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CATALOGS
S — =
available for all core game systems,
Warhammer, Space Marine Warhammer |

40,000 and Man O' War. The catalogs are - pree |
printed especially for U.S. & Canadian off
collectors and game

.ge Warhammer catalog has been
available since June. July will see the Epic
Space Marine Catalog and the Man O’ War
Catalog. In early August a combined Epic

48 pages and has pages representing all the
new pewter codes.

US. CODE NUMBERS 3 .
Please note c.mm M,,.,,mm now usea  we'll et the "Eavy Metal team loose on them and show you the results in White Dwarf.
tem whi

Gretchin with Autogun

Canaie. Al he iniaicees sppeaing n
e

pages of
numbers. mmuy rmm our uuhvg\ k
with your local Games Workshop stockists Citade designer Norman
for availability. ® 9 Swals s e 1.
FUTURE CITADEL R vt e Shadoeevens super

Heavy Tank  and
Leviathan  Command
Cenre. N
and release dates will be
available soon and of
course as soon as we have: [
a photo of the new
‘models we'll let you see
whatthey look like.
Meanwhile,  Dave
s has bee
creating some new Chaos
Titan weapons and three

MINIATURE RELEASES

Some of you may be curious as to why
Games Workshop U.S. has not made
available the new miniatures such as

Dwarfs and Hobgoblins which have

reorganized our miniature codes and

changed over from lead to pewter there

has been a slight delay in what new

miniatures are available. September will

be the release month for all new
i

Citadel Miniatures Release Rack. with a carapace rack of
Havok  missiles, 2 [
Hellstrike canon, and a

Bloodleter barehéad




GAMES WORKSHOP

CITADEL MINIATURES

PRESENTS
New Releases For August

Products listed below are planned for release in the U.S.A. & Canada in August 1993. Games Workshop
divides cach months new products into two releases which usually leave Baltimore in the 2nd and 4th
weeks of each month. These products are available at Games Workshop's own stores, stores participating in
the Chapter Approved retailer program and most stores included on our bi-monthly Independent Retailer
listing included in every issue of White Dwarf.

If you have any problems obtaining these items Games Workshop has a efficient Mail Order Service that
can help you.

PLAGUE FLEET
Plague Fleet s the first supplement for the recently released Man O' War game. It includes rules and fleet
lists for four powers of Chaos, (Khorne, Slaanesh, Tzeentch and Nurgle). Skaven and Chaos Dwarfs.
As in the Man O' War game, this supplement has an extensive magic system for each plague or clan fleet
‘This supplement contains a 72-page rulebook, 32 Chaos magic cards, 8 Skaven magic cards, 32 Chaos
reward cards, scatter and artillery dice, dozens of full-color templates and hundreds of color counters.
Retail Price $34.99
CITADEL MINIATURES WARHAMMER 40,000
PEWTER RANGF
The Warhammer 40,000 pewter range is available at last. 49 codes in new packaging. Codes are more
convenient for you to build units. For details see page 29.

MAN O'WAR SHIPS
In August we have the first of the vessels to accompany the Plague Fleet Supplement for Man O' War.
Nurgle Plagueships, Nurgle Plaguecrushers and Death Galleys, More will be available next month.
SPACE MARINE EPIC PLASTIC SETS
Five box sets - Squat Warriors, Eldar] Legion, Ork Horde, Space Marine Tactical Company and Space
Marine Land Raiders repackaged in uhits for single armies. Retail Price $12.99/box

WHITE DWARF #164
Will include an article by Andy Joned on the designs of Plague Fleet. Also a modelling workshop that

rocks for use in Man O' War. We hope to have a battle report from
Robin Dews on a recent altercation betjveen Citadel's new Chaos Dwarfs and a High EIf army.
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HAS SANCTIONED THESE RETAILERS

THE HOEEIT
6111A YADKIN R
FAYETTSVILLE, NDRTH CAROLINA 28303
(919) 864-3155

* SAT. AUGUST 7TH 11:00 AM. BLOOD BOWL CAMPAIGN - LIMITED STAR PLAYERS
+ SAT. AUGUST 21ST 11:00 AM. INTRO TO SPACE MARIN
* SAT. AUGUST 28TH 10:00 AM. SPACE HULK DEATHWING TOURNAMENT

CALL FOR MORE DETAILS

IT CAME FROM OUTER SPACE

10812-A SE OAK ST. MILWAUKIE MARKET PLACE

MILWAUKIE, OREGON 97222

(503) 786-0865

+ SUN. AUGUST 1ST SIGN UP FOR WARHAMMER FANTASY TOURNAMENT
+ SUN. AUGUST 14TH 12:00 P.M. INTRO TO MAN O' W/

SAT. AUGUST 28TH 12.00 P M. INTRO TO SPACE MARINE

LITTLE WARS

3034 COLLEGE DRIVE

BATON ROUGE, LOUISIANA 70808

(504) 924-6304

+ BEGINNERS WELCOME EVERY MON. IS SPACE MARINE NIGHT 6:00 AM.
+ BEGINNERS WELCOME EVERY TUES. IS MAN O' WAR NIGHT 6:00 P.M.

+ BEGINNERS WELCOME EVERY WED. IS WARHAMMER NIGHT 6:00 P.M.

* SAT. AUGUST 7TH 10:00 MAN O' WAR TEAM BATTLE 700 PTS. A SIDE




CHAPTER APPROVED INDEPENDENT RETAILERS HAVE IN-STORE GAMING WHERE YOU &
YOUR FRIENDS CAN GO AND PLAY YOUR FAVORITE GAMES WORKSHOP GAMES IN

17|
ADDITION TO LEAGUES & TOURNAMENTS AND SPECIAL MONTHI

LY EVENTS. THEY CARRY

THE LATEST IN NEW RELEASES, AS WELL AS A KNOWLEDGEABLE STAFF TO HELP WITH

ALL ASPECTS OF THE GAMES WORKSHOP HOBBY FROM S’
CALL THESE STORES FOR UP TO DATE EVENT INFORMATION.

TRATEGY TO PAINTING!

A BRIEF GLANCE AT OUR CHAPTER

ADVENTURE GAMES PLUS

3223 SOUTH 92ND ST. MILWAUKEE, WISCONSIN 53227

(414) 5410224

CASTLE PERILOUS

715 S. UNIVERSITY AVE. CARBONDALE, ILLINOIS 62901

(618) 529-5317

COLLECTOR'S CORNER

9372 MADISON AVE. SUITE 3A ORANGEVILLE, CALIFORNIA 95662
(916) 987-1979

COMIC STORE WEST

915 LOUCKS ROAD YORK, PENNSYLVANIA 17404

(717) 8459198

GAMES & GIZMOS

211 BELLVUE WAY N.E. BELLVUE, WASHINGTON 98004

(206) 426-1569

THE GAME PRESERVE

1251 NORTH U.S. 31 (GREENWOOD PARK MALL) GREENWOOD, INDIANA 46
(317) 881-4263

SHOWCASE COMICS

874 W. LANCASTER AVE. BRYNMAWR, PENNSYLVANIA 19010
(215) 527-6236

SHOWCASE COMICS

APPROVED RETAILERS IN ACTION!

142

GRANITE RUN MALL ROUTE 1 MEDIA, PENNSYLVANIA 19063 SHOWCASE COMICS (BRYNMAWR)

(215) 891-9229

WARGAMES & FANTASY

5928 W. METAIRIE AVE. METAIRIE, LOUISIANA 70003
(504) 734-1953

WHYTE KNIGHT ARMOURY
#201 10326 - 82ND AVE. EDMONTON, AL T6E128
(403) 439-5299

TIME WARP COMICS & GAMES
584 POMPTON AVE.

CEDAR GROVE, NEW JERSEY 07009
(201) 857-9788

 MONDAY NIGHT IS GAME NIGHT
BRING 500 POINTS OR USE STORE MINIS
« MON. AUGUST 16TH 7:00 P.M. SPACE MARI

THE GAME PRESERVE

 MON, AUGUST 2ND 7:00 P.M. WARHAMMER FANTASY
I
« MON. AUGUST 9TH 7:00 P.M. INTRO TO MAN O' WA

INE 1 COMPANV CARD OR 1 TITAN




SPACE HUL#K

THE COMPUTER GAME

This month sees the release of the first ever computer version of a Games
Workshop game. Space Hulk is the result of a two year collaboration
between Electronic Arts and Games Workshop and the game is already

the

receiving rave reviews in the

e

press,
“‘computer game of the year”. We take a close look at the game and see
how it compares with its board predecessor.

‘When Space Hulk was fist eleased

0 universe, it
pitted Terminator Marines against
deadly ~ Genestealers in

claustrophobic depths of a Space.

strength of his attacks until the last
.

After a long collaboration between  Termindior

‘computer game looks set to replicate.
that original excitement.

165 now been almost two years since work started on what was
0 be the very first computer conversion of a Games Workshop
game. From the outset, we were clear that we wanted more
than just a staightforward conversion of the board game onto
the computer. This has been done in the past with a number of
ames and has proved es than successul. Wihou the actie

quite dull. The strengths of a computer are completel;
differnt 0 those of a boxed board game played with Cadel
Miniatures. A computer works best at presening real action,
with dazzling graphics and sound effects to back up the
‘gameplay. What we wanted to create was an exciting, fast-

y &
perspecive 10 the atmosphere and tension of the Space Hulk
boardgame. On a computer, you can ex

Terminator Marine, listening out for the enemy and shooting
wos

Hammer or a Power Sword,
Show you the viewpoints of the other Termintors in your squad.

The
tha he is armed with @ Power Glove and Siorm Boler. 1/ he ymu,,m.n( Claws. a Thunder

his chances ofsurvival would be much greter. The smaller screens

your Storm Bolc at g shadow i he daoess. Youcz
Toel the tetor s Genesteaersrash oot at you down dinly it
coridors, trying to rip you asunder with their claws.

As well as the look of the game, it was also important that the
depths of tactical and strategic gameplay that are inherent in
the boardgame were also transferred over

d ranged weapons such as Chainfists, Thunder
Hammers and Assault Cannon were also included and that
they performed in the appropriate way. In short, however the
computer game was presented, it should have the same feel
d character as the original game.

Under the careful guidance of Games Workshop, and with
some innovative programming from Electronic Arts, the game
that finally emerged is something we are really proud of, and
which adds a whole new dimension to Space Hulk.




SPACE HULK

As you play the game in real time,
At

s all gone, you are
tapultcd back into the
real time* action and the killing

The Tuctica Map- T primter s breaced: Terniatr 1 i e a

Genestealerand an nidenfied i behind him. Space Marine 3 migh be able 1o hold hem o o it Martae and o0 10
the red dots o the scanner show that more Genestealrs are clsing n .
safety

GAMEPLAY For veterans of the boardgame, Space Hulk the computer game

the opportunity o ry out their

All aspecs of the gameplay are controlled by pointing
clicking with a mouse. Although some of the screens look &
litle complex at first, you soon get used

your squad on a tactical map before switching
Sereen to watch the battle unfold from a Terminator's eye

blasting away at the oncoming Genestealers.
Throughout the game, the sound is handied brilliantly. As your

squad moves forward, there are echoing shrieks and crashes

and the whole Hulk sometimes see

from broken pipes and severed cables crackle and spark as you
dvance down the dark tunnels

alive. Steam hisses

Digitised speech is used 1o instruct you on your mission
objectives and s you play you can hear your squad members
shouting warnings of dany

enjoyed the triumphant
with a Chainfist hacked down an attacking Genestealer in
close combat. There s also a terrifying scream that alerts you
10 the fact that one of your Space Marines has been ripped to

at this!”

As well as all of the scenarios from the original boxe
there is a set of basic missions designed to help familiarise new
players with the control system and a further advanced set of

essively harder missions as you penetrate ever deeper
into the Hulk to secure arcas, retrieve objects or merely
eliminate  specified number of Genestealers. In addition there
are numerous new missions involving one or two squads of

With this
st Space Marine
al of the missions

let alone master them.
The time limits on the Marine player’ tum are contolled on  Space Hulk from Elecironic Ars is vailabl in June for IBM
compaible PC's and the Commodore Amiga” in the Autum.

ersion by the use of

the compu

Frcze Tine™ s ek of Ek «
wo7



CHADEL

NS how to develop and improve your painting skills

WGAA\ES THE COMPLETE GUIDE TO
'OR

KSHOP PAINTING CITADEL MINIATURES

‘The full-colour *Eavy Metal painting guid
for painting Citadel miniatures ever publi
with hundreds of painted miniatures, the guide explains how to
achieve the bri nt results you see in White Dwarf each
month.Whether you are a complete beginner or a veteran
painter, this definitive guide is packed full of information on

N

he most comprehensive reference manual
ed. Written by Mike McVey and illustrated

GROESH
KSHOP]



THE CHAOS DWARF BLUNDERBUSS
By Rick Priestley

e Chaos Duars geneallyfight ithone of two wespons
o eqally desiructive in their v way. The s s he
doublebanded e 4 weapon o

e which can crack open armour aad clave 8 foe a tw.
Toe socond i he Blungerbis, a short ran sed weapon of
devastating effect. The Blunderbuss uses 3 gunpowder charge.
1o fire shards of spked ot he coemy hbough it can aiso

loaded with far more
and s effect is quite different

‘When a Blunderbuss regiment fires a volley the whole zone 1o
ot v lled il spinin cor s pices of o wich
spread out covering a broad front. As the enemy are hit and
D ein e sieing mesl ploughs into he ranks behind

close. Blunderbusses have only a very short range, as all the
energy of the shot i dispersed over a short distance, but within
this range they are deadly

Blunderbuss armed Chaos Dwarfs are also ferocious
hand-to-hand fighters. Their preferred tactic is to give their
enemy a single blast and follow up by charging into close
combat.

GAME RULES FOR THE BLUNDERBUSS
A regiment of Blunderbuss armed troops shoots in a unique
way. The weapon has  range of 12" and the regiment may
only shoot if i did not move: dum 5 movement phase. Work
outthe results of shooting as follow:

htisgga

Draw an imaginary line from the extreme left hand side of the.
regiment which extends 12" directly in front of the regiment.
Now draw a similar line on the right hand side. Draw a I

across to xiends across the regiment’s
entire frontage an
the diagram below. This s the regiment’s fire zone.

Althered
i Dart

Blunderves gt

[

e bekind other

H
g

‘assumed that the ard
‘and add their fire to the volley. The effect of extra ranks of
Blunderbusses is described later.

AREGIMENT OF CHAOS DWARF BLUNDERBUSSES




CHAOS DWARF BLUNDERBUSS

Roll a dice for each potential casualty o determine if you hit It

g0, for cach unit. For example, if there are 16 6 porenial
casualties in an enemy unit, roll 16 dice to determine how

ome cemy argets wil inevi iy e only
within the area.

judgement will be required, as it is never possible to cxactly
measure the proportion of a model's base covered by a
template, 50 if there is any doubt you will have to reach
srement with you opponent o decide the mter with a
further dice ol
Roll

arfs as normal. None of the ususl to it modificrs
apply. except for cover (-1 soft cover and -2 hard cover), This

fire gone messuing from the wnit's fron. then the

Blunderbusses may elect 1o Concentrate Fire on this target
lone. This is bad news for the xarg:l concerned as the
concentrated volley s the most devastating of all.

a concentrated
Chaos Dwarf in the front rank, ank. sopling modifiers only for
cover exactly as described

et 0 o el o st s o8 i e axbiom o
the strength bonuses for ranks as before. If the models being.
fired at consist of a chariot, characte riding a monster,

muliple tagets,andonly isibute it exactly 25 y0u would

ith normal shooting.

Blunderbuss 127 S3+lperrank -1ifss

wptoSSmax  2if S5

FRIENDLY UNITS IN THE FIRE ZONE

raer tha beca e been spcifclly simed a. AS Ths s generally a bad idea a5 you can imagine. The flyn
Chaos Dwarfs. )uvu Bs of o nl’i J' - ¥ g lying
Hiton the ol of ands Claos

Rescive cac it nthe nonmal way using he To Wound chat.

Dwarfs” Blunderbusses does not di
and foe. Itis

scriminate between friend
therefore vital for the Chaos Dwarf general to

foreach full rank o Chaos vt bt s e wpioa

um of 5 (e. three full ranks including the front). Any

Chaos Dvatt in s rank behin e e s o o
poke their weapons forward.

"TAND AND FIRE

A Blunderbuss armed unit can stand and fire against a

any
e L 5o 3 59 e e ‘modifier
applies as it does for hand guns on account of the rapid
dispersal of the blunderbusses” energy. Once you have
cvaplished he toal number of wounds nflced o 2 nit
move casualtes exacly

Proceed with each pm:n(ul larget unit o individual model
uniil you have resolved all casualtie.

TARGETS WITH SEVERAL WOUNDS
Once the total number of wounds inflited has been calculated
remors csulis fom et s cacly s you would for

‘normal shooting from bows, crossbows ctc. So, if you fire at &
umitof 20 Oges of which 16 are e . o 16 e
i reslve the numberof wounds s ol andden remove

per normal. The Blunderbuss armed

Chaos Dwarfs hold thir fre untilthe last moment. Then they

oncentate i o the charging foe in the same manner
ring at isolated

1D for each Chacs Dwar from sanker St e oM

‘applicd 10 troops shooting at charging troops does not apply
for Blunderbusses). Work out wounds and remove casualtes
s normal, applying the strength modifer for a second or third
rank. When a Blunderbuss unit stands and fires it only shoots
atts chargers, not at other troops within ts fire zone, because
ihe Chaos Dwrt wat onlhei coany e s st they
‘absorb all the energy of the shot!

SUMMARY

ot e Soifyomcanct 1. Esablih ir son 12" n from: of the unt cxending
srods you will emove 2 modele ey hav 3 wounds ross the unit’s frontage.
Jjustas you would for bow shots. This m: Obvious, "‘“ " 2. Roll to hit each model within the fire zone. It is
i an casy mistake 10 assume that jus because you rol 4 dice comcricnt o el withcach e it t i, ol
po of its, then
ious! mlvmg wounds and saves as normal. Finally remove
appropriate number of casualties.

CHARACTERS AND MONSTERS

In the case of enemy characters and single models with many
wounds, only one dice i rolledand only  maximum of one:

then both are Mml.lly hit lflhcy lie within the fire zone. In

the case of characters and war machines, each crew member,
homeor
itself are ially hit assuming they li within the fire

200e. This I lfctvely th same 5 1 e e o
chariot werehit by a stonethrower templte which covered

163 monster withseversl wounds, a charactr an
s characer model, o war mchine i s | n
e ol okl i e s e o6 3t Sl targetin

woro

3. Proceed unti all potential hits have been resolved.
4 Chaon D Blunderbuses may ot move an fiein

5. The siren gmolmchnnsllorm(ullnn

todfor o fll anks and  manimum of 5 lnrlhm n.n
which are not full do.

mndlllen ‘sr adjucted sccording to srengh a8

Itis posilblﬂ o concentrate fire against  single target if

itis the only target in the fire zone or if it i the closest

farget. Resolve dumage s you would for normal
ing once to hit with each Bl

e frontank.




-~ Chaos Dwarf
Bull Centaurs

BULL CENTAUR HERO. STANDARD BEARER




Chaos Dwarf
Sorcerer riding
Mighty Lammasu

DETAIL OF LAMMASU

CHAOS DWARF ARMY

STANDARD




CHAOS DWARF MAGIC CARDS
By Grant Williams

over the Tower of Zharr- As Chaos Dwarf So
of the Chaos Dwarfs and  their bodies,
s deep and ancient,the study

he Chuos Dwart Sorcerers Iy seeps into

Neseestsof Hashut. Theirl
ines e magic combices o radice rce
power and destruction

1 was te Chaos D Sorerers o consrccd e i
ape rom obs raisc

Th

Inthe Temp
conclave of el

To make them a lit
c thin card between

SHADOWS OF HASHUT
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HOBGOBLINS

as burly as
Ores. In fact, their whole appearance is thin and sneaky, with narrow eyes.
and mouths full of pointy teeth. The Chaos Dwarfs utilise many evil
Hobgoblins in their armics but don't really trust them. The Chaos Dwarfs
know that the Hobgoblins are despised by other greenskins, and that they
need the protection of the Chaos Dwarfs o survive.

CHAMPION HOBGOBLIN

DRUMMER

HERO
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’S)\VAGE ORCS

Ores cover their bodies with tattoos and

They s g, whaoping snd srcaming 5 sy

attack, calling upon Gork and Mork to help them as they
o the enemy ranks.

AMOB OF SAVAGE ORC ARRER BOYZ.
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North American Independent Retailers Listing
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Note the retailrs lse
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Gretchin with .-\nloonnsi. a c(vmprehcl
Equipment Book, the Codex Imperialis
color burst template: pl
scenic buildings. Also
Mi
and Dreadnought
cards, a full-color
guide to
S nensox avenv | Painting the
BALTIMORE, MARYLAND | Models and
special dice
for moderating
heavy weapons
and artillery
fire.
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ALLIES

By Andy Jones

There are many races and nations in the Old World, most warring constantly with their

neighbours for supremacy or even survival. Some nations, however, manage to

common ground with others, and may forge alliances to promote mutual trade in times
of peace, or to unite as a powerful opponent in times of war.

It is often the case that alliances are hastily formed in
response to assault orinvasion by 3 comimon enemy
ed e

Likewise, Orcs make uneasy pacts with the forces of
(Clisna TR Eloce it together they can crush

uch truces

into times of pem e eyt will g o
from the exchange of resource, skills and ideas.

The Empire, for instance, has an age-long understanding,
with the Dwarfs ofthe Warld's Edge Mountsins, and the
two great nations have learned much from one a
In times o war, the Duarfs come to the aid of the
Empire, and vice versa. Al
Dt e Dot Soalogis i gt 1y oo feees
with the mighty guns of a Dreadnought or the special
attacks of the Nautilus submarines.

Desthmonger howled in fustraton,swashing his Daeron
Blad ntothe deckof he Bloodsi. Wood fragments e n

ol poesh cnh Endsatoos bt oa srest
leader, as Orcs, Chaos Warriors and Dark Elves have no
great love for one. el

As long as there are battles to fight and wars to win, an
alliance may hold, but once the conflict is will
usually fragment and splinter into vi tolenily warriog
actions.

Other, more warlike nations or leaders sell their martial
skills to the highest bidders. Such soldiers-of-fortune
fight anyone for a chest or two of gold. The lowest of

changing sides mid-battle for a few extra coins.

all dirctions,
the deck Gesaring fthe Empire Flect roundin the
eadland, he bellowed his rage 1o the

e 0 el et 3 and

o mell” His hoare shout traveled the length
o

Tobts Warriors assembled on the bridge of

he Chaos
the Amk.p his voice dropped and took on & menacing.

‘Whrv: is the Greenskin? Bring i to e, 1 would spesk

At the other end of the scale are the professional soldiers.
who R
i struck with these warriors, no amount of extr
will persuade them to change sides until 5
fulflled the letter of their contract.

CHOOSING ALLIES

Each Man O’ War Fleet has its own character and tactics
to discover. The allies rules allow you to expand your

riding at anchor under cover o the overhanging clf. The
arcane magics ofthe lets Socerer had protected thei black
presence from detction, so tha ecen when the Empire Fleet

favourite fleets and incorporate other races” ships to
special abilities.

You may spend up to a third of the total points value of
your fleet on allies and mercenaries. First buy the Men O’

ot discavered them.
The Ore Flet should have been on the othe side of the
adland to cut the Empie Flctof, preventing theirescape.

other vessels you must have, as stated in the Man O’ War
Fleet Lists

e

v canvotbuy a ‘Bretonian let thathas
d

Spilled,gold had changed hands and much wine had been
drunk fo form this awfulalliance. And the resut? Here,at
e first bt the Orcs were nawhere in sght. Vicory oas
lipping from Deathmonger's rasp before i eves.

just Wizard, with the
e v s T
Ironclads. Clearly, this is a Dwarf Fleet with an allied
squadron of Buccaneers. (And as a Dwarf Fleet, of
course, itisn'tallowed to have a Wizard)




MAN O' WAR - ALLIES

0 prevent confusion, the special rules for the parent
feer always take priority. An Empire Fleet with Dwarf
allies may have a Wizard and cast spells as normal, and
because the Dwarfs are alis, thir abilty to dispel
magic will not operate. Similarl arf Fleet with a
single Greatship ally may not hav e isad o
Duwarfs'ability to dispel magic would now apply.

Itis important, therefore, to declare the type of fleet you
are buying (be it Empire Dvwirtox \\‘hals\ﬂ] buy the

Who can ally with who?

The table below shows you which race s you can ally
with each other.

To determine if you can choose allies of a particular race,
cross reference the parent fleet’s race with that of the
allies you are thinking of buying,

1 the resuti  Yes the chosen racewill ly with you

pend up toa
S of your points o alles and mercenari

‘The Admiral of the combined fleet is always of the race
of the parent fleet, and starts the game aboard a Man O'
War of that fleet. So, for instance, an Orc Fleet with
Chaos allies will have an Orc Admiral onboard a Hulk,
and not a Chaos Admiral on a Chaos Man 0" W.

Finally, remember that when buying alles for your fleet,
the allies themselves must conform to the normal ratio of

ship types in the fleet. In other words, if you cannot
normally have more Men O° War than Ships of the Line.
in your fleet, this rule still holds even if some of the Men
O Warareall

For example, if you had a Dwarf Fleet with Empire allies,

you couldn't have more than one Man O War for every

two Monitor Squadrons you had, even if some of the
O’ War were not Dwarf vessels.

are likely to send
troops or ships to your aid in times of war. You may
choose any ships from this race’s Fleet List within the
limits already outlined.

If the result is a “No’ the chosen race will not ally with
you. They are age-old enemies, sworn to destroy you
and everything you stand for. There is no way that they
will ever stand alongside you in battle, except o stab you
in the back at the first opportunity! You may not select
this race’s shi les.

If the result is a “Maybe” there is a fair chance that the

chosen race willally with you. They hold no particular

loyalty or friendship towards your nation, but neither do

they hold any enmity. If circumstances dictate, they will

join you in battle against a common enemy. At the start

uHhu battle, if your opponent agrees, you may choose
ships from this race as alies.

save [N R v

MAN O’ WAR ALLIES TABLE

Owrls  Ebes DarkEhes Ocs Chaos  C.Dw.

e [N o N T -
i I I TN T T - -
- | | - 1 - Ty o RS
el = | = [ ] |
Yo --------- 3

[ [ —

Empre Bl Prales Staven Norse

Mayoe

Mayoe

C.DW. - Craos Dwars  Bret. — Brotomnians




MAN O" WAR - ALLIES

1If your opponent doesn't agree, you may still buy this
race’s ships as allies, but must then roll two dice and
consult the olowing abl tth tartof each bt to
sce when u have decided to buy
e an oo this table you st abide by th resul.
1 your allies do not turn up on time you will have to
fight without them.
Roll Allies’ Loyalty
2 Your allies arrive late. Roll 2 dice; they arrive
that many tums after the start of the batte.
35 Your allies arrive late. Roll 1 dice; they arrive.
fer the start of the battle.
612 Your allies arrive precisely on time and ready
for battle.

If you have a number of different allies i your fleet, and
“Maybes',

Forinstance, you mightlike to ﬁp« a battle between two
Empire Fleets. One could be led by a renegade Admiral
who has fled the Empire, while e ot could be the

him to justice.

MULTI-PLAYER GAMES

Itis possible to fight a Man O" War battle between, say,
four plaves with two layers  side whereexch player

o acs ittty s aac e (O o v
for instance, never fight alongside each other.)

You can use the Man O War Alles Table to determine
which nations may fight on the same side; any nati
e g e Myt et o okl ey ﬁy«

ply sep:

table for each race that you ally with,
squadron.

Allies of the Same Race

‘The only races in Man O" War that will readily fght

amongst themselves are Orcs and C

instance, two Orc Admirals may fght e

coastline, or two Chaos Fleets will clash for command of

a trade route. Indeed, two Chaos Fleets or Orc Fleets may

fight justfor the joy of a good fight!

Orcs and Chaos aside, other races will not fight amongst

themselves. They are usually far t0o hard-pressed

fighting off their enemies to split up into factions and
fghteachother. Evenif diferent Adrmirals o he same

race do not really gt on,they will make an uneasy

alliance for the duration of a

. In other words,

So, forinstance, you could fight a four player game with
the Empireand Beetonnians o one side as an Allied

Feel againta combined forc of Orc and Dark Elvesas
another Allied Fleet

“We can take them 1y Lord.” Saardis Vaarn,
a-—-qwmunu,ny.kw
the approacing Empire

Nt o ek it e Orcthing. o Drsthmong
A pact has

At that moment, o iron-cld warriors marched onto the
m...-—-ep_m-nuum‘mhm

allies of

you and your oppon
the same race, or have fleets of the same nation, then
they will not fight.

To resolve such situations, look at the Man O" War Allies
Tabe If one ofthe patent fleets gives “Maybe’ result

Shoved i forward roughly.He turnd and snaried, dealing
-—.u——--a-q--.m-.‘

for sfey and your et

with the alles”race, and the other givesa Yes'result the o e it s hie, e s i
Pinyer saho get the ~es' gt thealis forthis bt “Ugrak Headclorwer metloan,”groied the
The other player's alles will not fight. -,,,_,.._- ‘P

For instance, if an Empire Fl hting a Bretonnian il be. Belce e it wil .~
Fleet, and i

as follows: Saardis Vaarn called urgently beckanin tewards the last

Looking at the table, the Empire gets a ‘Maybe result
with EIf allies, while ians get a definite ‘Yes'
‘This means that the Elves favour the Bretonnians,

will side with them if both fleets have Elf alies.

This doesn’t mean that any EIf allies chosen by the
i thal

do not turn up at all. The Empire player must either
A lete Empire Fleet,

Jewsips pssing the esdland.

* Dothmonge i s Hck lade. s ces o thro
" the visor of his arkclm, smallred pin pricks tha flamed
with the fires of hell. The Orc grinned as his axe began
swinging et and right in gliteringarc.

1 i, ou di, i metlman.
D‘mjﬂﬂﬁ“n—i—'ﬂlwlﬂ.

ally with.

w-ﬂqumu‘lkldyﬁﬁu
sl sccond, ll swingng s e, bfore bucling

The only

ies, or if you have writ
pecial scenario about a war A i et
Admials o the same race.




MAN O' WAR - ALLIES

In terms of initiative and turn sequencing, the battle is
sill lects, not four. P

If you are using more than one Chaos Sorcerer or Grey
Sccr you must have one deck of Chaos Magic Cards for
Skav

ach s who ol for
their Allied Fleet, and in which order their squadrons
move and fight, We suggest that within each Aled Fieet
youtake it in turns to roll the dice.
o: course, in  batle o thi ize,you will need t doble
he points available per side, so that in a game with
wmmd Fleets, each with two players, each player still
s 1000 points to spend. This means that each Allied
Freetis 2000 points ivoul

Magic in Multi-player Games
If you are playing a multi-player game using one set of
Magic Cards, then there may only be one W,

to make one big deck,
addmg one deck to the pack for every two players in the

In this case, each of the ‘sub-fleets’ within each Allied
Fleet may have a Wizard, and each may

one spell per turn and dispel one spell per turn. Once
you have rolld for initiative you will have to decide
which of your W,

the g wen
\‘hg) Cards for each Grey Seer in the game. Like normal
Wizards, each Chaos Sorcerer or Grey Seer must keep his
spells separate, and each may attempt o castand dispel
one spell per tus

Ap-fay-rnnv/rwlkhﬂmkﬂkyldwlk

Gl t the i O corpe,Dostimngr g s
o, brking e

“Your lord comes too late for you, greenskin. Noww your soul

ilongs to Kiorne”

Grabbing a lanyard, Saardis Vaarn lithely swung across
onto his wating Hellship, which greedily urged is way

incoming spells, ec.
Note that you must have a Wizard Card for each Wizard

“To batte” rsred Deathmenger. “We go to bttle.”
Occupied by the Orc Hulks o thei foe,the Empire flect

i the Allied Fleet, and gic Cards

separate from each other. You may not swap spells
betwee

n Wizards within the fleet!

he clifs unti it s fartoo late.




TURN SEQUENCE

1. INITIATIVE PHASE

“The player with the initiative chooses one of his squadrons, or a
Man O’ War,or an Independent vessel, and then moves and fights
withit

‘models on the tabie have moved and fought.
A ship may make the following actions, completed n order,
before moving

1 MOVEMENT
2 COMBAT AND DAMAGE

3 RAMMING

re-rol.
Changing The Wind: The wind changes clockwise one position

its template. Before moving a ship, declare which method of

MAGIC PHASE

S
works, his opponent may attempt to dispel t.
The second

8 Templae: The tuning template i used when
turning a ghlp, whether oars o sail. Full
ks fp g the euring ot ar prinied

‘Asa ship tums it moves 2" along the turning template. A ship can

Toe.For cxampl, a ship with a move of 6 may make 3 turs.
Once a ship has made a move, it is committed. You may not
change your mind or reposition it to avoid colliding with

player attempt to dispel i
WIZARDS

- .
sail, one of which is printed in brac}

et Themumber inbrackes
i the shipsarts it tum with he wind

either. Bright, Jade, Amethys, Gold, Amber, Celesial, Light of
Grey

Magic Batle
Cards  Honours
1

2
3

2
N
6

CASTING SPELLS

the wind, it mym.wummmm.mmlmrms
intothe wind,ready fo move )y next

Pt Rl b e
und i the hip moves in scaight e and ey

e ing under oars, a ship can either use the turning

spot,a tum
half aship's move, while afurn of between 90°

To cast a spell,
casting number r\smquhtd i you have a Wizard Lord, you may
add a 41 10 your casing ol

ﬁumﬂywmlmnﬁm-pdlﬁmhme

DISPELLING MAGIC

Backing Water: Some ships with oars may make a backward

List
Ramming: Some ships have rams and may make a ram attack.
Bips tataeable o do i, and e deal of e sk, ae

nd
least the last 3" of s move must have been in a straigh line. The.

atthe bottom of your Magic Card).

itha

it
yenmay.dd»linywmdi.weholl

1 he incoming apell s o the same colour as yous Wizrd, you
e e he g gt

Roll  Damage
12 3 points of below the waterline damage.
56 1 point of below the waterline damage.

itis discarded,




Collisions: I your ship hi
“The ships.

another ship, it may

1 the Wizand and

half of its move.

(COMBAT AND DAMAGE
it may fi

BOARDING ACTIONS
Once a ship is in contact with vessel,
resolved any shooting and rammin, s crew may attempt o

once per turn.
Firing Your Cannons: Most weapons in Man O War have a 9”

s e e e e
‘Your opponent does the same, adding +1 to his roll for

hip ied in
by
To fire at an enemy ship, use the following procedure.
1. Nominate your target.
2. Check it s within range and line of sight.

totalloses 1 crew counter.
f you won, you may carry on att
procedure, and 50 00 If you lost, o the reoq

, repetingthe above
a draw, your

off, o whether he wishes to take the initative and
s stk you o e v e dfeer e ey

T st ol apty o e To capture 2

ship,

6. Apply any d
if necessary.

Ph
freis

the Close Rany wching your

direction your canmons ie (yous Feet Li shows yon the
iimatin.If e range rler ouchesany part of Your arget,
s within ran

v ifonly parally. I o of your wn k. or
the ljct s cose han you nended Pyt it
-mumamg open fire. Once you have checked to.
e enemy is within range and Tine of Sight, you may
decid not o freaer sl

Aiming High Or Low: Some e 0)

of
the player who captured it

template than the number indicated on it

THE END PHASE

'During the End Phase proceed in the following order:

e e g o o s

set-up in this way,
high or low before you nptnﬁn

ships s touching the wreckage.

‘Opening Fire: You
e e cawton Ve open s, coll that many

Any characters clinging to the debris are drowned.
'y

dice. The number or rolled sh

nemy ship you have i I the enemy ship does ot have a
you roll

Feg s i Tal

(Dumny!hipywhavaht,v
ing roll for each I

straggler

of their squadron.

template.
roll o determine his final total
Range Modifier
Close. =1

=
touching the scutted vessel on which they can be placed, i there

Remove Counters: Remove al ‘o movement’ and ‘no firing’

L the shot

the water, you may discard any Magic Cards you do not want,

When a location is hit and fail . itis usually
Y i)

Some ocatonscn take mrethn on i, s indised by he

value of any enemy ships sunk or captured and for any dead

B nplat
destroyd unil l the suareson tht lcaton have been filed

with a damage marker. The effects of destroying a location are.
printed on the template.

Critical Hits: Once a location has been destroyed, any further

table which is on the small card sheetin the Man O' War game.




THE CITADEL WARHAMMER 40,000 PEWTER RANGE

%

2 The repackaged North American Warhammer 40,000 range is now
available from your local Games Workshop retailer. The core
range is listed below and is now packed 2 figures per blister (for
most foot figures) for $4.99 or $5.99. Check them out soon and
ask for a FREE copy of Games Workshop's new 48 page miniature

" catalog covering Epic Space Marine and Warhammer 40,000.

501 Space Marines | 8015 Space OrkOdd oy suz8 Bdar HovligBansbee  $199 8041 ChaosHeavy Weapons
802 Space Marnes . 8016 Space Ok Grchin 8029 Edar Heroes 012 e FeldArlery
8004 Space Marine w vy Veap. 8017 Space Ork War ik 130 Edar et s 5013 OekHeavy Weapons
8005 Space MaroeHerocs 8018 SpaceOrk Md By 5051 EharDreadoughs 5044 imprial Drcadooughis
8006 Space Wobves 019 Squas % 505 Ok Warvelicks
507 Terminaons 020 SquatBikes s G 8046 0k War Engics
5008 Close Assault Trminators 8021 FidarHareqins 8051 Impertal Gard ks
8022 hdar Guandans 8135 Ogrys
023 Edarswoopiogavks  $599 8036 Genestaers 5049 Imp. Marine Landspecters
8011 Space Maroe Bikes S02i Edar Dk Reaper 057 Tyraids 8050 Chaos War Engincs
8012 ChaosSpace Marnes 8025 EhdarDie Avoger 038 Peronalies o9
801 Spac Ok Boyz 599 8026 HdarFire Dragon 030 Squtheay Veapons 8599

8014 Space Ok Bosss & Rz 5027 Fhdar Stiing Scorpions. 8040 Impersl GuardHeavy Wesp. $599
P i




ILLUMINATIONS

Mark Gibbons is a 27 year ol id Welshman who
dropped out of Art
hard rock band and

Workshop in
studio teas full-time artist in thnun
1992,

self-taught, Mm. s artwork displays a unique vision of the
dark and brooding workds of










‘SKAVEN STORMVERMIN

'HOBGOBLIN WOLF FIDER.

woss



‘SKAVEN GREY SEER ‘SKAVEN CENSER BEARER

‘SKAVEN PLAGUE MONK ‘CHAGS DWARF EARTHSHAKER CANNON

woss




WARHAMMER CAMPAIGNS
For experienced players, the campaign is the logical progression
from fighting one-off battles. The Mighty Empires game is designed
to link individual Warhammer battles into a full-blown campaign
between several players. Rick Priestley explains...

1 am often asked if there will be additional models or rules

the boxed
fantasy battes, where cach play
of an amy piting his wits ngamsl an enemy
his forces. At the end

loser, one army
ignominious retreat.

 general and
u have a winner and

Vicriow 4 smoter s, in

‘The challenge of generalship, of assembling a potent
i i el s i o
in tself. Indeed these abiliies don't always come easily
even after years of experience! How

end of the road by any means. For experienced Warhs
players looking for a fresh challenge there is the campaign.

asues
WORISHOP

SWEEPING CONFLC

In a campaign, cach player represents a whole nation, with
2 many amis 5 recruit and with an imperial
treasury 10 spend on military adventures. Unlike the battle,
which is won or lost in 4 single playing session, the

campaign can last for weeks at a time — even longer if you
van i o, Over several game tums epresenting yers of
7 time, o wil 920 Yo coplcs Expand, yout amics
e bl ot of e ey ot sl = e

‘conquest bring riches into your capital

By means of moving picces around the map, you'll be able




MIGHTY EMPIRES

Following on from last years release of the the new boxed

ail Order department, where fastened on the

in the evenings. The plyers have mouned the map omio 2

laid flat), map pins designate th
instead of the usual plastc pieces. Amongst the sounds of
frenzied packing and the cracking of the lash, the dribbly
Mail Order Troll, lay crazed plans for conquest under the
gaze of that map!

THE MIGHTY EMPIRES MAP
For those who have yet 1o take part in a Mighty Empires

campaign, the game is fought out over a map.
represents a fantasy world, o world created by the
players it could be an obscure comer of the Warhammk

Workd f you want fo think o it a such. As you can make
ke maps quickly, it is possible to create a world

S g e fying battles without spending long
e, In i, waling mepe 1 v of 15

over. The Mighty Empires game describes ways in
h the tles can be amnged cither by one person or by
several players together
the map unfolds before you, the locations of capital
i il o el = i Jocmlons b Fge]
the s themselvs. Copil cies are where the
players begin il city and 15 surounding

counters which are provided in the game itsl
locations have been described at various times in White

Duar ad 8 rane of metal model s avlable o epresent
‘These extra models, some of which are shown on the

where you can summon the aid of the gods and
Oncs ech plter b chosen s poyaed s Tl he 5
ready to make plans for world dominati

THE GAME UNFOLDS

A payers ambiions will usualy cenve around rapid
expansion. By exploring new territories you can build up a
Spravlng capire, with e citics, vlages and 3 vast
popultion to et nto your amics, The bigger your
i, the more money comes il your imperal offers

by way of taxation, and the more nd on raising.
new armis. Simple. caough! Howercr, remember sous

room_enoug!
without_coming into_conflict with your neighbo
harmonious state of affairs never lasts very long. Soon you
will have gathered al
your empire and borders will have to be
betwecn you ad the adining plyers. At tis pont you
will have 10 play carefully, especially are several
layers involved, il willing 1 conspire gainst you if
serves their interest.

Armies are represented by counters called banncrs, each of
which represents somewhere bet

be battles, as rival players clash over dispued teritory
When two armies meet the rsling confle s
played out s a Warham sing

ide of history by some oustanding decd of
lou Al this s part o h Tasciation of campaign in
which the resuls of your battes influence the entire course
of history and determine the fate of whole nations.




Mighty Empires is not just a complete campaign system
for Warhammer players, it can also be played as a game
in its own right. This page shows some of the growing
range of Mighty Empires models, including some of the
plastic models from the game itslf.

THE MONSTER
STONE THROWER

¢

THE GIANT
BATTERING RAM

s

L

STONE CIRCLE

IEGE TOWER

‘GREAT CANNON

B

TEMPLE, SKAVEN SCREAMING BELL MINE
GREAT WALL FORTRESS
SHIP SKAVEN BANNER DRAGON HUMAN BANNER




MIGHTY EMPIRES AND THE NEW

Mighty Empires was first published some time before Ihe new boxed Warhammer game and

was originally design for use with the old, book vers
almost no difference to the game except fo a few details which are discussed here.
new Warhammer players shouldn’t feel daunted by exploring Mi

‘Warhammer. However, this makes
Certainly
t Empires for themselves.

The following rules amendments will be of interest to existing players of the game, and of
course, to anyone who is planning to start a Might Empires campaign soon.

THE REALM’S ARMY

The Realm’s Army s represented by a number of counters
between 500 and

normal, but don't choose the acwal armies untl you
come 1o fighting @ batle.

For example, your 1200 point banner of High Elves comes
ino conft Vilh a 1500 point banncr of Orcs — you
choose. 1200 poinis of High Elves from the Wadhammr

i it ant poue opponent chooses 1500 ponts of Ores

re practical way of fighting a battle, and ensures
har gnm:\ are always reasonably balancy
WAR AT SEA

With the release of the new Man O° War game, it will be
possible to fight engagements at sea rather ths

cach Mighty Enpies sip couner represening. say 1000
points worth of Man 0" War ship models. This allows you
0 play a pmpﬂly ogested campaign with maval acicn a8
well as land force

RECRUITMENT

The rules given for recruitment are not used if armies are

chosen only as and when encounters oceur, as. already
described. Choose your army from the Warhammer Armies
list as you  would for a batle. Ignore the rulebook section
on revising old units, characters, recruiting mercenaries
wd recuiing alle. When your
immediately

r o the batle, you caniclde i oops,
charciers, and allcs 35 defined Warhammer
Amies list.

ASSASSINS

The Assassin table describes how specific characters in an
amy can be slain. As the revisions discussed above do ot

woss

allocste speifc characiers o speifc bamnen, you must
i

ample, a roll of 4
s ot will rduce the sk o the baaner by D %
100 pois

FIGHTING BATTLES AND
DURATION OF PLAY
The Mighy Emprs s suggest llowing wp b0 16 D6
twms to represent a W “This is a bit on the
ong side 1o pm ' ik, e, i s g that you
allow up to 6 tums as described in Warhammer — or agree
how long you are 1o play for yourselves.

CASUALTY RECOVERY
OF CHARACTERS
‘The Mighty Empires rulebook describes how your specific
may be obliged 1o spend time recovering their
re troops

and Teclis, specific Elector Counts of the
Empire. Grom the Warlord etc.

Obvioualy it i bt poculr toallow players to hoose the
same . for example Ty

banner, but it does seem sensible to rule that the same
charscer camnot e i two places simuaneously. |

ctice this means that when you are fighting two battles
in the same

o Yo con oy o e e  geific

individual in one b Of cour

docsnt stop you using your characer models (o —
wizards as is convenent

Rules for Batlefield Damage. Routers and Booty in the
Tabletop battle section may be ignored as all these assume
2 cominuous record i ept of the cotnts of each army
‘The rules for Prisoners may be used for specific character
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“PAINTING GUIDE
By Mike McVey

This month sees the release of the long awaited *Eavy Metal Painting Guide.
n:

This book is the most comprehe

e guide o collecting and painting Citadel
of

ever i

inting lore collected

over the last ten years, bound into a single volume. It covers everything from
preparing and painting your very first miniature, to the wonderfully subtle
techniques used by The Eavy Metal Team.

‘The *Eavy Metal Painting
Guide is the first volume in
a series of painting and
modelling guides that we

demanstse ool the sbsolue bas techaiques. The Eavy
from the complete beginner
0 :xpm:m:d ‘Golden Demon entrants. By writing the "Eavy

etal guide.caters for everyone,

Keep going back 10, not only (o refer 1o and learn new
techniques, but also 1 act as 3 constant source of inspiration.
You never stop learning. After a professional
minatur paiatr n te Games Worksbop stadi, I'm sl
constantly discovering and being shown new and varied

technique only by the other miniature painters in the
Stuio, bt s from events ke the Golden Demon Award,
e s o the s piers i e wokd bl . By

collecting and compiling these new methods and techniques
and sharing them u.m ' wide andicace, I'm bapiag that

‘general will be raised.
“The main bulk of the "Eavy Me 2 Guide i splt nto
scctionstht concentrate on diffret (ypes, o cven a7
parts of miniatures. These sections include armour and
weapons, fur and hair. patterns and decoration. mon

appropriate miniature, and wil apply cqually to
peiming  Beasunan e e fo el on s Space Wit Lord

Many of the sections have *Eavy Metal pages included within
them, packed full of photographs of painted miniatures that

Epic troops and tanks. These pages are there not only to
onstrate how particular techniques work in practice but
Will Ropefully inspie heginners and xpeienced paimicrs
alike.




invaluable reference. g for anyone who is collccting an
army. Not only does i deailed siep-by step guide on
painting the " oopers, but it also skows = oait leader or
character figure for that particular race. The reference guide is
ot designed to give you every piece of information that you'll.
need to paint a particular army, just a starting point for the
‘most common troop types. This will hopefully give you a fecl
for the colour schemes and markings of thatrace and also give
you the confidence to g0 on and paint the rest of your army.

e also included two full pages of banners for you to cut out
and use on your miniatures. One page is full colour and the
‘other has black and white line drawings for you to colour in.
The banners section includes detailed descriptions of several
different ways of painting your banners. Both of these pages
are blank on the reverse side, o you won't be losing any
Valuable information by cutting them out!
I've tried to make the "Eavy Metal Painting Guide as valusble
X el Sl s of
techniques, personal tips and of course photographs of many
painted examples. Hopefully it is a = volume which wll serve
every painter, whether your interest s in painting individual

PAINTING GUIDE

for years to come.

the *Eavy

the first book in & whole series that we have phnncd for the
next couple of years. We haven't made any definite decisions
bort el subjects that would make imvaluable
guides,

THE WARHAMM'EII 40,000 PAINTING

r wmo ing G\nd: will concentrate on
plmnng the wide variety of miniatures found in the game.
will

sbou how b paint vy race i evey trop 73 found
within the Warhammer 40,000 Universe! That's exactly what
hewllmlngmdo—pvwdz.lwmbuk\hﬂwﬂlmﬂ
over sigle Watammer 4000 payer by providing in-deplh

and cach section will start by Ioﬂkmg at the characteristic

*Eavy Metal Painting Guide — stage-by-stage guides ©

painting specific miniatures, ‘Eavy M erer

and inspiration, and more pages of cut out banners.

For the future we are considering other guides t00. One of
s Scenery and Modelling Guide, which will show

how to build your own gaming table and kit it out with the
i that you sec in White Dwarf every month. Then

there is the Epic Painting Guide which will contain detailed
information about how to paint Titans as well as cvery sort of
will be an

ke Tg el VikecA kb from e

ining tnd Coversion Guide-
g
compiling part from different L il s rance
more advanced paining technigues that willraly make
characters and display mini

Allin all it's an excit

Rooks hat will epetuly be Tl i of et 1>

st e ters throughout the world. The first book in the

series, The "Eavy Metal Painting Guide is finished and already

snisighlh pages of White Dwarf for more news
the others are progressing.






contains an exciting selection of finely
detailed plastic miniatures for you to
expand your Space Marine armies.




THE BATTLE AT THE EAST GATE
OF KARAK EIGHT PEAKS

Karak Eight Peaks was once the most powerful of llthe holds
in the southen part of the Worlds Edge Mountains. Its vast
hall d

“The East Gate of Karak Eight Peaks lay several n
Death Pass, through a broad side valley v I i

the Dwarf realms. Only the newer and larger hold of Karaz-a-
Karak was richer and more renowned. B k Eight
Pesks was acontd the o respct i was the ler ofihe
{o tronghold. The peopl of his ancient had were
descendefrom some of the ey ey o
‘Ancesor Gods n Karak Eight Peaks fell it
was a sorrowfl day fo th Dwarts. Many inbabitants died
defending their hold, but some fled 10 seek sanctuary in the
north

stones and tombs of Dwarf ancestors.
The Dwars advanced in bt ormtion ally xpectng an
attack from the stcep mountain,slopes red
inously above the old Dwarf road. The East Gate had been
Al G of yearsbefere 4 place where 8 loog ridge
Fan down into the valley causing it 0 narrow 0 a
yards orless. Here the Dwarfs of antiquity had built their gate.
once a vast and impregnable fortress but now litle more th
7l of e trongh i therosd il eI ot e
gt and conneced (0t by a high causeway was a all g

once powerful
realm became the lair of Night Goblins and Skaven. The
descendats o Lum, the et King ofKark Eigh Peaks, made
what plans they coul Tost realm, but it was not
P
any seious tiemp t feake the hold. Afer seveal teble
deeat, and wany Tt geneations of prparatio, the
Belegr led a arally sucossfulexpediion

rechim his inherance. He drovethe Night Goblis from e

s onth suface and rccupied the oldctadel. Befoe the
Goblins could regather their strength, the Dwarfs refortificd

expeditions into the surrounding mountains and underground

B e B AN 0 Dt

10 reach some of the old mines and recover many

e S s b e PO expanding

hcir contrl beond the iadel The urrounding e
below remain in the hands of their enemics.

Dvact v ke o ppene g s o i

sides by hostile Goblins and from below by the Skaven.

Inan atpt o b i deatlock King Belegar et word

© his +Karak 10 raise reinforcements

e 1o i . The ki’ oldest relative, Lo Dursgr

immediatly set about gahering an army 10 march south.

Duregar’s forees were somewhas buricdy sssembled, =
Hurga

s commanded the spproach dowa

the valley Almﬂngh partallyrined.the wahiower had been
Night Goblins. As the

towards the gate ey saw that the watchiower was held

against

As the Dwarfs marched onwards Orcs and Goblins emerged
from the rocks along the valley slopes and closed in on cither
side. Behind them a group of Orcs moved up to block the
Duars escape. Durgar's amy was surounded by ocs o
all sides. Stones from a rock lobber perched on top of the
atchiower began o fll amongst the Dwarfs. denscly pcked
ranks. The Darfspushed forward guickly, pnnin teir
hopes on breaking through the East Gate and reaching

il beyond.As ey approsced the s r‘nku!\\yﬂ

G masi v s g s

niring bl and chos. Lkt pping o by lurched
craily towards the Dwars. M

sshow bols, some whied away and mised the Duarts
Shopeher, bt Some made contac Kiling many Dwars before
Colloeing from czbmsion,
‘The Dwarfs advanced. The Night Goblins in front were casi
diven away, butustassoon a3 o
Dwarfs caught sight of the
intohold “herm. Night Gobin archers mined arrows down

the watchtower. Black-fleiched arrows hit Dwarf and

Black. The army moved south along the wesem dge ol the

Words Edge Mounan. The army wee ted by

oo and ot s e On sy o . Do of e e
1 Dog Pas

regar
South towards Death Pass and the East Gate of Karak Eight

woss

Nigh Gobln ke bt the sy coicd om shootizg
hurt done to the

'meg\ Jooked bleak for the Dusarfs. Over halfoftheie army

had been destroyed during the initial rush towards the gate.

“The Goblin horde seemed hardly diminished. With typical

Dwarf stubbornness Duregar led his troops up onto a small

‘mound, the remains of an ancicnt Dwarf tomb, to make his last




stand. As the Dwarfs steeled themselves for the inevitable:
asaul thers was o esplosionand the gaeway b par
in a cloud of dust. As the dust cleared unw saw
Do ik i e T ot
Right Goblins scatterc leaving ks of dead in tci wake. It
Peaks. They
had advanced castwards from the other side of the gate and
destroyed the unsuspecting Night Goblin rear-guard before
blowing the gates with gunpowder.

The Night Goblins and Ores were thrown into disorder. The
Night Goblin warlord, an evil and twisted creature called
Starsik, wched from his vatag oit s the valleyand
Saw his army begin to waver. For the Dwarfs it was a much
noedod eapt. Thee two forees Mt acios o a o blood and
green bodies. Forming into  huge and solidly packed square

jove steadily back

how few Dwarfs were left. Stones from the rock lobber
smashed into the Duwarf column and arrows fell amongst their
ranks.

Many Dwarfs stumbled to the ground dead with Goblin arrows

cabedded Ul S SRR SR i OO
unleashed upor

Killd by Troll Slayers whle atbers an wikd snapping a te

Night Goblins, biting off limbs and heads before vanishing

mashing through the few Night Goblins

Lord Duregar and King Belegar

Dwarf

headed west. The

THE BATTLE OF EAST GATE

column all the way to the citadel, but thanks o their heavy
amour there were few more casualties. As night fell Skarsnik
was master of the battlefield, but Duregar and Bel

net.

The Battle of East Gate went down in the Dwarf annals as
great and heroic adventure against overwhelming odds. The
Dwarfs could never have won the batte, but they came about
as close as it was possible to get. Perhaps it was foolish of
Duregar to fal so easly into Skarsnik's trap, but when it came

day. The Dwarfs were unlucky to find themselves facing one

of the most cunning Night Goblins of al time. Ordinarily the

natural \ll«uvganh:mm of the Ors and Gobiins would have
enable ar to move his army before the g s

i e e o
e oo aouslla, s 6 ek ACORk of i o

echiqwee,the Dwarts found thcir cvery foostep Sadowed
 thei every move bl

The Dwarfs lost many warriors in their attempt t0 reinforce
Karak Eight Peaks. On balance, the new troops more th:
‘made up for the losses incurred, and any immediate threat to
ihe el was remove. rerhe followin yeas e Dvars
able to mount several successful expeditions into the
pisioesiscgs r of great treasures
i discoverd s o the old s o the kings. However,
they were sill unable to expand their teritory any more. Karsk
Eig Pea  maion .ot comaolid 7 Skarai and o
aven, while the Dwarfs are nothing but 3 tiny enclave of
— hostle and.




‘THE BATTLE OF EAST GATE

FIGHTING THE BATTLE OF EAST GATE

‘The Batle of East Gate is particularly interesting because it

are even more unbalanced. In the actual battle the Dwarfs
d,

way - On op of Dwart
wall which then continues 1o the southern edge of the valley

nik's rear- ted them earlier? You can
iy g ynlnsf.lf " answer hese and other
questions, compare your st that of the

wn performance
Commanders ofth day. and fnd ou f i youcan seve Kark
Eight Peaks or destroy the Dwarfs fore

THE BATTLEFIELD
et p your able area s hown o the accompanyin batle
‘maps. The action takes place along the old Dwarf road which
ons st to westsloug 8 Heep-idedguly. The or ad
south table edges represent the gulley si
Stcp for the Dwarfs 15 move tato and ="=cx|v=ly Tioek
‘movement, although some of the Goblin forces are hidden
among the rocky slopes at the start of the bl

ige
Death Pass. The western edge of the table leads off towards the
citadel some miles beyond.

98 the tabletop in some way. I you kv suiabc model
g Bt s may b improvise
Decaiie e socney i quie wnusua. The mos imporant

represent. If you own one of the Citadel Mighty Fortress

ideal! If you don’t have a Mighty Fortress then you can
improvise using  line of low boxes, or even cardboard. All

also tricky, but once again the. comes o the

scue, as one of the towers is per'ecl Tor thi por pupose
Ahernatively you can make yourself s tower (always useal
tems t0 har cardbod b
e remaining features re simple.‘Th old rom where
‘Duregar makes his st stand is nothing more than a roughly
circular hill. The path of the Dwarf road does not need o be.

B2 e s a0 o Low M1 o
represent the ascending valley sides.

ize of yousbatlefield st of paramount
importance, it s importan that a reasonable:
distance from the enemy rmmm...m.pmmy His
about right. This gives the Dwarfs a

Ores time to fire their sone thrower.

BATTLEFIELD MAP




THE BATTLE OF EAST GATE

DWARF DEPLOYMENT

DWARF DEPLOYMENT MAP

The Dwar forces are divided into two: the main force under
Lord Duregar and the forcefrom Karsk Eight Paks Jed by
'y

1n the actual battle King Belegar and the

relief force. blasted
gateway, having previously been hidden
from armies all

o e o-pultial the
it of surps

). Roll a D6 when King Belegar's
force appears:

D6Roll _ Dwarfs appear
4 The Gateway (west)

6 Ancient Tombs (south)

THE GATEWAY. The Duarfs pour ont the batefeld
e ity disposing o Nigh bl g s
blasting trough the East Gate o wall with gu

the Dot
o deley wihia 4o cemyops exept for
mnn s which s momaically removed f ey e

ny troops that cannot be

g that the king was al
gate from the other side, bu in the leﬁghl the Duar player

Side of the gae and may move through in subsequent (.

Knowstht this i likely to

T Dot may st mov i e o which ey el

nd

‘when and where it arrives is. Dwarf player srmed Duwarfs may (even sve moy

during the game. e i e e Sk Mm
‘The main Dwar

sheets If mlpmferywmly\wshlnm act roops
poee accaunt of your owa model coll:clmn
e i e roops should the

‘OLDMINES. To Durts bve sty moved cugs

Dwaet foee deploys between 8” and 24"

If your table is
small you may prefer o deploy nd

o ‘ . Troops are not

by one further

9" of the north or south table edes.

King Belegar and the Dwarfs from Karak Eight Peaks begin
e game i e et s ity plced i he e

Any broken enemy units within the deployment area are

eall removed from the bate. The Dwarfs may not
move in the turnin which thy deploy, but can oherwise fight
s norml and crossbow or hand gun-armed Dwarfs may shoot.

3 ANCIENT TOMBS. The Dwarfs have secretly opened

arf player roll a dice atthe star of cach tum after the
o (o ot ol i i
Belegar's fore not. If the Dwarfs. havc ot

appeared b
automatically (although by then it may be 100 late!).

the southern siopes. The tunnel comes ot amongst
R e e o e e

ins spotting
= m: iabe slng e

Dwarf Turn
e e
2 6 =
ot move i the tun in which they
Crostbow or
4 45006

wosr




‘THE BATTLE OF EAST GATE

GOBLIN DEPLOYMENT

i i During the
actual battle Warlord Skarsnik watched the fighting from a

Skarsnik on the battlefield itslf. The warlord's plan was o
e e advtcing D army oo the rarowestpr of e
valley and then attack from all sides at once.
mmmarwgm.rmupmmmnmmmmm
ops e idiced on the

be deployed i the we
Sy e b 6 ofthe wall 5 indcsedon he Orc
Deploymen

long the valey and comes n from he east 1o prevent the
“This force is

mdlulednnlhgmms}m(ﬂu appears on the

be deployed

i 6 ot e ale o edgz The Ores.
fum oter than todeply. bt may aerwise ight
normally and may.

‘The third Goblin contingent (Nm.n Force) comes i from the

the rocks. This contingent only begins to move once the

I
(via the old mine) before the Goblin contingent can deploy.
then the Dwarfs have surprised the Goblins and slaughtered
them! ot therefore appear at all. If the Goblins
have

by the Orc and
they never will - their leader has let you down in some.
typically Goblin fashion. Perhaps the entire contingent has
destroyed itslf by internal squabbles, or maybe they have all
un off intothe s Assuming th ihird comingent amves

on the Ore and Goblin Deployment Map. Troops. be
deployed 4" of Dwarf units, not even if these are

'Dwarf tombs that lter the rocky slopes. This contingent only.
begins to move when the Dwarfs are in position. As this s a

ing coordination and good i it is by no
s certain when the contingent wil appear. The
‘Goblin player rolls a dice at the start of each tum to see when

northern
contingent), but and south contingents
may not arrive in the same trn. Roll for the northern
1

ion. As s a matter requi contingent firs, and if it appears this turn do not rol for the.
coordination and good leadership it is by no means certain
contingent wil apy Ore and Goblin player the.
rolls a dice a the start of each turn. atall
North Force South Force
Orc & Goblin Turn__ Appears on D6 roll of Ore & Goblin Turn
1 6 1 6
3 234,506 3 2345006
6

arive at the southern slopes (via the
ancient tombs) before Ihc Goblin
contingent can deploy, then the Dwarfs
bave surpised the Goblins aad
slaughtered them! The Goblins do not
therefore appear at all. If the Goblins
by the start of Orc:
2 GobinTur  the heyneve will
in fashion their
Ieader has It you Gown by forgeing
what_he was sup

units, not even if these are fleing.

ORC & GOBLIN DEPLOYMENT MAP



TACTICAL NOTES

This is going to be an exce

game because the adversas

enemics. Remember that Dwarfs hate all Orcs and Goblins,
eadershiy

value of 10 for all thei break tests. Dwarfs re hard enough to

THE BATTLE OF EAST GATE

VICTORY

1 all of Skarsnik's troops have been slsin and/or routed f

id the battle is an outright victory for the Dwarts. I
all the Dwarfs have been slain and/or routed the battle is an
ousighticoryfor he Oes and oblin I ight lls s
e s been decisively beaten, then calulae the

break at the best of times, will almost
certainly fight o the last man.

For their part, the Night Goblins also fate the Dw

sl take rak s on s anmodifed st e
“This s quite somethi blin players, who usually have
10 cope with a basic value Shoaly 1o, s e e
Night Goblins are not going (o break from hand-to-hand

unl

et win on poins i is assumed that the suri -
rak Eight Peaks. If the Goblins win

2nd oaly  fow ever make i o Karak Eight Peaks [

but not many.

hip of 10 only applies

01 NightGoblins ce il  fngle a o i ks epect

e the Dwarfs and so use their standard
e R e
‘The Dwarf player's aim is o leave via the western table edge
with as many of his units intact as possible (see Viciory). He
should therefore try to keep moving if he can. probably

units in his path.

DWARF VICTORY POINTS
No victory points are awarded for occupying table
o for capturing the enemy battle.

up. or which are destroyed by the Duarf flanking forces

wih Night Gobs

- This willffectivel bog th apposing

units down, and because both sides hat
frochr mak Thees 1 nothing t0 siop the Goblin playes
continuing to shoot arrows or fire the stone thrower o units

engaged in hand i0-hand combat, aithough casualtcsare
divided randomi

v o oty
“The Gblin players best chance of actually defating the

Each enemy unit desioyed. flecing,or having fid from
able.
. 1'VP for cach 100 poini (o part) the it cost.

‘Skarunik s, ccing o having ledthe table.
e 1 VP in addition o points for flecingldestroyed i

Each Dwarfunit which laves v the wesien table edge.

s ek sty d i il
narby Night Gobins. The Goblin plyer Should be able t0
cause comsidrable damage usingthe ston thrower d re

her ht Goblin

2VPs for cach unit.

Each Dwarf it positioned west of the gateway aithe cnd

S ek sy e Dl e commerty ot et

e e it thr than t direct such

missile weapons a

Magic is unlikely to. phy a big partin the batle. The Dwarfs
are quit resilient to magic in any case, and the Goblins have

only two quite low level shamans. The chances are that the

1VP for cach unic

GOBLIN VICTORV POIN'I'S

with, but one or two magic “hits” can turn things in favour of
the greenskins

STARTING THE GAME

destoying cncny unis and + bonus po or laying
or breaking either of the two main Dws

(o, bt gy docr 4 docs e
are al

for causing 0% casualties on Dwarf
units. No points are awarded for occupying table
quarters.

y i, e he
ol g eyt s gl o e bt
deplneliic orar playcetas o fre s Flsy ths

ormal, players dicing at the beginning of cach
Torn Tor reinforcements as described above, The battle
continues for seven turms on each side and then players add up
victory points 1o determine who has won. The end of Goblin
Turn 7 denotes nightfal, and any surviving troops are assumed
10 escape under cover of darkness (they do not necessarily
‘make it back o safety?).

i fed from
{able. .. 1 VP or cach 100 points (o par) the it cos

o Durer i flcing o Bavin e e b
VP each in addition t poins for fecingdestroyed unit.

Army bate stdard captured . 1 VP

Each Dwarf regiment reduced 10 S0% strength, but not
otherwise destroyed o lecg. e | VP.




‘THE BATTLE OF EAST GATE

‘The Dwarf army at the Batte for the East Gate of Karak
Eight Peaks conssid o the roops

opposite. substitute some
lhese for modelsfrom your own calleton instad, in
army

listed on the Dwarf

THE DWARF ARMY

maximum percentage of points which you can allocate to

e«hfo'ummldyouwnsnmun mps
‘ou may wish to reduce, or even

hmlzmmumeumnﬂ'u\nnnhbkmmnuuﬁm
altered in

choose y
normal but note |lm ynu may not choose any war kg r R PeEio A b
‘machines, F'm
Special and unusal cieumsances of the
Dwar forcesare marching g, eaving behind the wae
engine that they would normally bring slong. A long 3+ R
ints values remai consant and th division of the
army s within the uidelnes given tis i fine The
below shows the actual division in te batle, and the
ACTUAL
FORCE FORCES MAXIMUM % POINTS.
DUREGAR'SFORCE 1723 POINTS ) 2000 POINTS
BELEGAR'SFORCE 1270 POINTS s0% 1) 1500 POINTS
TomL: 2993 POINTS NOMINAL 3000 POINTS

e Ore and Goblin army at the Battle of the East Gate
consisted of the troops listed on the two Orc & Goblin

ORC & GOBLIN ARMY

‘You may choose war machines and monsters vitin the
normal Ixmvulmns of the points value, even thou;

roster sheets. these for
‘models from your own collection insiead, in which case
choose your army Orc and Goblin army list as
normal but note that you may not choose al

was only a e et s
monsters. AS long a the point vlucs ema consiant nd
the forces are divided roughly in proportion this i fin.

“The chart below shows the actual divi

althoughit s included in the army’s otal value.
You may wish to reduce, or even increase, the size of
the bl 0 st he iz f oresavalbl 0 you. For

xample, y t have about 2000 points of troops
avalabie raher than 3000, o you ight be oty
cnough to have 6000 points of troops at your disposal.
Again, this i fne s0 long s both sdes are alered in
proportion.

ACTUAL
FORCE FORCES MAXIMUM % POINTS
WEST FORCE 758 POINTS 3% (113) 1000 POINTS
NORTH FORCE 569 12 POINTS 25% (114) 750 POINTS
SOUTH FORCE 43412 POINTS 25% (114) 750 POINTS.
EAST FORCE 97712 POINTS 0% (122) 1500 POINTS
SKARSNIK (General) 255 POINTS
T07AL: 209412 NOMINAL 3000 POINTS.

woso




THE BATTLE OF EAST GATE

BELEGAR’S FORCE

e u‘m, e 505 points

Belogar caies three unic fems: & double-handed axe with

the Master Roneof Dest ll wounde K R o Fury (51

g (+1 Strength); heavy armour

il (Toughtcss 105 and a

Taismanic Wasbom with he Missce Rane of Diseasy (one
~ immobilises enemy for one turn).

PROFILE M WS BS S T W 1 A L
BELEGAR 3 7 6 4 5 3 5 4 10
Ranic Bonuses 410 “

10TONGHEARDSE points

ith hand weapons. Wearing m\, amour 124
camying shields (save 44) Includes Ciampion and standard
et et e e s
Rune of Battle (+1 combat resolution).

PROFILE M WS BS S T W 1 A 14
LONGBEARD 3 5 3 4 4 1 3 1 9
CHAMPON 3 5 4 4 4 1 3 2 9

16 THUNDERERS ...
Armed with hand weapons and hand gurs, Equipped with
light amou.Inclodes Champion it pistol and standard

PROFILE M WS BS S

7
DWARFS 3 4 3 3 4 1 2 1
CHAMPION 3 5 4 4 4

16 DWARF CROSSBOW?

Armed with hand weapons, light armour and shields, and
s standard bearer and Champion.

PROFILE M WS BS S T W 1 A 14
DWARFS SIS S T
CHAMPION 3 S 4 4 4 1 3 2 9

DUREGAR'’S FORCE

LORD DUREGAR (Dwarf General) .... 410 points
Duregar carries two runic magic items: a double-handed axe:
with Skalf Backhammer's Mastcr Run (always wounds)

DWARF ROSTER SHEET

ARMY BATTLE STANDARD ........... 206 points

Dl i N TR sy

‘The Dwarf wears heavy ammour

His armour is 4 magic tem and e = R of une toa
ve 44), and two Runes of ron.

PROFILE M WS BS S T W 1 A L4
cHAMPON 3 R T
Ranic Bonus 2

RRUNESMITH HURGAR THE BLACK ..... 246 points
ammer with Rune of

Runic Bonuses

10 SLAYERS ....... . 368 points
The Siayers unit consiss of & Troll Sayers, 1 Giant layer,

and a Dragon Slayer. The Troll Slayers and Giant Slayer are
armed with two “handed weapons. The Dragon Slayer is
armed with a double-handed with a Master Rune of
attack range) and Rune of Fury (+1 Attack).

Fight (12
PROFILE M WS BS S T W 1
TROLLSLYR 3 4 3 I
GANTSLYR 3 5 4 4 4 1 3
DAEMONSLYR 3 7 6 4 S 3 5 4 10
Runic Bonus -

10 HAMMERERS ... ts

22 poin
Equipped with hammers, heavy armour and s e
Hantaed bearce: Lea by a Dwarf Chimpion carying a
hammer with Rune of Cleaving (+1 Strength, giving him a
Strengih of 5).

R M w AL
HAMMERERS IRy
cHAMPION 3 185 209

Runic bonus -

20 DWARF WARRIORS s 271
Armed with hand weapons, light armour and shiclds.
Champion.

+1
Mastr R of Adumant(aves on2 3+ i corfcion vith
) a0 two Runcsof I (42 Toughaess),

PROFILE M WS BS S T W I A L4
DUREGAR 3 7 6 4 5 3 S5 4 10
Runic Bonuses AW 2 Y

PROFILE M WS BS S T W I A 14
DWARFS SR R T
CHAMPON 3 5 4 4 4 1 3 2 9

Coprih © Games Workshap Lad., 1993, Permission sried o photocopy




THE BATTLE OF EAST GATE

WEST FORCE
(INITIAL FORCE DEPLOYED
AT START OF THE BATTLE)

ORC BIG S points
ord, light armour, m e (am:\ the
sing Toughness

from 5 10.6) from Warhammes Batle Magic

PROFILE M WS BS S T w At
BGBOSS 4 5 S 4 5 2 4 3 %
ORC SHAMAN CHAMPION..... 218 points

Armed with s sword. Cariesthe magic items Staf of
356 it withnosaves, exhausted ona |

Bl (4+ save and saved wounds
oo n o g B e o o
the Warhammer game.

PROF MWSBS S T W 1 A

SHAMAN AU v

CHAMPION

ORC ROCK LOBBER.

PROFILE M WS BS S T W 1 A La

ROCK LOBBER 7oA

CREW (3) 4333 41 21 7
RANGE _STRENGTH _SAVE  WOUNDS PER HIT.

o 10 none 6

20 NIGHT GOBLIN ARCHERS ...
Armed with swords and short bows, led by & Night Goblin
Boss,and including a unit standard,

ORC & GOBLIN ROSTER SHEET 1

NORTH FORCE

134 points
agic items: a
armour with reroll save

hese ems e from Washammer Bale Magic
ot e e 4w e ‘magic armour.

PROFILE M WS BS S T W 1 A L4
BIGBOSS 4 4 5 4 4 SRS

28 NIGHT GOBLINS

WITH 3 FANATICS 224 points

Armed with spears and shields. The unit includes standard
bearer and Boss. It also include three Fanatics. The Boss has
a Parrying Blade (-1 enemy Attack). This comes from
Warhammer Battle Magic.

PROFILE M WS BS S T W 1 A 14
Gont AR e
BOSS 43 4 4301 3 25

25QUIG llU‘{TFR TEAMS
WITH 6 SQUIS -~ 136 points
Savig Honers are .mm'\l “with long prodders (+1 Sirengh)

which they use to goad the Suum) into battle. See the
Warhammer Armies Ores nd Gobiisbook or fll i
PROF BS S w A la
GOBLIN s 1 1
CAVESQUIG 0 s 7

20 NIGHT GOBLIN ARCHERS ...
Armed with short bows. The Mob includes a
Boss and standard bearer.

PROFILE  m s T w Al
PROFILE M w: 1w
ARCHERS & ] T s
Boss 4 3 avlaiis L3NG ST ARGHRST 42 Rl S
BOSS 4 5V 0 e G
200RCBIG'ONS . 243 points
e with swrds, g armour and shicd. The Mob has a
e oss with Blade of Ensorcelled Iron
1o i Ty g s o Wb
PROFILE M WS BS S T W 1 A 1a
BIGUNS 4 4 3 4 41 3 1 7
ORCBOSS 4 4 4 4 4 1 3 2 7




THE BATTLE OF EAST GATE

SOUTH FORCE

NIGHT GOBLIN BIG BOSS .71
Armed with light armour and shicld. Carries the Shrieking
Blade (causes fear), from Warhammer Battle Magic.

PROFILE M WS BS S T W I A Ld
BIGBOSS 4 4 5 4 4 e 3106
30 NIGHT GOBLINS
WITH 3 FANATICS

Aed with spears sod hilds The uni
bearer, B . The standard bearer
 tandand o Shickdug (o1 save for wholo i, Soing &
save of 5+). The Boss has a Rending Sword (all wounds
cause double damage ~ e 2 rather than 1). Both of these

magic items come from Warhammer Battle Magic.
PROFILE M WS BS S T W I A Ld
GOBLINS 423 siil 1

BOSS . A i e e

20 NIGHT GOBLIN ARCHERS ... 2 points
‘Armed with short bows. The Mob includes  Night Goblin
Boss and standard bearer.

PROFILE M WS BS 5 T W AL
ARCHERS 4 T 1955
BoSS ey o T

NIGHT GOBLIN SHAMAN
Armed with swort

PROFILE M WS BS

Al o S b 11§ 7

SHAMAN

ORC & GOBLIN ROSTER SHEET 2

EAST FORCE

BLACK ORC BIG BOSS ..o 214 points
Light armour and shicld. He has the magic axe Morgor the
Mangler (+1WS, +1 T, +1 S, always strikes first and ignores

l armou saves. This comes from the Warhamner
Amies Or book. He therefore has an effective
S Gt T 5 6 6005 5 8 making him e ingle moms
destructive Orc on the batleficld.

PROF

M WS BS

LACK
ORCBIGBOSS 4 6 S S 5 2 4 3 9

15 ORC ARRER BOYZ e 179 12 points
Armed with bows and swords, wearing light armour. The
Mob has a standard and is led by an Or

PROFILE M WS BS S T W 1 A L
ORC e G TR ]
Boss e R T B ]
10 ORC WAR BOARS ..... ints

Armed with swords, with light armour and shiclds. The Mob

Blade of Leaping G
Both magi fms come rom Wasbasancr Btte Mg

PROFILE T w A
BOARBOY 4 4 341 1
WARBOAR 7 4 0 3 4 1 3 1
BOSS 8R4 2 4 41 3 2 7
3STONE TROLLS

“Amis Orcs and Goblins for full rules).
PROFILE M Ws BS S

STONETROLL 6 3 1 S 4 3 1 3 4

WAL A 1

SKARSNIK 255 points
Skarsaik the Night Gobln General may be placed it
any of the four contingents. Skarsnik is described i
detail in the Warhammer Ar
He is accompanied by his monster squig Gobbla, who
Joves with and beside his master. Skarsnik
agic items — Skarsnik’s Prodder and the
Golden Helm of Atrazar. Skarsnik's Prodderis described

stong and Goiins 20 strong (0 cout. Maximu range
24" and the blast causes a single S4 hit i the same way as
Gokden ik of Afraza coms from
r game and givs its weare 2 non

PROFI

SKARSNK 4 S 6 4 4 3 6 4 9

Sicagth nd can fire oo magi bast inth magle pbase
or Goblin unit within 12° + one extra blast for ~ GOBBLA 6 0 6 4 6 4
ach unit in hand-to-hand combat. Orc units must be 10
SEEER)|

Coparisht © Games Workshap Lid. 1983 Pemission gt o phoocopyfrpersonal e cnly




THE BATTLE OF EAST GATE

DESIGNER’S NOTES

‘The Battle at the East Gate of Karak Eight Peaks is a

cenario with very specific objectives for each side. As they
stand, the forces are evenly maiched and both sides will
find it relatively hard to
are hindered

units off the western table edge. Getting them past the gat
without losing too many casualtis should be your principal
aim.

‘The Goblins must fight an awesomely powerful array of

Belegar's rlif force makes the game unpredictable
but entertaining!

hatever the order of appearance i s possible to win with

other. The chances of Belegar turning up in Turn 1 and
neither Goblin force puttin inan sppearance at al s very

and if this happens the Goblin player will find it
e impossiie 1o stap the Dwarfs breaking through. On
the othr hand.a lte appearance by Belegar can spel
disaster for the Dwarfs. Combined with carly cntries from

woss

the north and south this gives the Goblin player the
opportunity to destroy one force and then the other. The
Dwarfs are very tough though, and it i difficult to bring
e 1 o g e, The Gobiin player will be
doing well to make a serious impression on Durcgar’s army
before Belegar turns up. Remember that the Goblin North
‘and South Forces never turm up on the same tun.
It has probably alrady occurrd to the reader that this is an
me for several players (0 participate in, each player
taking control of one or more of the forces available. This,

pi
in the case of the Dwarfs the overall command switches
from Durcgar to Belegar once the Dwarf king comes into
play. If you do this then note that Belegar becomes the
amy’s General as soon as this happens.

If your players have the patience you can arrange the game
so that only players whose forces arc on the table are
permitted t0 offer advice. Until their forces tum up players
are expressly forbidden from talking 1o their fellow team
mates. Itis possible to arange the game so that players
whose forces are not on the table are not even allowed in
the room and must wait while the initial stages of the battle
unfold. However, this can get a bit boring for the parties
‘concemed if their forces decide to show up late or not at all!

‘good altemative is to allow everyone in the games room
by Tum 3 whatever happens, but ban communication until
their force is present.

Payers may also wish o refight e bl wing diffret

you shouldn't do this,
although the results will depend a great deal on the forces
involved. When using faster moving troops than Dwarfs
you might consider stretching the distances a little so that
the ambushed force has a reasonable challenge.

By substituting different armies you'll get a good idea of
how different races react in an ambush situation. Should
you decide 10 have a bash with different or allied armics,
then there's no reason why not to go the whole hog and
change the details of the scenario to take account of the
races involved. For example, the old Dwarf mines could
become a narrow pass through the mountains which the
High Elves come thiough, o te old tombs become the
iion o 1o 4 SEeves

One of the biggest changes in the way the scenario works
comes by introducing flying troops. In fact you can do this
with the Dwarfs by sclecting one or more gyrocopters for
Belegar's force. These can make a very spectacular
entrance as they come zooming over the gateway,
bursting all around and cannons blazing! In a similar vein,
ar's force or one of the Goblin

away it gets from the original batle. In fact it becomes a
iew scenario of your own, one which uses the troops and
Dlayer evalls 1o 1y bk,
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MAN O WAR

The Man O' War game is supported by a range of Citadel Miniatures
boxed sets, making up all the famous fleets of the Warhammer World.
Each box contains either a single mighty Man O' War - the biggest
warships on the seas - or a complete squadron of Ships of the Line.
Each set comes complete with plastic masts and flag-poles, plus a sheet
of full-color sails and pennants for the models in the box.

BOX

#0413
IMPERIAL WOLFSHIP
QUADRON
3 PER BOX

#0411
IMPERIAL GREATSHIP
1PER BOX

#0412
IMPERIAL WARGALLEYS
3 PER BOX




BRETONNIAN
BUCCANEERS
3 PER BOX

atd

#0421 #0422 #0423
ELF HAWKSHIP ELF DRAGONSHIP ELF EAGLESHIP
1PER BOX

3 PER BOX 3 PER BOX




'MAN O' WAR MINIATURES

#0424
DARK ELF #0426
DOOMREAVER DARK ELF DEATH
3 PER BOX FORTRESS
3 PER BOX

NAGG.
1PER BOX

#042!
DARK ELF BLACK ARK OF
AROTI

THE IMPERIAL FLEET AMBUSHES THE BRETONNIANS AS THEY LEAVE BRIONNE



MANOWAR

PLAGUEFLEET

Next month is the release of Plague Fleet, the first supplement for Man O’ War, the
game of raging sea battles on the high seas of the Warhammer World. In this article
Andy Jones takes a look at the background of the fleets covered in Plague Fleet —

Chaos, Chaos Dwarfs and Skaven.

Beyond the icy seas of Kislev, beyond the Sea Of Claws,

to become unnatural. Here the very earth rebels against
has become: trees moan in chilling, eldritch
Voices, and the rocks scream their hate at a dark and
uncaring sky.
Relesed nt the world by misfrtune and accident in
the long dead past, the creatures of ese
e e e ey
endless torrent against the bastions of civilisation.

The sesoftisinbuman domain o deah are the mast
nd deadly of the Known World

Plague Fleets, waging constant
var sgainat all comers and
carrying fatal, mutating
taint ol(h-\m across the surface
of the

Any ship can join the ranks of
me Plagae' Flets. Pinies and

,mked e - espaic
and cas

Inidaly lh:‘ dm:'m\k\s between
a0s and

e fign ung - gnld and
booty may be superficial ~ as
little as a chaos banner flying
from the mast or a particularly
evillooking figurehead on the
prow, o the vese: Bt as the
St
Patsto capanation, the rewarde
of their chosen Power manifest

Eventually, as
e ghle e walks the

0 Daemonhood,
oy mvmnm begin to

draw foul creatures to crew his vessels that now bear the
umnistalable stamp of his Chaos masers. Fo the

ips of Khorne to the Plagueships of Nurgle,
these s"ﬂp‘ strike abject terror into the hearts of all who
behold th

Followinginthe wake.ofthese great Men O War come
the vessels of the Chaos Lords' lieutenants ~ some
sloct 2. awesome: as fheie Hlagakip ~ coewed. by
cackling, insensate spawn. Crammed onto the decks of
these Desihgales he crew are whipped inko  frenzy
by the Chaos Lord's warrior slav
A Plagueficet is an immensely pm\crlnl foe; perhaps the
ltimate enemy and greatest threat to the ocean-going.
warfleets of the Warhammer World.

Nurgle Plagueship

]
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CHAOS DWARFS

“Well, Spelimaster” sneered Deathmonger, the
The ever-present threats to the navies of the Warhammer o o WA o W e
World come not only from the Plaguefleets that sweep.
down from the Realms of Chaos. There are other evil T "“H",:’.&"""' beiied "'-:i s Wﬁr\tm
creatures whose warfleets put to sea with the sole intent . g ERRL MR it

of crushing, capturing and plundering whoever they RS /e o . e the W e,

meet. One such flect the Chaos Dwars,with fs  “The fog . My Lordshos e things thatyou il never
Creat Lovaller Benlebamen, Trundenie Dot oo

Hull-destroyers and Thunder-rllers. His oo e by iser,yet it sonstod sronly i the

The Chaos Dwarts are the longlost Kin o the true | 7l ol byof e Bnoe:

Dwarfs, cut off from their brethren by the forces of  The chamber wes suficed with a <ifing bl light,

(Chaos for hundreds of years, until allother Dwarfs had  emnating from the dancing flncs i the ot brovze

presumed them long dead. mcir, The skl st on a silered plnt, the bod carchlly

measured and mixed from tao slender lackvses. They oked

Perhaps it would have been better if they had perished re ke drinting sobit, ettr mtd for e s o
uder the desof Chao, bt they did not T o the i

y P

infuene of Chace and i e it (SO & i

vorked is Nideous changs on these, the Hardiest of e R T T

reatures, S, was born the ace of Chacs Dt 3 ot e e o s e i ot

chimes

The Chaos Dwarfs turned wholeheartedly towards ~ Mifled and clangad es @ gale gathered outside. Skulls and

Chaos, becoming mighty Sorcerers and Lords of the

built a huge mountain city in the Dark Lands - Mingol 7%
rr-naggrund — that straddles the River Ruin. Over
the centuries their great machines ustries have
ravaged the surrounding lands for hundreds of miles.
‘The Warfleets of the Ch: the River Ruin towards the pture of slaves to toil
and die amidst the immense machinery of ther citys great towers.
Chaos Dwarf ships are mighty floating war-engines, capable of devastating destruction, carrying rocket-
launchers, mortars and battering rams. Clad in black-iron plates and belching thick, oily fumes from towering smoke
, they chum the
waters of the
River Ruin with their
Chaos Drwaf Thunderfe Bttebarge great paddies as they

‘make their way south.

Alternatively, they brave
the perilous journey
north,  throug

tunnel between The
Falls of Doom and the
fortress of Uzkulak, to

wreak camage along the
shores of the
Chaos.

¥ the Cce Dwuks

prevail, the cities of the
ld World w.u e pulld
down,
inmabiants condemnes
t0 an eternity of slavery
i the factories of Zharr-
naggrund
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SKAVEN

Skaven Deombringer

A v and the floor lurched

The Sk
parodie ofmen by exposure 0 thesething inflence of
warpstone.

Warpstone is raw Chaos solidified, and most creatures
quickly shrivel and die under its influence. Not 5o the
giant rats who first consumed the subsnn:e nsges past
Whether they did so by chance, o of some
oo, plase no<me Macwa, bt the; eiacs the

them were profound: they

they t
cruel intelligence drives the Skaven on. Their web of
Subterranean tunnels stretches for thousands of miles
under the Warhammer World, corrupting all it touches.
web centres on the great Skaven city  Skavenblight
 Joate in the og enshrouded depts of the Blghied
Marshes, on the borders of Tilea and Estalia. As with
mmos hings Skaven e i kly that Saverblght once
belonged to someone else, and was stolen, warped and
e me
From Skavenblight emerge the Clanfleets, their slave-
driven treadwheels lazily churning the stagnant waters
of the marshes as they

Jor
oo cvsracion, b e et e he

bh(yudux’wl4pn making a groesque mossc on the

Kmurm!h:uwd cagerly studying the pattern that only b
CeT L He stared intently, drawing in a deep brsth
e =

is s glazed, and his breathing scomed to stop alogether
Stveat broke on his broe, and thin wisps of steam ssued from.

nmb o5 s I of e the Slaven ClGents
rohs rings, thei

.;mn paddles splashu'\g e s 1hey e

Well?”
T e Th e by Lk Tyl o e
Sea Of Fire in o morethan a day or

i, the Warpfiretheowers ross, e, the Deathbumers
blow. gnuls of vile vapours across the blasted landscape.

venture the length of the Tilean sea,
hm\gm; pnshlznce, fear and death to all they meet

When lhzy st sai, the flects o Tilea and their Empire
allies

strained, ot
designed to make issuing from histhrat.
“Are they mamy?”

“Yes. Ohyes. Many souls. Much young Ife Misch courage.
A" thin Mack tongue Ticked the lips of the thing that was

B o et o o i it
Hhe crooning noises.

Stining the sea and sky red with fire and blood.

Flushed with recent successes, the Skaven Clanfleets
have ventured ever further, striking as far as Brionne.

Hue.
“Newwsouls for Tzeentch. A fie,fesh crap.”




DARK ELF DEATH FORTRESS

DARK ELF DOOM REAVER

DWARF DREADNOUGHT




ORC HULK ORCDRILLA KILLA

AN EMPIRE FLEET AND A DREADNOUGHT CONFRONTS A DARK ELF FLEET AND ITS ORC ALLIES
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t‘“ln. RAT 4

= Ew

PLAGUE FLEET
In Plague Fiet you take the part of a Chaos Admiral or
Skaven Warlord, emerging in dark splendour from th
Seas of Chaos to challenge the fleets of the Warhammer
Few willstand before you!

‘The Plaguefleet box contains hundreds of new e

and cards, including Chaos terrain pieces,

templtes, Chaos Magic Cards, Chaos Revard Corde
05 crew counters so you can crew your ships

il Chaes Warions Bt Chaen Knightns e

Spawn.

The rulebook contains full rules for collecting and
fghtng with hefsred Men O War ofte Plaguelcets:
Blood:

Plagueships of
Nurgle, the Lord of Decay. The fleet n.a section also
05 Ships of

The Sorcerr’ cyes closed, and blue light ceptfrom under his
evelids.

“Not the pact, Dacmon thing. Those i, Khorne keeps. Those

0l o e My oo il e e, o
the chafflave.”

Desthmonger grunted and.turned on His hoc, impatient fo

etum tohis Bloodslip.

As e joined his waiting warriors in the antechamber,

‘Deathmonger could hear taunting words receding into the

distance

0ne o Kme, One for Tz, One for K, One o

On the brdge o s Bloodship,

supreme, the raw.
poer of Claos surging through. them. He knew that his

contains full detaile of the the Line,
including. Iror of Khorne, of
Nurgle and et of Sasmenn

‘The fleet lists in Plague Fleet give you the option of

fielding either a Chaos flcet that features ships of all the
Chaos Powers, or a fleet made up entirely of the
i he h as Kh

ell<warped waers. And the bt would be oom by thesword,
ot by petty magic e kncw that oo,

Around him saild his massod et of Khorne warships -
B, Doshsales md ronsrks. The i and

All the ships described in the rulebook will be available
as part of Citadel Miniatures's range of Man O’ War
models, and will come with fullcolour sails and
banners.

‘CHAOS SORCERERS

Plague Fleet introduces a new type of Wizard ~ Chaos
Sorcerers — to your games of Man O’ War. These dark
wizards draw on the power of the warp to wreak

instructions, and kncw no o question the wishes of is Lord.

Woes
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th
ly new magic system for these spellcasters,
mgelhex i " Pack of Chace Miagie Cards.

SKAVEN CLANFLEETS
Faguelieet sleo contais mies for Skaeen Clanfeets
plus the speial crew couners for Assasin, Rat-ogres,
Vermi

Tl St i the Pl e et
Hellhip commanded by Saardis Vaarn. Deathmonger kncw.
-nupﬁyitpt-dlnl&mmks—vﬁm
gt aper dece, i ddy ki ndecs e s
bt he was silent deth to those who underestimted him
buttle,

In the distance,the leaping flames of the Sea O Fire ll-

e for Grey Seces - tha Shavens’ Wiaards -
with their own set of spell cards.

complete

CHAOS TERRAIN

Alsoinclude in the Plagoe et supplement is a new
Setof terrain pieces, to represent some of the twisted and
fomsome Manda “aac okaiacie tha e deep within the
Seas of Cha

I these foraken areas of water the sea il burns
rocks clash together, lash across

countess Empire ships.
T s el ooy f i
Chaos by thoughtless

IMEWSMM-WM&WM-““

and

the blackened skics. Foolieh martals e
into the haos in search of treasure and glory:
Few are scen or heard of again...

(CHAOS SCENARIOS
Plaguefleet contains a new set of game scenarios set in
the Seas of Chaos, and whic use the Chacs teain
From “Cold Of The Dark Gods” to
guemonger”, ywu can link your scenarios into a
e spanning campaign game of Man O’ War.

M!lﬂlptb)lq.“
Banctower of Taeentch hovered coerhead,

ety 1 o Wmms

fopmost tooer, and a thin,piping voice carried on the wind.

“One for Khorne, One for Teeentch. One for Khorne, Orie for

Tacentch...”

rules. In addition, we have included
full colour templates for the Dark

templates that you don't get in
Plaguefleet will be included in the
next supplement - we just couldn’t
get any more in the box!




t supplement for the recently released Man O' War game. It includes
riled il Aod four powers of Chaos, (Khorne, Slaanesh, Tzeentch and Nurgle)
Skaven and Chaos Dwarfs. As in the Man O' War game, this supplement has an extensive

ic system for each plague or clan fleet. This supplement contains a 72-page rulebook, 32
Chaos magic cards, 8 Skaven magic cards, 32 Chaos reward cards, scatter and artillery dice,
dozens of full-color templates and hundreds of color counters. Plague Fleet will be available
from your local Games Workshop stoc]




MANOWAR

QUESTIONS AND ANSWERS

By Andy Jones

Man O’ War was released just before the Golden
Demon Awards in Sheffield, and it was inevitable that
on the day I would be bombarded with questions about
the game. Most were easily resolved just by referring to
the relevant section of the rulebook, but a few, more
difficult questions cropped up repeatedly. Having lost
my voice quite early on that day, I scrawled the answers
to the most common queries on pieces of card...

Some of the Man O War questions

vered here are topics of dis-
cussion rather than straight ‘Yes' or
“No” answers, bt they should help
your understanding of the gar

MAGIC
The magic system in Man O' War
was the subject of many questions,
25 although it seems similar to the
System in Warhammer Batte it is
actually quite different.

o doss begmacic rares
and how many spels
canyou -

This was a common question.

just one spell per turn.

In answer to the first part, how the

n O’ War magic system works
and how to play it to its full
advantage - is a complicated
subject. King is writing an

White Duart. In shor, the megic
m works like this:

Magic Cards
Each player has a hand of Magic
Cards. The number of Magic Cards

Cards you have in your hand.

Looking at the example, you can see
that Magic Cards (and Wizards for

that matter) are split into coloured
‘groups, according to the Colleges of
Magic Magic card has a
casting number printed on it. You
have to roll equal to or greater than
this number for the spell to succeed.
It s easier to cast spells that are the
same colour as your Wizard.

College Colour ~ Casting Number
\

Colleg this Magic Card can

Each Magic Card alo has an
alternative function ~ it can be used
0 dispel a Magic Card of a certain
colour. Each Magic Card has a bar
along the bottom that shows which
colour Magic Card it can dispel. You
have to ol equsl toor resterthan
the casting number ur Magic
Cond forthe displ 0 suceed.

Using Magic
Each turn, during the Magic Phase,
you have a chance to cast a single

spell from your hand of Magic
Cards. If you won the initiative roll
for this turn, you go first

Select a Magic Card and roll a dice,
iming to get equal to or higher
than s csting umber 1 th >pll
s, your opponent has a
Ghance to ty and dispel it. If your
opponent does not have a suitable
igic Card with which to dispel it,
or his dispel fails, the spell takes
effect — read out what the Magic
Card says and apply the effects.

A Magic Card is discarded after use,
whether it was used to try and cast
a spell or to try and dispel your
opponent’s spell. It is discarded
even i the spell or dispel fais.
e g s
spells, the Magic T

Cydling Cards

The strength of the Man O' War

magic system is that in the End
e of cvery tum,

discard some or all of

remining Magic Card nd pick up

opponent may be I
denying him the opportunity to cast
them against you.

SHIPS

(Q Wt boppens when your
cpponen placs one of his
ips so that it is on top of your
ibmenged Nautits a the sar of
the next tum? Dos it il e to
surface and come up undemeath
the enemy \mv or is it forced to
stay under’

Actually, it would be
impossible to place another

model on top of the submerged

Nautils, o ths siuaton shoukd

never occur. The

Pt onvesth \ablcmp ey
submerged: it just has a submerged

marker pl

that it is submerged, and is then

moved about the table as normal.

Unless you are happy to let your
Up PRt plac i veaeel o top of
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your carefully ~painted model

merged Nautius unil the

two models are tou

In the next turn, when the Nautilus

surfaces, if the two vessels are still
uching, the rules for a collision

apply, as explained in the M:

War rulebook.

(Q my Naviius has been s
abaze, do the firs 0 out
when it dive
A N they are intemal. firs.
Howeve, remember tat 3
damaged Nautil
greater risk of sinking, See the Man
O War rulebook, page 46
book, st hat
Tt fove o I
place, and have 3 crew in another
Which i correct?”

A Anironcad has3 e

“The rulebook states that
lakillas have 2 crew in one
place, and have 1 crew in an
Which is correct?”

A A Drilakilahas 2w

Q) s an O Hulks smash-
hammers destroyed after just
one hit?”
No. It takes two hifs to destroy
m - the first hit on the
Iocation has no effect

Staanesh Hellrammer and
laanesh Hellslicer

Q [y are there two damage
boxes on the lack Arcs B
location?”

The extra hit has no effect

other than to indicate the
location is very tough. The third hit
on the location causes critical
damage in the normal way.

Q arf Engineers m
all the damage on a ship?”
“Do you roll one dice for repairs to
the whole Dwarf fleet at once?”

A Exch Dwart ship has  con-
tingent of Engineers aboard.
They can try to fix any one damaged
location on their own ship each
tum. 1f you fail to mend the
location, you can try again next
turn, and so

Great Winged
Terror Of Tzeentch

Firing with turrets
‘The Dwvarf ships’ turrts seem to be

The Suestion most often asked
about them
“When my Ironclads fire their
turret guns to the side, is the

sh rately to any
broadside attacks that I make. And
is e ruler laid down level

with the turret itself, or with the
centreof the Ironclad model?”
1f you fire a turret to the side,
smply add the power of the
turret to any broadside already
fing in that direcion.

1 both turrets on an Ironclad fire to

of three diceThis is resolved just
lkeany oher three dice boadside~
single target, aimed high
=i range ruler lined up
centre of the Ironclad.

GENERAL

Judging from the questions asked at
Golden Demon, the turn sequence
of Man O War is causing confusion
fora few people.

Everyone seems to have grasped the
idea of there being four phases in a
tum, but the Battle Phase of each
turn appears to be being interpreted
in a fairly liberal manner.

woro




MAN O’ WAR - QUESTIONS AND ANSWERS

“In each Battle Phase, do all
the ships in a squadron move,
thenalof them fie thenall o them
ram, then all of
“When a squadron gangs up and
boards a single ship, do all the
attacking crew count towards one
big boarding action?”

ship in the squadron takes its

actions.

Lt yoa oo efees youwill
impossible for crews to

Ship has a chance 1o even start
moving.

Once all the ships in a squadron
have moved and fought, it s your
orponsatsiumodothe me with
e ol i squadeons, and o on,
il al the ships on et A e
moved and lmlg
Qo re grapeshot when |
am inackmg
No, you cannot fire grapeshot
when attacking! If you tried,
o wouldow den:you own
\mes as they board the enemy

“Do spells like Rotting
Timbers affect Dwarfs?”
Yes. Even f the target does not
ossess a wooden hul it s still
affected by Rotting Timbers — read

Empire Hellhammer

the spell as ‘Rusting Steel’. Other
spells work in the same way,

Staanesh Hellship

No. If an leeberg’s target is
destroyed, whether

by the
"B ip, the

docs have. :mv....s..ﬁ
“How do you recrew a o
friendly ship?” addmzd apply e mnfs and
Mo hmpidttnd vt 1= 2, 2 U
some of your e o
the sbandoned vessel. Dpget e g el N
“Do abandoned ships sink or _ are out n forc,with the Dark Elves
float?” following fast. The new Dwarf

Ty e vhee they s
flatand causing a hazaed to
other_vessel ugh there

usually a few moaning, !al:lly

abandoned vessel’)
“If 1 win a boarding action
‘and wish to capture an enemy

ship, how do I do it and when?”

i o 2 boardin

o, o have Ml ol the
enemy vessel, you

cither leave the ship

abandoned or capture it

To capture the ship, as soon as the
action is over place one or

more of your crew count

enemy ship's template. Remember
that number of
crew counterson your ship,makiog

e riebonk

Q LS ot

original target is destroyed”

Dreadnought i also avaiable, and
the Ores loom large on the

No doubt these fleets will throw up

might even print the
te Dwarf for all the other Man
O War players.




MAIL ORDER (410) 644-5699 MAIL ORDER (410) 644-569

Each month WHITE DWARF magazine provides you with the latest information on rules, expansions, new
veleases, and CITADEL Miniatures. Special features such as battle reports, ‘eavy Metal, Modliing
Workshop, and event reports are presented in order to help you make the most of your gaming experience!
Full color art work and photographs, plus a free "surprise” giveaway item in every third issue make WHITE
DWARF one of the most sought after magazines by gamers today!

If you subscribe starting with issue #164 or are a renewal customer we have a special bonus offer. One
year subscriptions wil receive an Ork Deff Skwad T-Shirt (a $14.99 value). This popular design is printed in
red & white on a black extra large 100% cotion t-shirt. If you decide o get a two year subscription or

presents inside information for our fanz in the U.S. and Canada. Special offers such as miniature sneak
previews, army deals, and special sales are periodically included in subscription mailings as our way of
saying, Thank You!"

Payment wil be accepted in the form of a check or money order in U.S. dollars made out to GAMES
WORKSHOP. Mastercard and Visa orders can be placed through the following phone number - (410) 644-
699. All orders called in by phone are eligible for our weekly phone in specials!

Subscriber Information
1 year - U.S. - $35.00 Name:

2 years - U.S. - $63.00 Address:
1 year - Canada - $45.00 City: State: Zip:
2 years - Canada - $81.00 Daytime Phone #: () -

I would like a  year subscription to WHITE DWARF

magazine! Please send me the following free giftfor placing

my subscription order! S

1year-  ORK DEFF SKWAD T-Shirt

2years-  Figure Case Y
o)

SEND TO: WHITE DWARF SUBSCRIPTIONS
GAMES WORKSHOP U.S. 3431 C BENSON AVE. BALTIMORE, MD. 21227-1072
Offer Expires September 17, 1993




MAIL ORDER (410) 644-5

9 MAIL ORDER (410) 644-5699

US MAIL ORDER

TELEPHONE HOTLINE (410) 644-5699
FAX (410) 242-1839

Our Mail Order department for the U.S. and Canada is located at the Games Workshop
Headquarters in Baltimore, Maryland. Games Workshop is expanding at an amazing rate and
retail stores all across the country are carrying a larger selection of our product line. Even with
this expansion there is still a need for a Mail Order Service. Mail Order has been established to
give the customer who does not have access to our product the chance to purchase
therchandise directly from our U.S. Warehouse. Some of the stores might not stock the items
that you are looking for. This is where Mail Order steps into the picture.

Our Mail Order Specialists man the phone lines Monday through Friday in order to help you
with your gaming needs. We will provide you with the latest in product release information,
design news, GAMES WORKSHOP event reports, answers to your product questions, plus
many other services which make our Mail Order one of the best in the country.

Payment is accepted in the form of a check, money order, Mastercard, or Visa. Canadian
Postal Money Orders are no longer accepted. All Canadian money orders must be drawn from
a bank, payable in U.S. dollars. All orders are processed within 24 hours of receiving them
Cash, COD, and General Delivery orders are not accepted. The best method of placing an
order is over the phone using Mastercard or Visa. This will guarantee immediate processing of
Your order. If you can not reach us by phone please feel free to fax in your catalog request,
rder, or questions. We guarantee that your fax will receive immediate attention first thing the
next morning!

Our Mail Order service is here to serve our Fanz in all of their Games Workshop needs. Each
phone call to Games Workshop is our chance 1o help you find miniatures that you have been
fooking for since or give you background on the latest game supplements. The Mail Order
Packing Trolls work especially hard to provide a fast packing service while meeting our high
standards of quality. Our Customer Service department is rated as one of the best in the
industry. Overall, we hope that we can make your Mail Order experience one of the best you
have ever had.

For more information and a complete catalog please write to:

GAMES WORKSHOP U.S., CATALOG REQUEST
3431 C BENSON AVENUE, BALTIMORE, MARYLAND 21227-1072

Call us at: (410) 644-5699 Monday through Friday
9:00 am to 5:00 pm EST (Eastern Standard Time)
losed Saturdays and Sundays
Closed Holi
Fax us ak: (410) 242-1839 Monday through Sunday 24 Hours A Day!

MAIL ORDER (410) 644-5699 MAIL ORDER (410) 644-5699




Ores & Goblins is the latest
volume in the exciting
Warhammer Armies series.
This new supplement is packed
with illustrations and includes
background information, a
history of the Orc and Goblin
race, and a comprehensive
Bestiary. There is also a full
army list, special rules for Orc
and  Goblin  forces in
‘Warhammer, and a selection of
new magic items.

WARHAMMER ARMIES
ORCS & GOBLINS

‘This book is an invaluable companion
to the Warhammer game of fantasy
battles. The history of the Orc and
Goblin races is described at length and
details the rise to prominence of some
of the most fearsome Orc and Goblin
Warlords and their voracious quests for
power and glory.

Army List: The comprehensive army
list for Orc and Goblin armies includes
Big'uns, Goblin Wolf Chariots and Orc
Boar Chariots, Goblin Wolf Riders,
Orc Boar Boyz, Savage Ores, Night
Goblins, Forest Goblins, Trolls, and many more types of warriors. Fiendish war machines such as
Rock Lobbers, Bolt Throwers, and Goblin Doom Diver Catapults are also covered

A full list is provided for including heroes, shamans, and monsters into your army. A separate section
describes some great Warlords of past and present, including Grom the Paunch of Misty Mountain,
Gorbad Ironclaw and Azhag the Slaughterer.

Special Rules: Complete game details are included for all Orc and Goblin weapons, devices, and
unusual warriors including Doom Divers, Squig Hunters, Big’Uns, Snotling Pump Wagons, Night
Goblin Squig Hoppers, and many more.

In addition: a large and colourful selection of "Eavy Metal photographs of
the Ore and Goblin armies painted by the Games Workshop figure
painters, and a complete battle report featuring Ores and Goblins in battle
against Dwarfs.

.
Lid.© Games Workshop L1, 1993, Alights reserved.
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" 8542 i Savage Orcs

NOTES: Savage Orcs come supplied with plastic bases and shields.
2 figures per bister.




crossbows (where needed).




SYSTEM

SYSTEM

8544

WARHAMMER

WARHAMMER

r—
Giant Orc Boyz

NOTES: Giant Orc Boyz come supplied with piasic bases.
1 figure per bister.

DESCRIPTION:

Goblin Net Teams & Squig Herders

NOTES: Gobiin Net Teams and Squig Herders come supplied with plastic bases.
1 net wielder & Cubber or 1 pair of Herders & squig or 3 squigs per biister.




i Bah 8545

NOTES: Oro Boar Boyz are the ony cavalry avaiable o the Orc-army. Models come suppied [ESEED
with plastic bases and shields. 1 figure per blister. WARHAMMER







The Space Marine
Battles compilation

- features some of the
Sm I[;{] {;&;;‘ most sought after
Space Marine articles
BATTLES from Whit Dwarf
magazine. The book
contains four exciting
epic battle reports
featuring the forces of
the Eldar, Orks,
Squats, Chaos, Space
Marines, and the
Imperial Guard.

It also features brand
new tactics articles
for many of these
armies, plus special
rules for fighting
attack and defence
games in Epic scale
including: bunkers,
razor wire, minefields and fortifications. In addition, there are full rules for all
of the awesomely destructive Imperial Titan weapons and full-colour card data
sheets, rules and army cards for the Imperial Reaver and Warhound Titans,
the Ork Great Gargant, Tzeentch Daemon Engines and epic heroes such as
Ghazghkull Thraka, Commissar Yarrick and Ragnar Blackmane.
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