall answer them in the same way* 

L. When two regiments of a different frontage meet 

TURN 1 

DWARFS 

Shaded models etc in combat and fight 
The models not in combat moat stay out of ilie fight* 



TURN 2 killed, This example should make things clear. 

TURN 1 tt the Dwarfs win tha combat then next turn they may move up to 
^ models from tif? side or r-c?jr into combat, The Lives are ‘pushed 
back' 2", and cannot change formation. EF the Elves were in only 
one rank tin; would Count □; a flank attack -2 To ■:iL fdr the Lives 
and otherwise Bod hews), But, because the l ives have » second 
rankj they can turn rear models to face Lhe surrounding Dwarfs. MEN GOBLINS 

The two uni la clash in a char^o/eoulorcbarge. The Humana have 
Initiative of jJ* Goblins 2, So I he Humana strike first, Imagine they 
kail 3 yf the Gat)i 1 ns - the units arc now positioned like this. 

Shaded Model? r’On I icylkt. 
Tim rest cannot 1, 

TURN 3 

Assuming the Dwarfs win again! they may puL in another 4 models, 
The Elves are pushed hock - and 00 cannot ehunije formal.ion. 

lift! 

wmww' v v v 
ill wm 
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The Goblins strike back - only 7 are alill in contact! so only 7 can 
fight. Imagine they cause 2 casus Hide, The situation la now like 
this. 

Shaded models can fight 
Ftest cen‘l+ 

2. Claps caused by taking off casualties 

Gaps can ha filled in from rear ranks after a round of combat. The 
only reason medals arc removed from a front rnnkt rattier than o 
rear rank, is so that you can see haw many models actually get to 
fight. If you wish, models can be removed from 3 back rank, or any 
convenient |iosttion, juci so long os you remember they hove been 

SEE * * > m&m M 
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The Goblins are ret mated 2N end lh& humans Eire moved up to 
follow, The gaps Soft are filled in by any models from a hack rank, 
or Tram the side. This is just lo nekton up the whole thing, and 
doesn't count as changing formation (which Le not a]lowed for 
troops being pushed back). The final position at the end of the 
coon bat round would now look like this. 

Gnc of the main features of fantasy gaming is that It Is always 
developing, and always producing new situations. In combat there 
wilt always be occasions when who does whnt or goes where will be 
confused. The Garnet Master much use his common tense in such 
cases, writing down new rules or convent ituis as necessary. So tong 
as all players use the same convention for combat procedures, 

■movement or other sspect of the rules it doesn't really maLL&r. 

ft* ft ft ft ft * 
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I Jean Holden writes in with a number of rather good new Chaos 
Attributes for 'iVarhemmer. 

Explosive Head' - I combat rc-wid must be spent concentrating - 
then„.t)angl Fragments will inflict a single Strength 1 hit on every 
model within £n. The explosec dies unless lie has Regeneration.. 

X-Ray Vision - can see through solid objects upto Gn, but not 
through lead or gold* 

Detachable Hand* The hand may be taken off, and may be 
commanded by the owner* It crawls nt £M a Move PhsEc, may 
attack by Strangling but cannot carry Or hold anything. Ths? hand 
has 1 Wound amt a Toughness equal to the owner. Strangling is at 
Weapon Skill lt Strength equal to Sho owner. If tine hand is 
destroyed the owner loses it, unless lie can Regenerate.1' 

J. Skirmish Order 

Skirmish Order jjust means the troops are drawn up in a loose 
formation, not. shoulder to shoulder like normal troops. They hove 
bigger bases accordingly, hut hove certain dice modifiers and are a 
bit faster. 1 pul my Goblin Wolf Riders- in skirmish order (base 
30rnmx4Qmnrt), and Hrrn them with bows* | then use theirs in a long 
Line like this;- 

Wolves move 9anyway, su they're fast, Because they're in a line 
they can. 'wheel' very easily like this:- 

Eeing in Skirmish order they ore shot at with a minus onr; dice 
modifier, amS can move at B" through difficult terrain. Being 
mounted with armour and shields they have a 435.,6 saving roll* I 
give mine bows as well, and use them in smoll units of 5 models* 
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THE MASS COMBAT FANTASY ROLE-PLAYING GAME 

Citadel bring you the: popular Warhammer 
Fantasy Games System -the only game 
specially designed for enacting Large scale, 
mass combats between fantasy armies. 

,. As a genera! of a mighty army you 
face the perils nnd uncertainties of battle, 
the unknown dangers of sorcery and the 
wrath pf your foes. Re-enact the famous 
wars of fiction, or create your Own conflicts 
on the tshletpp, 

Movement * Psychological Factors 
Shooting * Combat * Flying Creatures * 
Fighting Tabletop LiatUes • Fighting in 
Dungeons * Creatures 4 Wizards and 
Magic* Spells * Mecrnmanuy ■ Random 
Generation * enchanted Objects * The 
Corns a Master * Player Characters * 
Creating Adventures * Character- 
Advancement * Injuries ■ Starting 
Expeditions * Running Campaigns * 
Encounter Charts * plus two special 
scenarios THE ZICGUARAT OF DOOM and 
THE REDWAKE RIVER VALLEY. 

.. Our first supplement Ln Warhammer 
eontaiding a host of additional roles and 
suggestions to increase the scope of the 
basic game. Contains a complete pointy 
system for troops and a guide to uniform 
details and shield pat terns, os well as many 
new rules, monsters, spells nrul more 
besides. A must far Warhammer 
players... 

Army Lists ■ Shield Patterns * Uniform 
Details 1 Heroes and Wizards * Mew Magic 
4 Hew Spells * Magical Weapons ' 
Advanced Rules * Siege Engines * Hew 
Monsters * Fire * Giants * Regimental 
Heroes ond Champions * Hew Treasure 
Gene rat 1011 and more. 

Warhammer and Forces of Fantasy each 
Comprise i)f three individual rules volumes. 
Models, dice, rulers and Other gaming 
equipment arc not included in the bast. 



In the darkest dungeons, 
there’s only one way to make 
the undead come alive. 
Do you have more unpainted figures than 
painted figures in your collection? Let's 
face it. painting figures is not easy. But 
now, Citadel have introduced something 
to make life easier - Citadel Colour. 

We realise that figure painting can be a 
problem. Enamel paints take hours to dry 
and other pai nts often need to be mixed to 
get the right tone for fantasy figures. 

We did our research and came up with an 
initial range of paints - 18 water-based 
paints made especially for the fantasy 
painter. Easy to use and quick to dry, 
Citadel Colour includes such delicate 
shades as Rotting Flesh and Skull White, 

Available in economy boxed sets or single 
2 the answer 
ee the range 

Fantasy Reality 

C it odd Colcwr i v mint lit r quality mini lively red by Carnes -Workshop Ltd, 
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