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NEW RELEASES FOR JUNE

released on two shipping dates, usually the 2nd and 4ih weeks of the. Freerig e releneswill be araiue o ! Games

Workshop stores, shops paricpating in the Chapter Approved retaile program and most s in our Independent
Retaer sing listng of fssue of White Duart,
these iems, Games Mail O helpyou
‘THIS MONTH'S WARHAMMER
o Camiten 5499
(Bored et of o motel
o s2099
PHOENIX LORDS CARNIFEX Potiiiend s
Feflomng ot s e o e Tyt ey il ey 20 [ sus
Eldar Codex are more Phocnix Lords!  release first timeof the
Following the path of the Bloody-  terifying monsirosity known as he W15 Sesaned et $299
handed God three additional Phocni ~ Carnifex the [ 559
Lords are now available, including:  Camifex is once again free o salk the |97 5799
Maugan Ra — the Harvester of Souls, nightmarish battlefields of the 41st P Bt 0
Jain Zar - the Storm of Silence, and  Milennium. o
Babarroth  the Cry ofthe Wind. Warieks
SUSTAINED FIRE DICE sl arSvomgtnh | 5299
ELDAR WARLOCKS ired of lending out your lucky | Lutpl DS 0o
using their powerful psychic  Sustained Fire Dice? Now availabl in Lol s
i, Edar Wanockscan i the helr own Bt pack, hes ar the

Witch Blade, and the other bears @
deadly Singing Spear.

WARP SPIDER EXARCH
“The new Warp Spider Exarch, shown on
the inside front cover leading a squad of
Warp Spider Aspect Warriors, is
available this month,

same special dice that come packed in
Warhammer 40,000.

R

NEW BANNERS
Show off your Chapter loyalty! Five
new sticky-backed banners for the
e Wohes s o ke il
abt o your Space Wolf A

‘EAVY METAL MODELLING GUIDE

‘The next volume in the ‘Eavy Metal
Mike McVey has been
completed and is available now.

Mike has tured his attention and skills
10 the art of converting Citadel
Miniatures. The Citadel Miniatures
Modelling Guide is packed full of vital
information on everything from basic
preparation and assembly. o stunning
conversions for army generals and
special display picces. The guide
includes dozens of diagrams and s
by-step photos of all of the essential
techniques that can be applied to your
‘miniatures 10 tum them into the kind of
eye-catching unit leaders and exciting
character models that are fit o lead your
amy (o batte

SPACE ORKS
The new Space Ork Dreadnought s a
huge death-dealing machine! Blasting
at the cnemy and lumbering
inesorsbly forwan, i metl<olosss
s amust for every Ork Warlord.
The boxed set of 16 Greichin makes
perfect reinforcements to fill out your
Space Ork Arm,

MANOWARD

WAR EAGLES

Wheeling high above the tallest masts,
squadrons of High EIf War Eagles are
the latest release for Man O” War.

With the ability to tear the enemy from
the sky, War Eagles have also been
known to hurl themselves at Enemy
ships with devastating results. AS many
Man " War Admirals have leamed the
hard way, the batle for air supremacy is
erucial 0 the outcome of naval battles.
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UNDEAD BUT NOT

FORGOTTEN
Duc to unavoidable shipping problems
the Warhammer Armies Undead book
was not available as advertised last
month. The Armies book and
accompanying plastic boxed sets will be
available this month,

VAMPIRE LORD
From out of the dark lands of Sylvania
comes this month’s release of a new
Vampire Lord! Feeding on the blood of

the living, this Vampire will make a
‘powerful leader for any Undead army

Warhammer Armies Undead Book

THIS MONTH'S
WARHAMMER RELEASES
0134 Warhammer Arvies Undesd$1999
70 Skeeton Cavary

(Boved e o plasic mocels)

781 Skeleton Charkt s
Pasicboxed s

BLISTERS

9078 Vampire Lord 599
(O model per i)

1994 WARHAMMER RANGE

June is the

‘month the reformulated
1994 Warhammer Citadel Miniatures
range will be available. Reorganized (o
(et e
Warhammer Armies books, the new
codes are packed with previously
unavailable Citadel Miniatures

Make sure you get (0 your local Games
Workshop, Chapter Approved store, or
Independent Retailer 1o check out the
new models and grab one of the new
Warhammer Catalogs which detail the
complete new range.

THIS MONTH'S BLOOD
BOWL RELEASES

50 Death Zone su9
(Hoved game supplement

DEATH ZONE
“The first expansion for Blood Bow, the
‘game of fantasy football, will be eleased
near the end of June. Death Zone
contains rules for: six new feams
(Undead, CI

star skills, new Star Players, magic
items, new secret weapons, complete
information on running your own Blood
Bowl Leagues and Tournaments, and
much, much more.

Also you definitely don't want to miss
the deck of over 100 Special Play cards
that allow you 10 play all kinds of
sneaky, underhanded tricks on your
opponent, like bribing the
B i ki e
classic exploding player rick.
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INDEPENDENT RETAILERS

Chapter Approved Independent Retailers have in-store gaming where you and your
friends can go and play your favorite Games Workshop games. They carry all the
latest releases and also run gaming leagues, tournaments and special monthly events.
Chapter Approved Retailers also have friendly knowledgeable staff who'll be more
than happy to give advice on any aspect of the Games Workshop hobby - from
strategy to miniature painting! Call these stores for up to date event information.

GAME MASTER
2613 Broadway (Rt. 4 West) Fairlawn, NJ 07410
(201)796-7377
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ELDAR PHOENIX LORDS

JAIN ZAR - The Storm of Silence

BAHARROTH - The Cry of the Wind

‘The Phoenix Lord Jain Zar is
extremely devoted (o the
shrines "of the Warrior
spects  through
Crattworlds. She travels the

Webuay, visiing the srines

and nurturing her spiritual 0

descendans Slected by THESILENT DEATH
 speed and feociy Jin Zar ws the first

- g adly power
blade in the form of the Blade of Destruction. She also uses
the feasome Jnas Mo, e it Dl 3 ipe laded
throwing weapon that always retrns 0 her hand

Baharroth i the oldest of the Swooping Hawks, th first o
the winged Exarchs. He learned the arts of war from
T A e
when the Fall ws

living memory in
the minds of the
Eldar. Since then he
hasbeen reborn
many times

Baharroth carries a
e
well as a_power =

DETAIL OF WINGS

MAUGAN RA - The Harvester of Souls

Altansar was one of the many Craftworlds, both large
and small, which survived the Fall. Although the Eldar
of Aliansar fought valiantly against the encroachment
of Chaos, they were unable 10 escape their inevitable
doom, and within five hundred years of the Fall their
Craftworld was swallowed into the warp. Of that world
nothing now remains except for the Phoenix Lord
known as Maugan Ra, the Harvester of

Souls, most mighty Exarch of the

Shrine of the Dark Reaper

Maugan Ra is armed with an archaic

weapon called the Maugetar, which

consists of a Shuriken Shrieker Cannon

combined with a deadly seythe - shaped

power blade.
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ELDAR PHOENIX LORDS

By Rick Priestley

This month sees the release of three new Eldar Phoenix Lord models. In this extract from
the Codex Eldar, Rick describes these legendary heroes who are amongst the most powerful
‘warriors in the long and bloody history of the Warhammer 40,000 universe.

Aspect Warriors, they became the first Exarchs and founded
the very firstshrines. In time their C

raftworlds were destroyed,
or else ther shrincs were overtaken with disaster. The Aspect
Warriors nurture the many stories of their heroic deeds. But

“The Phoenix Lords are the most ancient of the Eldar Exarchs,

into a fresh eyl of existence. His suit includes a spiit stone
which contains the spirits of all the Eldar who have become
that Phoenix Lord. Yet, no matter how many different

riven by the dominant personality of the first and
greatest (o wear the sui

Unlike the Exarchs of the Aspect shrines the Phoenix Lords
120, they may have belonged (0 they live not only in legend but in reality. Sometimes a

shrines, but now these are long gone. Amongst the most  Phoenix Lord vanishes for centuries, or millennia, and
powerful of all Phoenix Lords are those who founded the  reappears at times of need, following the path of the Bloody
‘Wartior Aspects immediately aftr the Fall. They were the first  Handed God across the universe.

ell s power sword and shrikn pistol Healso bas
‘Swooping Hawk wings and a grenade

Banaroth WEAPONS. Power sword, shuriken pistol, and lasblastr.

st Sooplag it slngs dnd Sucoping
Hawk grenade pa

Baharroth i the oldest of the Swooping Hawks, the firstof the

archs, and the founder of the Warrior Path that is  ARMOUR. Exarch armour (3+ save).

WARGEAR. Baharroth may carry up (0 two Wargear cards,
himself,inthe firs and greatest Shrine of Asur, when the Fall  One of these must always be the lasblaster

:CIAL: Baharroth has the following three Exarch Warrior
Powers: Stcalth (-1/2 o hit), Disarm (disarms opponent), and
Batle Fortune (re-rol saves)

felt his anger. Countles foes have fallen before his might

Baharroth means the Cry of the Wind, for he is the masier of ~ SPECIAL RULES

flight. It is said that his final death will come fighting  Leadership. All Phocnix Lords are immune to psychology
promer o o it i i sy 4
battle between Chaos and the material universe that will end  any means, and are always assumed 10 pass any Leadership-
with the destruction of both. He carries a potent lasblaster as  based test they are required to take.




ELDAR PHOENIX LORDS

When Asurmen raised the first Aspect Warriors he selected
Jain Zar for her speed and ferocity, and she became the first of
the Asurya, the Children of Asur. Jain Zar travelled the
‘Webway, teaching her warrior skills to the Eldar, and leading
others along the Warrior Path. Soon there were shrines to the
Howling Banshees on all the large Craftworlds, and many
Exarchs to teach the warrior skills of Jain Zar to future
generations.

OF all the Phoenix Lords Jain Zar is the most devoted to the
shrines of the Warrior Aspects throughout the Craftworlds,
She travels the Webway, viiting the shrines and nurturing her
spiritual descendants. Although she might disappear for
centuries at a time, she always returns, and the shrines
maintain a vigil for their deadly mistress.

Jain Zar carries a deadly power blade in the form of the Blade

s also a unique
weapon of which the masks of the Howling Banshees are but
pale imitations.

WEAPONS. Blade of Destruction and the Silent Death.
ARMOUR. Exarch armour (3+ save).

WARGEAR. Jain Zar may carry three items of wargear.
These are the Silent Death, the Blade of Destruction and the
Mask of Jain Zar.

SPECIAL: Jain Zar has the following three Exarch Warrior
Powers: Bounding Leap (extra 4" move and can leap out of
combat), Distract (double fumbles), and Battle Fortune (re-
ol saves).

SPECIAL RULES
Leadership. All Phocnix Lords are immune to psychology
and need never take a Break test. They cannot be broken by

s, and are always assumed (o pass any Leadership-
based test they are required to take.




ELDAR PHOENIX LORDS

Altansar was one of the many Craftworlds, both large and
small, that survived the Fall. Altansar rode out the psychic
shock-waves that destroyed the Eldar realms but was
subsequently caught in the gravity well of the Eye of Terror.
‘Although the Eldar of Altansar fought valiantly against the

nothing now remains except for the Phocnix Lord known as
Maugan Ra, the Harvester of Souls, most mighty Exarch of
the Shrine of the Dark Reapers.

Maugan Ra carries an archaic weapon called the Maugetar,
i mees Tho Hivedi 5 T v goe T Eokaiacts
a Shuriken Shricker Cannon combined with a deadly scythe-
shaped power blade. This weapon can be wielded in two
hands i the same way as a power axe.

WEAPONS. Shuriken pistol and Mavgetar.
ARMOUR. Exarch armour (3+ save).

WARGEAR. Maugan Ra can carry up o two Wargear cards
e of which must be the Maugetar/Harveste.

SPECIAL: Maugan Ra has the following three Exarch
Warrior Powers: Tough (+1 T giving a total T value of 6),
“Tum Aside Blow (Parries in hand-to-hand comba), and Crack
‘Shot (+1 10 hit, extended range).

SPECIAL RULES
Leadership. All Phoenix Lords are immune 10 psychology
and need never take a Break test. They cannot be broken by
any means, and are always assumed o pass any Leadership-
based test they are required (0 take.
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INDEPENDENT RETAILERS

“The stores highiighted in bold carry one or more of the modular racks for the new Games Workshop Hobby Center.
They v have anexcolntseecinal the new pewter ranges and cay he ree ClacelColectors Guides, Thess

for Citadel Miniatures. However,

please understa

ind that we cannot guarantee every store

il have all GW roductavaiae. W wil Coninue o upeate our s and add or delets when e esl  necessary
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There are now 50 many Independent Retaiers stocking
Games Workshop products that we don't have enough
100 1o list them all n one issue. For th fist half of our
retailr lst pick up a copy of White Dwarf #172 which
contains the list for the United States from Alaska to
Michigan. In Canada, retailers are listed from Ontario
through Saskatchewan.




CITADEL MINIXTURES"

PRESENTS

THE 1994

AVAILABLE
NOWwW!

The new 128 page Citadel Fantasy Miniatures catalog
is available now, and it’s absolutely FREE!
The fully-illustrated Catalog contains over a thousand
life-sized miniature photographs including many
previously unreleased models.

TO GET YOUR FREE COPY EITHER:
Rush down to your local retailer or Games Workshop

| store and pick up your copy today.

OR Phone Games Workshop Mail Order at (410) 644-5699
and we'll send you a copy postage free!




THE UNDEAD

by Jervis Johnson & Bill King
In this special preview of the forthcoming Warhammer Armies — Undead, Jervis delves into the
history and background of these dark forces, and the story of their greatest commander of all
Nagash - supreme Lord of the Undead.

In the Known World the dead do not rest e
luk in hauned cases i the snscr foests T Sy

romancers seek 10 escape their mortality by searching
Pt T e e ]
books. In lost pyramids buried beneath the desert sands of
the Kingdom of the Dead,the Liche Lords rule over
legions of corpses, their s s they were in
- maios e et v of the Chaos
Wastes do not lie dead as others do. Often they retum 0.1
shasty unlie nd bring trror 0 former conmais lovg

s of Kislev. In the musty

the clink of silver rings and movement behind them. And
behind all of this towers the gigantic shadowy figure of
Nagash, the Great Necromancer, who in ancient days
rivalled and challenged the gods themselves.

To undersand the naurs o un the restss dead one must
- mu;,\( el e
blow out across the world. Mag
everything Blowing down from the Norther Wastes
of the cucods of maghal energy eparate o onc o the
eight colours of magic. Some, however, remains a rolling
mass of pure Dark Magic whi

of el that will evenually Coalest into pue
T R e e
the moteating powe tat L i

Dark Magcis stare also the p
that atract or spawn Ung

Furthermore, some philosophers state that since Chaos
feeds on strong emotions, places where great negative
emotions such as fear, terror, hatred and horror have been
felt alo aurace Derk Magic Balefieds, plagesicken
S ek e

commite,all dsw the forces o Undeath t0 them, n?(en
compounding he hor s of whatever

before, Allenively, K could simply be a reflcton o the
ot olesthen dugsy
battles and that (hc mass graves and plague pits of

seased townships attract and mow(lc cover for
NComanbecs ettt v i o

Whatever the reason, there are particular are
Known World that auactthe Undad. These

the Desolation of Nagash, the Kingdom of the Dead,
Sylvani,the cured chy of Mousilon in Brtonnia, the
ed swamps south of Skaverblight i fica
e Mound of Krell in the Grey Mountains. The
mrm Hills in the Border Princes are scarcely less
areas, illfamed as they are, are far from
mng e onl) Pl ofibilic et fousd Any
lonely tower with access 1o old burial grounds or crypis
imay e the bauntof 3 Necromancer or, worse i, one of
the undying which they can becon
s imvaribly shortived men e han e ongerved
aces who mkc up nesromaticy, Scholsts have ofien
Spectlated cthe etoon Pl PHarboce flane
o they do oo e the e s
them by unnatural means. Dl have o aptitude ;4
Oyt ot e f i oo
mnmlm i s e i way men do. Mos
B e too caughtup inthei own st pursit of
the way of the Homed . Usually i onfy m
study the Necromancer'san and st thei fet on ]
that will lead them t0 a peculiarly horrible form of
o

Those individuals who trn o necromancy are not
aclin

ledge for its own sake or seek
es or that of a loved one. b

k path.
e e e
perhaps the pulsing energy of Dark Magic inevitably
‘warps their minds. For whatever reason, when men take
12 the path of secmancy, madaoes s pver fu behin

shunned by all right-thinking people.
B e T e
and hated as much as the worshippers of Chaos.

ry shrouds the study of necromancy. To leam the art

i
2
8

as the Liber Mortis or one of the Nine Books of Nagash.
Finding 3 tto has i obvious iffulie. Necromancers
shun the company of others and, unless supremely
‘onfdent of theif powes, seek 10 avo discovery. Ao,
given the morbid reputation and dreadful habits of

wors



THE UNDEAD

Necromancers, it is perhaps safer 10 seek out the books;
many of those who have sought apprenticeship with 2
Necromancer have ended up serving in a more menial
way, as an animated corpse, for instance.

The books of forbidden lore have their own perils. Many
are copies of old texts from forgotten times and errors
have often found their way into the copying process.
There is no guarantee um any o the s found i hem
are comest, Som ¢ do not work. Others may go
disastrously wrong, as o o eton Jacques de
Notror accidentaly animated all the corpses I i
cemeteries of Moussillon and then found he could ot
instabl desie fo human
flesh the Zombies devoured the N then
rough the sreets of Moussllon. They were
? Gestroyed L s ol e X
of Beetonnia's househas

Necromancers are few but are justifiably feared. Even
more feared are the Vampires of World. These
nightmare predators haunt the night, thirsting for human
biood. Since the defeat of the infamous Vampire Counts of
Sylvania they can occasionally be found in the great cities
of the Empire, where the mysterious deaths of a few
rk in the deey
woodland preing on tavelle. A few dwell wilin the
b ruins of their old castles and emerge fror
helr cobwebbed cypts 1o feat Inerminenty on whalever
they can find.

Such is the terrible power of these creatures that it is
ppossible o ever know whether they have been slain for
certain. They have a habit of returning and wreaking
terrible vengeance on their would-be slayers when least
expecid. Occasionlly a temble Vampre Lo rises n the
Iands of the desolate east. They muster armies of Undead
and seck 1o recalm the,teliries that e
Many have boen epelld onfy o rea cos 1 he oope of
pire.
‘Worse than Necromancers, worse even than Vampires, are
the terrible Liche Lords, the greatest and mightiest of
whom was Nagash, the Great Necromancer himself. In
ancient times this unspeakable sorcerer biazed the trail
it al aher leserNecromanershavefollowed ine.He
and evil gods, and at the
height pryiig ower Sughiered an enie Kingdom and
compelled s people into Undead servitude,

Such is the power of the Great Necro ime that it
s sl used in cerain blasphemous el 1o (\mvpcl and
bind he Undead. D
s followers ha summon Naga
b cbmin gl e kg
e the ok shoukd quake In emor for his power was
vially limitess and be was defesid only by the
mum of s el alles.Bven i the mours are e,
a0 Ragash has not s, then there are other Liches 15
ek These are e e animated corpees of powerfl
Necromancers. Their souls have been bound to the worm-
e brasks o thelr ol remaing by the st of avl of
magics. Many are (0 be found in umous tomb-cities
e Al i o il
the Old World, i the dark, shunned forests and peaks on
the boundaries of the Empire.

The great masters of the Undead have a host of lesser
servitors: Skeletons, Zombies, Carrion, Mummies, Ghols,
Wights and Wraiths. Animated by the power of Dark Magic
these range from the mindless 1o the unspeakably

wora

icaing Al e e e Wil el b e
e art of necromancy

I:gkwmnndlnmb e e et o i, Al
the Necromancer requires are dead bodi
Knowledge ofthe ld Al ‘These Undesd can he rised
and providing the Incantatons are perfo

rmed mm:cny
ey il obey the wil of thek summiner, The purelying
conpacs;of the Teeshly dead become Zombies, The
withered husks of the long departed become Skeletons.
s of independent armies of Skeletons and
he haunted swamps of i, the desd are
o the mie wih e weghts atached o
e e i, s s i P i 0
come back 10 the surfce 10 eck the flsh of the iving. 1
is the dire reputation of the Undead that has perhaps
menfrom penetsting (he cene of the cursed swamp and
discovering the terrible.

The Company of the Damned i o group of Undead

o ere i by rachery on the very e
of this swemp aad who,remmed to:seek a tanibie
enGeance. Tho e Bondke of 1 on

the edge of the Chaos Wastes, is patrolled by the remnan
of the doomed army Fenring. These
Undead Kislevites are said to war unendingly wi
forces of Chaos, holding them back from the land they
once called home.

aerian s the remains of the grest carion bids of
the Worlds Edge Mountains who were blasted by the
clouds of Chaos during the gret Chaos meurson. Their

lead bodies were permeated by the power of Dark Magic
250 rerumed 1 & deeadfl unlfc where they can biog
horror o the living,




Mumes are o he wanbs o Ay and e
o e
et e R
Nagash ey ed. Thgy were busied acconting ta 1
b ‘wrapped in cerements and preserved
ichemical practices. These mummics were
imbucd with dark power by Nagash when he created the
Kingdom of the Dead. Some dwell there sil, retainers to
the Liche Kings of th neropolises, thers have been sld
to Nectomancers i the Old World by unicrupuious
b T S
days they make particulaly powedul Undead when rised
according to the proper rituals,

A Ghoulsshare a0 unspeakabe hunger for the
meat of their fellow men. Some Ghouls are
s who long .Agnvu) e
bsceve the Dtk Feas and e

st parociesof men. Now
they roum the Desolation of Nagash and the sumunding
lands, searching for fresh mea.

Other Ghouls come sbout by a differnt method, When
the lean and hungry times of famine come upon

Workd, cetan depened ol e K,,.,
flesh 10 stay alive, and enire villag
devolve 10 this vie state, Certin in-bred hamios in
Sylvania have been burned 1o the ground by the
Emperor’s troops because of this disgusting affliction. Yet
other colonies of Ghiouls creep rough the years
tccouersd 1 sad el S of e vl i
1 grat burial oy o e il aroct Moxmstlon 1t
e oat the R gsedls o Giat iy, ave s e 40

THE UNDEAD

e e the cypts aloe. Ghovs areofen S
the vake of the great Undead ais, sometingin o
ust go.

blood calls o thern ad they

haunt their ancient busial grounds. They lic
ythin their tombs and reach out or he iving with hei
talons. Sometimes they lure the unwary (o their
tion, summoning the living with evil scndings.
e R G he barrow
imounds Gl Bocdee Pivce (o the frozen tombe
Kislev. Certain grave-sites were located in inauspiciou:
places, saturated by Dark Magic and festering
with evil. Others became cormupt at the touch of unclean
o the power of Chao. I hesebarows he i
of evil men found a ance which enabled
them 0 hold umnaI\.\lfh?cl}wun\llh& grave. Sometimes
call the A from thei chily bormes to
U her o e, et s glowing eyes and
chill ouch they are a sigh o plce fea n he heart of any

Greatest of the lesser Undead are the Wraiths.
These are the undying remains of sorcerers who have
managed t0 bind themselves t the world by necromantic
situals. They are the spirits of evil mages who stll walk
boless under the un. Al lving Bl

iral creatures. At their presence dogs howl and
il i o o ll b i emve Ty e
often chosen by Necromancers to lead
batle. Bound by wicked spells they serve their masters
grudgiagly, hating all e bt fearing final desth more
Mightiest of the W Dark Lords of Nagash,
those five fell beings who in ancient times were i
foremost of his captans and apprentice
feared hunters of his enemies. They survived his fall and
stll walk the world binging Géspai o the lving

Relentless, implacable and dreadful, the Undead are
among the most dangerous opponents in

Wodd. Bound by the wil of  Nectomancer they are 2 el
a0 mgha fore. They cannotbe resoned s o brbed

They know nelther fea o mercy. The

el et
= o e ol ot
swell with the corpses, and sometimes the spirits, of their
foes,

Facing such an encmy most mortals feel an indescribable
temor and horror, as much of a threat as the biades of the
enemy. Few things inspire more fear in the hearts of men
than the sight of the walking dead, wrapped in their grave-
lohesand wikling el iy wespons.Only the rsves
rs will stand their ground in the fac

thingatathaunt all men's harares. Onty the most vl

il woulddream o aling themselves with such a
e and very few never live 1 regret their decision,
Whee the Undtad wareh t wer, the wod trembles.
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‘THE UNDEAD

UNDEAD GAZETTEER

‘Though many people believe that the Undead are limited
1o the Kingdom o the Dexd and Sylvani, they in ot
haunt many ed places in the world. From Kis
and Bretontia o the 4 las of Lusit there
where the forces of Necromancy sill prevail.

THE LAND OF THE DEAD

Nehekhara, the first true human civilisation, arose over
w0 millenia before the bith of igmar in e ares of he
Old World that is now called the Land of

ancies criiaaton Wall I akeng the 1VEs gk ()f
Northern Nehekhara. Its peoples communicated m:
by e 6 thny IR e e Sy Sy
mastered irigation and stonework.

T
v
period of their civilsation the

Neabious ot P e Byrenkd cites n the
desert e ther townships.Thes clusters o pyaids
they were often bigger
than the towns that wppomnl o, Fach Nehekharan
city was ruled by a Priest King, and upon their death they
e T R e ophagi and
g pyramids. Overthe passing gencrtions the ult of
desth grew very stong,and evenally the Nehektarans
began 1 devne thee whole Ives to buiking bigger and
bevr tombe i o fave a Godorable Sor e

1t s in this land hat Nagash was bomn. His sty s ld

s volume, sulice 10 sy here that t was
e who Sesrereibe thahs e and civilisation
that had borne him. All the ancient cities were abandoned

inhabil
ndead creatures that Nagash had raised whon

performed the Great Ritual,

Each necropolis co

il o

s of countless mausoleums and
chvell th mighty Tomb Kings

and hei bordes surge ot o nvade Araby o he lancs
o the ne

NAGASHIZZAR

By the shores of the Sour Sea, surrounded by the
glitering deser of the Desoliion of Nagssh,
Nagashizar, the Curied Pit, home of the G

Necromancer Nagash and mightiest fortress this world

has ever seen. Bult over centuries by the tircless labour
of countless Undead things the castle rises nearly half a
pted and excavated from

the mountain side. By night terrible green witchlights arc
ofien scen buning in their windo

Nagashizzar is 4 fortified mountain pierced by countless
leagues of corridor. Within thousands of chambers
hundreds of Undead things wail ready to answer their

iy faction ofthe lgions who once served the Great

Necromanc

Four m,gm e guard the approachs o Nagasizzr,

cach watched over by mighy war machines of the most

R e e e e

b pe s e ol

deadly rune, catapuls that throw screaming skl and

worse. The gtes themselves are made

i s v s o o

ian and is ten times harder than stecl,

The pits beneath Nagashizzar i

the hight o the mouniin, forming ¢ huge e
of gal iicis NHEE bk Tibiad ot Smves

ikt hnd suapstone. These comidors sre patoled

ally viglan i case the Skaven should ever
retum,

Within his great audience chamber at the height of the
peak the husk of Nagash, the Great Necromancer himself,
sits on his throne of skulls. He has brooded here for over
a millennium, waiting and planning and guiding his host




‘THE UNDEAD

o Cagens oyt s of s gt Now wheed by
of the Dtk Mgc that hassued hrough the

e e rsion of Chaos

muy o0 strike once more.

he only living hings within tis vas : the
dl:uplc s madmen Dyl
Nee d lead his cult until the day he
e e e

Sometimes susngers come secking gidance and tiion
in the dark arts of Necromancy. M Kkilled
S e Sepeys ey l\agnhx Undead
Servants, The most evil and driven are given what they
desire and sent forth once more into the world to d
Nagash's bidding,

THE PLAIN OF BONES

Nt o e il o e o of e skl
Edge Mountin: s 2 des
i e b adionss gttt e s o
fumaces and factories of the Chaos Dwarf Empire and
ravaged by centurics of abuse by wandering ibes of
Ores and Goblins. The northern and castern cdges of this
anful place abut the mpite of the Chaos Dt where
thedread tower of Grgothlooks ot verth Desolaion
o Kigorh Ton st h(mn(hry lies on of
poisoned sand song th shores of e Sea of Dr

wore

“The Plain of Bones is a desert of multi-coloured refractive
ige rib-cages many times larger

bones among those of
they had done for millions of years, before any
sentient beings walked the surfa

s other
of the Known World.

Here lie the bones of the great ancestral dragons: rib-
cages as large as hills mingle with skulls the size of castle

mere pygmies compared to thei ancesiors
e the time before the first great Chaos incursion,
dragons flew to this parched land s hey o hel
time of dying s upon them. At the end of thir Lt
TR i i o oy o i v
insinc drew them here, but over the long ml]lenmz
liierally tens of thousands came here in their lasi
This coninued unil the e of the frt great Chaos

incursion ik power seeped out of the north and
Incgpant ev e oo o the dsad Ggoes
Soon the dead dragons st once more, her s

bright i s e IEnis pecting oo

their parchment skins. o T e ol oomihe

Plin of Boncs, eil and near mindlcss, drven by temble

unnatural hungers. Dragons are proud creatures and do

not wilingly submit themselves 10 such a fate. They no

longer come here to die, though no-one now knows
re they do go 1o end their days,

Among the bones of dragons lie the remains of many
others, drawn (o this dark land by the promise of near
infinite wealth, because, for those willing to risk the
perils, it is a source of astonishing riches. To aid their
d.gm.on dragons swallow vast amounts of gold and

5. These line thelr stomach, the grinding action
elping to brealk down the vast meal that dragons musk
devour 0 stay alive.

When dragons die their glitiering carcasses ofien contain
 king'srnsom fo hose bold and fooish cnough to 1y
d cli A omely b i deoid of
iy \mnlmhlc wite and home 0 housands of posonous
scorpons and mutated monsters, desth c gl essly.
Some dic aer drinking from poisonous wells
e Eoey ot ot pemtoetiod b s,
Many fall victim to their own greed and ignorance of
iy vl vt o i gl e
across the sands of this, the world's most
Inhospiable place

DRAKENHOF CASTLE

Drakenbof s the accursed casle where Viad von Carstein
began his reign of terror, and from whose batlements he
summoned his Undead etk forees are sl v

o this pace and It 1 shuned by all the was

ofthe Vampir Counts was dispaiched a the b of Hel
Fen

Adventurers sl sec the castl ou because of the
treasure trove of occult lore rumoured to be contained in
S Trary. It s sid that copics of a1l the great sorcerous

works can be found there, but no-one who has sought



them has ever retured,

The cule el buge) bt on op of  masve clfop
rom where it dominates the surrounding fo
bt L il
which is a huge number of crypts, dungeons and
abandoned torture chambers. Secret passages run all the
way through the clif and are said t© come out in the
e last visitor (0 Drakenhof, reports
e curtains and
tapestries have rotted away, and the fumiture is cracked
and dusty. In the dining hall the obsidian goblets, from
‘which Mannired and his lackeys used to drink blood, sil
stand undisturbed on the banqueting tble.

The walls of the great hall are hung al slong with
portraits of the Vampire Counts: 1, red-eyed

il e
themselves in mirrors, the Counts required the pictures
remind them of their physical likeness.

In recent years it seems that some Undead evil has
retumed 1o the castle. Peasants in nearby villages clim
their young people are mysteriously vanishing, Huge rec
wobves o the foret andkeep respasses . bay.
¢ night, sinister coaches way there, and the
et AR ot

MOUSSILLON

This Bretonnian city i also known as th Ciy o
e oyt e ot
s gronn from a sl ilage intoa vt dark iy I was
ik 1 3 ver inaLeplcios locaton o the haaks o the
Rier Griamerie, Neary Lvnry :prmg the river floods
sweeping ‘e poor and leaving m
g i B kel o
pervade the walls of every building: wood rots e
stones crumble like rotien cheese, and fu
alls. Over half the city's houses are empi
testimony to the ravages of a particularly virulent strain of
ih x 00 centuries ago. The city has never
overed from this l0ss of population, and is known as
gbeiimportions o - by e

In the cenre of the cy i the abandoned palace of the
Duke of Moussillon. It is a strange and ceric
covered in grotesque gargoyles and many arcane
symbols. The roof has collapsed and sinister unclean
birds nest id that during the Red
Pox Duke Je death and summoned
1l the iy’ noble fmile 108 greatpary that was o s
ntil the Pox ended. All the food in

playe e ! oty e i ot
of the city starved

on ehemnhnu(‘ln the Duke celebrated with the
traditional masked ball At the height of the festivities,
the nobles cavorted and laughed all around him, he
o S S el aoet e Uocrmy s vas
garbed in black and red, and carried a huge sc
one recognied the strnger, and the Duke gt
costume in bad taste given the fact that everyone present
was trying to forget the plague outside.
i xpeled but asthe s raspec ok of i hey.
i plague marks on their hands and fled screaming,
One by one the il anered and died and. e .
garbed stranger stalked into the room.

THE UNDEAD

The next day the Pox ended in Moussillon and the
suvivors o th city found the Duke and all i gucss
Uying desd n the palce et bodes ‘marked by the
It s Said that every Geheis cerie strains of a
ponlotgma 1w palace
and if anyone is bold enough 1o venture inside they will
e e e cs
re-enacting their final dreadful night
Because the drainage of Moussillon was so bad the city's
tombs were buil above ground, rther than bury the
dead in the sogay earth. Vast cemeteries situated on low
hills ring the city e s
Moussillon was once far more densely populated than it
i today. Each graveyard is full of vaults which range from
the private marle mausoleums where the nobe dead re
to the infumous public chmel house where the
£ - side by side in long ranks. The ward
ot e at T e
and those who study oler darke as.
years Moussillon has been associated with Necromancers
30 most exypts have thick walls and private guaeds o
prevent grave robbery.

Recently it has been speculated that the city’s wells have
e contaminaed by warptone, for many more mutats
are bom hee han in any other e
QBRI thesRdh PR p st tce uw i
populaion was aimost halved, 50 ther 3 mpty
Buiings for the mutants to hide in Almost ineviabl In
acy w associated with death, clans of Ghouls are said
e their homes in the ruined tenements overlooking
e ,,m. ards.




uiside the storm winds blew. Colossallightning

boles slashed the night black sky. The glowing

surface ofthe Sour Ses oled and igantic
reptiian heads emerged from its trgid ooze. Within
e great foirss of Nagashizzar undead Wings went
about their slow business, unaware of the cold wind's
kiss, unaware of the deathly chil,unaware of anything
except the acons’ old purpase that their master's dark
will had imbued them with long, long ago.

i keyed with many colours, the red of anger, the
yellow of fear, the Sickly purple of over-
whelmmg grecd.

1 the Great Necromancer could have smilled he would
have. 1t had been a long time indeed since any puny
mortal had dared invade his realm. He won hy
they came. True, the Cursed Pit was full of the

and
evla Gl morile prie MK e o gpaiac
Nagash failed to understand what they saw in such
baubles, st far lo

‘Nagash sat on his throne of h

HEe iy svpec oo Moot gy Wil

on his thoughs like the buzzing of a gna

S e e e it
him.

Slowly he became aware of the giganic throne room
litiered with the bones of :uppllkam.s £
displeased him. Slowly he recognised the roting drapes
at depicted seenes ta oy e, of i e
could remenber.

Slowly he became aware of the tiny fickers of dark
prove at animated e ten o thousands o undead
creatures a

o the wkhslghl of the Great Necromancer they were

tiny constantly buning flames, visible through the
miles of rock that surrounded his tower. S

became aware that there was a flame present that did
ot possess 4 constant dark glow. It was bright, and

han the e of those wha desed them. Surely they
mut e tevia, meaningles Dy the memory of
Wwealh and whit weath meant o men catne back to
Nagish

He recalled the lusury of his palace in Khemi and the
tior es. Even then he

i e although in the end the price had

“The memory flickered through his mind like a lotus
dream. The images vividly illuminated his thoughs like

brain had been rotied away by too much warpsione
and to0 many etums from beyon the grave. He knew
there were great gaps in his knowledge and in his
memories. He was o sure that he wished to recal
hern. There had been many defeats s wella rumphs
in his long unlic.

he i was losenow. He had enered the great
and «mod in the dmorwxy almost a mile

by the

overcome the burning yellow of terror. The man
advanced into the chamber, unaware that his doom was
at hand.
Memory came back to Nagash. He remembered another
g Hegfectlicdiagisying lei prouied
onfronthis

reanimating
an entire kingdom. The greatest army the world had
e hxs © cnmmznd Ultimat

Bt e

i pain 10 his soul. Triumph had proved transiory

as all lving things. He flexed his meal claw, recalling

that once it had been a hand of flesh. There were times

when he sill et the pain of it severing, as victims of

ampution were it il el the prtencs o e
limbs someimes.

Sight sound of metal on stone echoed through the.

e e S L e




the mlulor}tr Briefly he wondered how the creature
d slipped past the sentries of the tower, He sudied
it el it et ot
round with a complex field of power. Nagash's curiosity
was satisfied. The
a

in one hand a blade that was potent by mortal

standards, Measured by the Great Necromancers it was
& childs to. St it the man bore noting that
‘ould threaten his long existence Nagash resolved (0 let

i v’ e gt Yo AR b what G
matte in the great scheme of things
For long minutes the man wlted He sood fozen to
the spot, cominced T 3 b efore  srpent
Nagash cold st have
pited | i v fot the Fict A T
emotions,

R et e

impatience betrayed him and he moved again, making

his way slowly, cautiously, silently across the chamber

il he stood at the of Nagash's gigantic throne.

He paused there for a heartbeat and looked up in
ind terror.

By N woodere et he s ok hke wihe
man, It was simple curiosity. He had long

B ondtie vasiogd okl -«Dpﬂﬁnu—
His form suited his purpose and his purpose was 1o
g torand e foreves It end i was o
cat undeath to the

o Ongeal Ining ihogs Yece bl i ave,
20 ol el ol o e seoms Kl
e Thi i el o i e e

Slowly, one step ata time, the interloper began to make

b vay p e B et human skull rested
i feet.  that the man could

i e & (ear = il he kept coming, His

avarice was great ind

o th thief oo before Nagah hinsel, gang up

the great figure that loomed ne:
Bl e At e p.m:kd ¢ b

seemingly ovescome by his ovn ety then he
up onto the throne and tried 0 prize
Nagashs ,ﬁweuﬁa D el Nagash

the throne, falling down the long flght of steps. The
thief had 4 wmbler's grace, and 4 wmblers rick of
rolling with a fall without taking damage. He came to
his feet at the foo of the throne and whipped his blade
from his scabbard

Mgl st S ol il v
i like the rusiling of poison serpents in 4 desert
=

jgmar preserve me,” the man muttered. It was the
wrong thing to say. Painful memory flooded back into
Nagash. Memory of his greatest defeat, by th

known as Sigmar in 2 contest that had cost him much of

e
moment longer. He tumed the Black Gaze upon him.

Bolts of pure Dark Magic leapt from the Great
d flashed directly at the

B Ackponl S i atls aifite
man's bubbling protests imed o
horrid black pus and dribbled z\wy e el
Soon only a skeleton suipped of all meat stwod before
the Great Nestomarcer, He held I upriht by sheer
force of 2 moment and then let i collapse onto
the ﬂuor. thgt mingle with the bones of all the

For a moment Nagash considered retuming 10 his long
reverie but slowly the thought occurred (0 him that he
had lain dommant 100 long. He had recovered much of
his strength. There was work 10 do, Slowly, like an old
an riing rom is sk b
m his throne. Gathering strength w
smde i made his way down the iep, 4
s the audience chamber, erushing the bones &
T wit ey




THE UNDEAD

HISTORY OF THE UNDEAD

THE GREAT NECROMANCER

1 that drad desert,heneath the moons’pale gaz,the dexd men
‘walk. They haunt the duses i that brethles, windles night,
‘They brandish their wespons in mocking chllenge o 3l lfe,

snd, sometimes, in ghist]
name of their ancieat, dark master. They whisper the name
wash.”

From The Book Of The Deai.
ry Abdul ben Raschid,
sl from he Avabic b Heinrich Kemmier

South of the Empire, south of the Border Princes, south
even of the Badlandsand Karak Az, lies a ard of which
k. Even those who know is true name do.

few men spesl
vwordslow, rter hey e o i n hshed
oncs 25 the Kinglom Dead. Few men have

beer
there and returned to ngu he e The et s press
Abdul ben Raschid, wandered there for a season, secking
inspiration for his W,phmo«: masterpiece the Book of
th iving copies of this poem
the Kingdom of

§
53
1%E:
5

ir knowledge of

Ben Raschid did not live 1o sce the widespread public
revulsion against his work, all copies of which the Caliph
ofKaabarcrered bumed. The Mad Pringe die e
myserious crcumsances,sirangled by u

ca and shtere roumm. When his servants
Sventually broke down the door they Tound only hia

The crusades eventually brought copie of the work back
from thei y, but many of them later came
e i

‘The Book of the Dead speaks of a great desert to the east
of Aaby from which

the unquiet dead. E
mausoleums and pyramids Uy el l]lmg}‘. itis
betier 0 be ignorant of. By day the burning sands

berween the grevehouses are ‘copty, and only huge
serpents glide through the ruins, but on certain dark nights
the wlpx: o i s thele i i g0 bt
their ‘@ grim parody of their former lives. They
repair i mneewxled tombs and patrol the boundaries of
their necropolis. Often they march forth (o make war on
i eabeas 2 e S,
Sometimes the Undead rulers of the necropolises make
o invade
Crusades the
foros of King Eicban of Bl et a0 desroyeca huge
e Hauntedcty of Lahmia tthe it
o Shaiaa T cracies great was the fear
placed in their heart that l}'l::y m.ma back from the drive
on the east and shipped ho victory was in sight
Within each pyramid ben stcmd describes an
sorcerer-kings who sit

dark dreams of their former glory, strring occasionally 10
issue dreadful commands (o their cerement-wrapped
courters. These mummified noblemen are in turm served

by hordes of skeletal lackeys, who scuttle to obey their
master's every morbid whim. Half-faded ghosts gibber
mournfully in the cobwebbed corridors. All are locked in &
dance of the dead till the end of ctérnity, performing
ancient rituals of worship (0 the Great Necromancer who
strmed them into this terrible unlife.

At the heart of this vast deserted realm lies the cursed city
e hmen bkt el e
suctures eve cesied by mankid, the swesome Goe
Pyramid of Khemri which rises a hund,
of man sbove the ancins s, Bven Ihls R
an elephant dwaris a pony, by 1

Na o s Al e
-l d s ]
unquict spirits secking o devour the life-force ol the
Iving, and tht he great sacophagus of Nagsh
i the Grea i s
estoring his energies, is empty. Most informed
Commemators digmie the.Mad Fripees words i the
feverish ravings of a weirdrootaddicted madman. A few
know beter,

The best source of knowledge Imperial scholars have on
this subject i iber Mortis of the
Necsomascen Precerccvaa al, beter koo 1o aer
‘generations as Vanhal, The one complete su copy
Ofthis book i kept urvlec logk and ey In the vats o the
Temple of Sigmar in Altdorf and can be studied only by
the purest-hearted of scholars and then only under special
dispamiion.of i Gl Thoogonie Whmsel. Tois s
normally o ies when vast Undead armies

tself, Vanhal was @ Necromancer in
the time of the Great Plague and he compiled his
masterpiece from Kadon's translation of the Nine Books of

Not content with this flawed translation of the Great
Necromancer's mad utierances, Vanhal made many
pilrimages t0th Kingdom of the Dead Provected by he
he communed with the
/o the tomb-cies a5 probed the darkest
secres of ancient times. He consuled with howhog
daemons on Geheimnisnacht an nuggets of ruth
from their lies. For even the daemons of Chaos remember
igash's infamous deeds. It is to the L
owe our partial and incomplete knowledge of the history
of the Great Necromancer and the ancient land he once
ruled and destroyed.
Today the Kingdom of the Dead i @ aiemess of sand
The Great River is poisonous and blood-coloured,
proviling o reef 1 th thit of Gaveles. 1t s o hat
the cities are empty of lfe, crumbled ruins on the edge of
the great necropolises. I s true that the roads have long
been buried by the shifting sands, leaving only a few
toppld satues and wind-croded anuments to mark
thei presence. The fe (rwellrs who hve returmed
peak only of emptines and desoaion and the terie
and mclancholy tha il e |.=m Tt true that
w but it was not alway

e land s il
Over two millennia before the time of Swmr a powerful
civisation sprang up along the banks of the Great Ri

s people bult cities, ships and roads. They fought wars
with each other using chariots and bows and spears. They
were ruled by Priest Kings whose every whim was liw. As
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generations passed the Priest Kings hecame ever more
obsessed with immortality and built ever kirger and more
elaborate tombs, convinced that these would be their
housesfor sl steniy Theis wives and servants were
7 ih therm when they disd. Ths practice

down theough society Ul everyone who could
ord i il e e
Soon i the. o each cky oo s ecroplis
iy ofthe o G
betaons bigaes than the towns ofthe lwing.

he it Kings viedto leave verbigger monumess and
the pyramid tombs huge, guarded by

 onited m— Srea keepe, bulk 1o keep the
sec ugh all temiy. idges spanned

spsEi R e pyramid tops, as if
bl - senngpiin eling. e e Nm nto a
vas inrinked bl o srucures. The practics grw up
of satwrating bodies in
it Bt L BT,
ere buried in full armour, with their chariots and the
horses tha pulled them. Each necropolis soon contained
legions of the dead.

About two thousand years before the bisth of Sigmar,
roughly four thousand five hundred years before the
present day, Nagash was born in Khemei, largest of the
cities of the Great Rive,He wasthe broter o the elgning
Priest ighty warrior and well-versed in the
primitive sorcerics of is follc, rom an cary sge. m,,.bh
was obsessed with death. He wandered through the
ecropols and entered the oidtombs, e G
‘morticians as they prepared the dead for internment. He
Taiehal easies et it nvmue i
resolved never (o die himself

Nagashtook 1o unpeatable cxperiments n his quet for
immortaliry shunned by the people o
the city. A mmml ‘.nu Billact sperer, i Sxperiments
et withsucces,and he distled an it from human
blood that would prolong the lfespan of s drinker. Soon
c had o loyal following of depraved nnhlemsn i
Wik his discovery. In 2 bloo
Do g hmlhcf bured aitve
within the Great Pyramid built by the

i thei fnghened espans Nagsh and b ﬁ)\lﬁ\wh
b more and more e 10 th their Dart
e te e e inhabitnts
o th othes gl i > see themselves as gods
andthe nhabi s Gl s iy e
io decades and the decades tumed to centries the
blood o un he lght o
ool dark places o mu. from the blazing sun. They took
up pilatial 1ombs of the necropolts
Nagash superviscd he bullling of hls own Brea Black
Pyramid, the mightiest structure ever attempted by
and one desgned t atrctthe winds of Dark Magic 15

However, forthe Priest Kings o the othe cte,long
disrbed by the evens in Khenri, the st
They formed a Grand Alliance e v
this arnies forth  do batle i . Du
var it fllowed vaves

ash a
ik

Dar Magic blasted the o

ne 50 saturated that ever afierwards

um yould e b man, At ety & centy of

it warfare the armie st Kings succeeded

in sacking Khemel A he fied o s Lo o 5

the cold dept o s pynid, Nagash turmed and ook

his jes of the oncoming Priest Kings. He
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swore that their cities would become as dust, and
dust. The Priest Kings laughed. One by one !lhy i
agat's disciples it the pyramid s

ing (o be beheaded and burned. The Priest
Kings cast s ol ki, 4 the
monuments of Khe oppled into .m dost all he

b R it i e Capaicend
Moot S fmm:l iy
his claimed 10 have seen him enter his
\Armnlug\ e the colis kel was cxop.

e of the pact sworm between the Priest Kings, the
-t | bt ey
Black Libeuy. Within yeas they had mm.m with some
e i n.x Dark Magics. More catous than
Nagash el lmm their fellows that
they were e i i i o oo

h meanwhile wandered through the desert, Thirst
pu(l\nl bis throat. Funget grawed his bowels, Dire
inced before his sight. He should have died amid

zmdw but his ﬂmmdmhln il i

him moving, According to Kad
wendions 50 ok, Nagssh mm» o bave died and
wandered for a whil n o after death until he
et <1 living. Most scholars
o be a fancful hallucinaion becargiton by
pivation and thit bt cthers s 1o 0 st

e Grest Necromancer et g ot carned the
il of the Wors Edge Mouneaia Som dark foroe
oo i t0 Crpple g s g
unspeakable evil

[lm bhlm]z
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Cripple Peak s an area spoken of with horror by the few
le o have cve been tere, 1t s ¢ gt shatered
on the shores o theSour e In sncknt dimes
g chiak of warpsione plormeied {rom the sy
ving own o
the mountain's core. Over the ‘and erosion
camed the foul warpstone duet Gown o the Sour Sen
poloning the water and mutsting those ish and sexpeis
that it did not ki

The sea was surrounded by twised and sunied
veseation;sicly rees and prsomhomed brars wared
for the poor m)umhmmx in the soil. By night the waters
glowed green and a viscous toxic scum lay
Surface. Those tribes who dwelled on s shores and
sipped from is foulnessshowed the horifc signs of
g ure (0
et of Coaos bring. When e P seo o place
and found it good: he had found
what he was ooking fof Achis it st o the Sour S's
waters, incandesc through his brain and
ok s S g i velne e s i
required.
Eorvey gt e s e v £ e
Cripple Peak, meditting on the nature of magic, drawing
wisdom from the dark wel of his cormuny sou. He
huge cave systems in the Peak tll he found
e lghtles lake beside which the great bulk of he
warpstone lay. He mixed the powdered Chaos stff with
Certin pameles herbsand the et of he Black Lotus and
used it to enhance his power and make his mind mor
een in is questing,

‘The years wore relentlessly on, and the constant exposure
to warpstone wrought terrible changes in the Great
Necromancer. His skin withered and cracked and
sloughed away from his bones. In places it became
translucent leaving muscies and veins exposed. His cyes
melted and became pools of luminous pus in their sockets.
His nll grew longer and became wlons, his ingers
claws. His heart stopped ant
to flow: His body coninued 1o valk ey oy his dark
will, and the power of his evil sorcery. As he had so long
Gesived, he had gone beyond deat's reach, or 50 he
believed.

During this period Nagash made his s g sodes in the

field of necromancy. Down the perfect

spel hat al It Necromancers would v, By night
would go down o the burial grounds of the primitive

ibes wholived

fled, and the shamans who opposed him he

power that motivated
span of their

forever. Already dead and corrupt there was lttle the
warpstone could do to harm these Zombies and animated

Skeletons. Ragas st

below Cripple Peak and consiru

foundation of

Cursed Pit, greatest and most evi of

Desiring ever more Undead Jackeys Nagih st hislgions

e e e dmgg:d Kicking and
screaming o Nagash's altar o have their hearts ripped ou

‘Then their soulless husks would rise into etemal servitude
of their dark master.

Unable 1o resis the Undead army, the tibesmen 0ok 1o
worshipping the Great Necromancer 35 3 god, and
passively sent their fairest maidens and most

e o otoings. T iekied i

building an evil nation to obey his will I suited
Nagashs evil humour (0 teach the population the ritual of
the Dark Feast which would eventually lead 0 a terrible
doom overaking the people.

Within a few hundred years Nagash had buil an empire of
evil along the shores of the Sour Sea. Black-armoured
legions of the living served alongside the stumbling
animated corpses of their dead kin. Small villges grew (o
grea lowns e mines below Nagastwer cxpanded
into a mighty nework streiching down t© the mountain's
roots, The forifications around the tower w3
cancer in a sick man's body il they covered 2 lea

hersde, This was borm the forvess oty o Nagashiezar,
an untakeable keep, a laboratory and library of the darkest
of arts, capital of the vilest human nation the Known
World has ever seen. centre, like a spider in the
middle of a web, Nagash sat on a throne made of human
skulls and issued edict that would topple kingdoms and
cause the death of nations. He ventured as far s the Phain
of Bones and bound a mighty Undead dragon to his wil

frerward it would be his siced

Bt even i is impregnable s, gncred by most of
the world, Nagash was ot withou en
Drawn by the warpstone of Cripple Peak, like moths t0
flame, the Skaven came a-scutling, The ratmen’ leaders,

the myserious Grey S, e the sffn e ow ok

situals and now sough (o it They burst
into the mincs below Crpple Peak and e 10 ke the
forres n the s wap o they hus ke e Dt s

ofthe norh in the recen past, bt hey found Nagashisza
an altogether more difficult proposition.

human fanatics who feared their dark god more than they
feared death, for they knenw that whatever happened their

ter would recall them from death 1o reward or punish
them. For decades savage skirmishes were fought in the

dark below the citadel. Skaven armies marched through
s ki

Nagash's kingdom and besieged Nagashizzar with their
hey were met reat

d his evil magic. In
+ bloody s Salemate. Nagash had other plans and the
50 he made an unholy ith

a distraction
e e o f T e o e
he would supply them
Cripple Peak. It was not what the

but ¢ was betier than continuing a frultess war for
uncertain reward. The Skaven agreed.

New however, constant expasure 0 warpstone palned
Nagaah He orged s grat st of armout from a alloy
lead and meteoric iron 1o protect him from its ravages. '
followers were not so lucky. Warpstone dust, cast up by
the mining, was everywhere. I seeped through the ground
into he o0 systems of the blighied piants, el rom the

plants it was transfermed to the bodies of the sickly animals
it f upon them. R acusilnd s e b o tioe
humans who fe the planis and the animals and
Chinged them. Ther i and tecth el out, they thinned,
Sickened and died. Worse afecied of all were those who
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performed the Dark Feast and fed on the flesh of their

fellows. They absorbed most of the Chaos stff and slowly

el night-haunting Ghouls, the chosen of
adored, hated and feared by their fellows.

'[hc land and the air were now saturated with warpsione:
dust. Soon everything began 10 sicken and die, leaving
only the glittering Ghoul-haunted desert that later
genntions were to know a3 the Desclaion of Nagash
reat Necromancer did not care. Living or dead, the
o g b
spread of the dust and the coming of the Undead
vast Orc and Goblin migration away from
the area.

Down all these long centuries Nagash had not forgotten
is promise (0 the P mer land. He
tould have bis revenge, and within s former land he
found allies. Those ad studied his evil
ey ol cioas heoeiaha i s
elii had not been die. They too ad been invoking
nd experimenting wih Dk Magi o Lahmia
rhc ru!els had taken nd the use of his elixir. A
-ase was in their blood. Centuries of the clixir's
i pmlcngmg effects combined with th eries
S s oo g s ol
(ow they shunned the daylight and stalked

e g They had a0 hunger or thir save for bloo

et tecth had changed ko gret fangs, thei sins were
e i e g imble e
SR

The other ings ance more mased theic armies and
e vy for v Chariots o 10 be counted.

spestended s reat o ancher ane speaniee: The

P st o, & e s fughe
and w pupu\.\lmn of Lahmia was enslaved, the
pyeamids smastied, and the  Vampires driven ot Mot

ne arrived in Nagashizzar o

be
cnemny. Nagash locked upon the comupt immorsls and
was wellplessed Hire were worty chiumpions for is
it damnation a tbute & his dark B
Nagash by now had conceived his mad and fatal
mascepan. He vowed to m the enire world nto 3
ngdom of the Undead, where no action would be
P, o dech ok, sive whan ba il i He
would rule a world-wide ce

emetery peopled by the unquiet
ol o e e oo o e e
homeland. At his command the Vampites led hisleions
forth to war. On strange ships ndead
ade s way from e oo S e St of
called because the poison
d tainted it. The Undead
legions made lan 18T a5 4 et s o s
and surged forward on the foe

Nagash had seriously underestimated his former
couniymen, I the tme of his absence he Land of the

Great River had gone from being a collection of warring
city sates to 2 mighty empire ruled by a single Priest King,
Alcadisaar the Conqueror. Alcadizaas was the grea

‘general of his age and his empire was at the

Bower, When the Undead came they found themselves

opposed by a unied satc with 3 »mgk confident army.

Morcover, the wizards of the Great Kingdom had made
i of R e e giog o

deadly weapons. No easy victory was possible against

them,

“The Vampires were mighty sorceres and fell foes, Where

vt e 2 e o S et oo
then the armies of Alcadizaar struck back, their chariots
slashing through the re-animated ranks like scythes
through wheat. At the fore was Alcadizaar, his great
golden armour glowing with magical energy, his
Enchanted scimiar Ticking faste tha 4 tongue of 8 st
snake, Besid him was hi wife and charoter, Kal
ho had sworn to die with her husband if necessas
H.mle aher bl was s fought undl the last of Nagast's
re destroyed and the Vampires were force:
A e o e Migoienss 5 gt sk
‘master the report o their falure.

Great was Nagast's rage. e curs his captains and laid
terrible spells upon them. Ever afterward they would

pain and thir howling cries SR iy e
knowledge of their misery . Sceing the way the
i bow: th svring Vumpi fled Nagashizzar by
night, dispersing in all directions (o confuse pursuit. Thus
s helseurs evenually spread 1 al th lands of men.

Fo o decad Nagash raged and schemed, conce
terrible hatred of the man who had thwa
i for songearcn o durk it the God e
shuddered and turned their faces from the world.

ng 2

It began slowly. Agents carried warpstone charms wound
round with fatal spells to the headwaters of the Great
iver, cornupting the springs with evil unil the water co-




agulated, and ran slow and red as blood. Fear came upon
the folk of the Great Kingdom for whom the river was lfe.
One by one they sickened and

The Skaven were instructed 1o lure tribes of Orcs and
Gobling downfrom he Worlds dge Mountainsan herd
them into Nagashizzar. They had no idea what
incomprehensble purpose s servd bt took payment
in sackloads of pure warpstone

Alcadizaar sat in his throne room and watched as his

eid vt ey oo dlied Bvery livc i
Kingdom sickened. One by one
friends die, then his children, then his wife. He himself
= 35 i some ma el o]
Eventually he was left alone ing weeping
o i R e i amm he could hear
the sound of a relentiess army on the marct
Only after the dying was complete did they come: a vast
army of the dead. The few sickly and wasted survivors of
Alcadizaar's amies were no ma I
e the Undead marched from one end of the
kingdom 1o the other and did not rest until every man,
ld, every beast, bird and hound was dead
Save one. They tok Alcdizase o i trone oo and
dragged him in chains o the Cu was brought
10 the foot o Nagashs thone and i ek
the Great Necromancer himself.
o Alcadizaar Nagash explained what would happen next,
zﬂ  he unbelctabi detai of his insune plan. Nagash told
nded to e-animate every dead body in he
e Kingdom, and u soldiers in his plan to
e e R e DL
Nagash's dungeon there o await the dark sorcerer's
leasure. Nagash's statements to the king were no idle
boasts. He fully intended to carry out his plan. and he had

In a days’ long ritual he consumed vast quantities of
uarpstone until his body burned with power and his
bl the stuff. What e flesh he had left

was him and he became litle more than a
Tk e e, ugge:
Ores and Goblins were led forth from the dungeons and
were sactificed on the black altar one by one, and their
souls were devoured by the Great Necromancer to
increase his powe

Fora fll ight and  day, s Mool glared down rom
sky, Nag: s last and

s chanied the sylables of
ates spel In the e dungeons the e
vt satlimie

res Kinglon o s momend il wed
B s e ead began 10 stir. Dead
lashes flickered. A cold green light entered tens of
thousands of oting eyeballs, One by onc the plague.

corpses stood up and walked. The dead shook off
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the dust of acons and spilled forh from their tombs.
Undead w thels charics and sode forth
1o the haunied might. Wighhe. from their lairs,
unclesn things gathered. The inmumerabi dead formed
up in disciplined ranks. Cerement-wrapped mummies of
long dead kings emerged from their pyramid houses to
lead the remains of thei
mighty will, the largest army the world had ever scen

Exhausted by the vast expenditure of energy needed to
st the spel, Nagash [l nto  decp rance upon is
y made its a2
Srange and ominous sleoce 1l qver Nagashizoar. s was
25 1 he rel death had come 1o the Greas Neeromancers
capital
S0 great was the expenditure of power that it did not go
unnoticed in oiher quarter. The Councl o Thiteen a
long s ralsed what Nagash wasabout and teror seed
the countless dead warriors

upon
was q\nnc:nr for the moment they realised that this might
e their only chance t stop him. Crucial as the task was,

rs simply feared that he would awake while they were
in his throne
and none wished 1 face him should that happen.

A st hey it upon another plan, Swifly the Counll

none of them intended to carry the weapon. Instead they
dispatched thei boldest lackeys 1o Nageah's dungeons,
earing the killing blade in a lead casket. By secret

No sentries sounded the alarm,
and the ratmen came ai it o the cell where Alcadizaar
ins.

With no explanation they freed Alcadizaar and presented

tim with he sword, A he raspd s it the kingsened

the way 10 the Necromancer's throne room, for th

e e R . fleeing
ratmen, Aleadizaar crept through the

reat Necromancer's throne room. Sienty he Salked
of black marble tll he confronted

the towering,slentFgue of Nagash.
The Liches eyefirs were dim. He made no move. The
rown gave off no intemal lumbency. For a
mumenl Alndluzr ar o x this was some evil

ognge e brought it down in a
flashing arc

At the last moment, wamed by some sixth sense, Nagash
stirred and raised his am (0 ward off the fatal biow. The
lavertsenchanted blade cut ight through his sk and
s taloned i el o the oo, So great were the vl

permeating the Liche's body that the hand stil
osiouine sorn Abimatin ks IBCIOT o hrk
corridor like a huge and horible spider. Nagash was il
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txh:uﬂed from casting the Great Summoning but his
‘was stll vast. He blasted Alcadizaar with evil spells

Pt trestened 1o s the fleah aveay from bis body
From a great distance away the Council of Thirteen threw
r into protecting their human pawn.

of frustration escapeg
e sgan,
i e N (L reaking his spi
Nogash fashed out with his remaining caw a6l graapect
Alcadizaa by the throdt,trotling him. Jews

s neck whee he Liches cavs bi
deep m e Nagash lifted him

Frznnc:lly, the breath crshed from him, darkness
threatening o overw s, Alcadizaar lashed
e e L
He dropped to the ground and frantially hacked at
h. The Seaverts nes fisaly b
and ll the ungaunl v
ody, which
crumble away 0
on, chapping she o Sl e e
piec

ality of Nagash. e
s ong defed e B Jean to

Fnally, when they stired no mre, Acadzar lied the
crown from Nagash’s head and staggered out of the
fortress, This ws the tmoment the Skaven had beea
aiing o, Sl thei ridersscuted in and caried the
‘of Nagash's body 1 his forges. Each bit o the Great
imed in M warpsone povered fes

har he had used to cretedir devices Only i caw was

never found and 50 partof Nagash ived on
With the passing of the Great Necromancer, many of those
animated by him fell back nto dust. However, so great
nergies unleashed by Nagash's great

Sumemoning it toey

Many of the formet iohabitans ofthe Kingdom o the

Dead remained trapped in their ghastly unlife, and slowly
some of them made their way back 1o the phces they
where they settled into

ises

wwilight lfe that echoed the days of their living.
Thus was born the Kingdom of the Dead. Others
continued to wander the world spreading terror and
disaster wherever they roamed. For the moment though,
the threat of the Great Necromancer was ended.

THE RETURN OF NAGASH

Afterthe desruction of Nagush, Alcadasar wandered
P criven haltmad by the

y s i dd:mng
e Thmeenx Deathblade
Skaven none but the

evenually he threw it inio the great crevas
Pit. The Crown of Nagash he kept

Maddened and dying he wandered north into the Worlds

Edge Mountains where he fell into the waters of the Blind

ise outside the
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B M dhunoed i fomm body was i
down into the Bad Lay itching the crown in a
ferocious death A ln \hme days he Bad Lands were 3
e e b
of humans and s brual Orcs ‘Alcadizzats fozen
body was found in the melting spring.
R
shaman of the lodsngen ol Kadon cecognised
Alcadizaar for 3 mighty king and ordered 2 barow buit

ing about the crown that
atracted. i though.and he Kept i 1o his erernal
damnation.

Part of the Great Necromancer's spirt was infused in
adoia s bk Ul St st
i dretms wer full of isperd promiss i i

‘was filled with dreams of empire. Soon his noble soul was
kurruplcd B e pulsing evil, He old i
 he had had a and ordered them to

bl s cky on the s of Alacaase buns mound, H
named the city Morgheim, which in the tongue of his
people means Place

the entrance
Pass, from Blood Rivr 10 the edge of the Narshes of
Made even eabshed inthe aea that
o sl Princes. The
G o e ol e e e
Worlds Edge Mounains.

His mind filled with dreadtul visions, Kadon began 10 re-
create the Books of Nagash, inscribing the Great
Necromancer's dark tale and committing much of his
secret lore to paper. His vision was skewe e crown
1 e took to worshipping Nagas as & g0 and foreed
his followers to do the same. Soon the cult of Nagash was
pt guard over its temples.
ck marble built over
urial mound and was
the most devout of Nagash's worshippers.
‘The Bad Lands were not fertile and the population of
Morgheim was never great but with labour provided by
untiring Zombies, citadels were built and barrows
excavated. Roads were created o link the far corners of
the land 0 the capital.
Kadon was no mere acolyte but a potent sorcerer in his
aws gh, dnd, 43 bis i Aled Wil the reat
Necromancer's knowledge, he began to
spells. He wrote his infamous Grimoire in ink e
from bl

Morgheim became the site of ever blacker evils. The
Dwarfs, who had once traded with the humans, tumed
their faces from them and shunned them.
Draw 10 the rows power Nagasis svere lon was
found by Kadon's acolytes. He took the thing and
wrupped i round with dreadful spells trring o 4
powertul el ateact which he sed 10 cow his ollower
ne point th ‘Morgheim laid siege (0 the Sea
o s i o e e gl
the keep defeated them and they eventually withdrew.
The Necromancens of Morgheim became inwaroking
and decadent, and the period of expansi
‘Then from the mountains came a savage horde of Orcs
under the Warlord Dork s armed with
an enchanted blade that made him gainst any evil
magics, and the men of Morgheim and their Undead
lackeys Were no match for his savage horde. The howling

wos1
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grecnskinned dvils swept through Kadon' kingdomn it
fire and the sword, driving the few survivors north. Kado
bimsel was slain by Redeye in an epc duel amid be
laing e is death his kingdom

Ko chiet zllsqpk snatched the crown from his
icad masiers had and Ted noxthward, o being forced
1o hide from O pursi.

day almost no trace can be found of the lost kingdom of
Morgheim s for d few fescorehed s and e
rrows within which evil things dwell. These blighted
femnants of the lost kingdom account for the burial
moundsscancred throughout the Batands and the Border
Princes. Some of ntombed
hemselves aive within the barrows and thei evl spos
lurk there stil. Others who lived through the fall of the

shadowy comers where the Necromancers could pracise
their vile art
At the same time s Sigmar founded his Empie dark
s drified northward that an old evil had been

borm. The Coundl of Thiricen hebieved that they mu
destroyed Nagash. They were wrong: so migh
50 adept in u.e gays of Undeath, could not e.\ﬂly he
dpatched from the word. Hi corporal fom ad

ved but s spint v on. It ke beyond dca
i romed 1 th ekl by (. rescnce o b s hi
crown mu B tomb. Nagash had ot planise fo the

oslilyof s deth, a par of s ik an hi o

Fad been imbu ing i 2 foothold in
the o of th Wi AUhough b e many
centuries, Nagash would return, and when he did the
manner of his returming was 10 be spectacularly horibl.
His body had been bumed in the fumaces of Nagashizzar
and all that remained of it were particles of black sooty
dust drifting on the wind. One by one these particles were
drawn 10 each other. Down the long centuries clumps of

them slowly in the Desolation of Nugash,
forming black putrescent blobs that flowed inch by inch
acros the county 1o the Black l’yrzmud of '\l.\guh in
Khemri. At the rate of one drop a year

arcophay

Sowy Hled it the vie | it B g s
chrysalis within which an evil being was being re-bo

As the fluid congealed, parts clotted tll they became hard

2 bonc, Ovetayin tis cony skelcton,unnatulorgns

mlike clumps of veins writhed and burrowed

their way through newly forming muscies, A simster

horny skin grew to cover the mass. Only the

Icadizaar, did not re-grow. One

i by the Skaven, the lid

slowly rolled back from the sarcophagus and Nagash

emerged once more into the world.

Outside his tomb Khemri was sil. Nagash stood atop his

id and bathed in dark power. Akthough stll mighty
Dyond mortal measure he was bt 4 palk shadow of his
former e He was weskened by hilong sfoum beyond
death and part of his pow

longer ad the power o bind them

0 ponion of Khemt's countes i 0
e
the greatest of the necropolises

Brencully Nagash became tired of this and vised the
of the ale was the
dud Semembered b and lhev v o s the
range unnatural hatred that centuries had bred. Although
ndiidually more than a match for any ofthe Liche Kings,
Nagash umm ot stand against the alliance that formed
‘or the second time in his long unlif he w
i brooded on his fll and
decided once more that he would use the power of
amsone o augment hissrengh and make i cnemis
nct elled norh,sing his fect on the
i he hat s o Tollowe  the shores of the Sou
SEa. Thi time be was aceompanied by an anmy of loyal
indead followers.

A last he came t0 Nagashizzar and found the
entrenched

sarpstone, using i for thir o 1 purposes ol i was
almost exhausted. Nagashizzar had become a
gigantic warren for the e gt s ectemnds
less populous one for no food would grow in the
Desolation of Nagash and it all had o be shipped in from
other Skavenbolds n et for warpstone.

Nagash approached the gates of his former fonres and

en garrison commander
o i nd corsd i s chikered o
With a word the Great
Necromancer slew him then with a word he opened the
ptes of Nagaahizs fo he had forge then and ke i

commands o whichhey vould respond

night the force of Nagas svers trough the s 7
and overwhelmed the surprised Skaven, diiving them from

Nagash was now in control of his citadel but was angered
beyond moria) comprehension to discover ghec b
sted by Skav The.
conconese and puriy i or
were all destroyed. Even had
they not been, there was no longer enough warpstone o
allow him 10 re-create the Great Summoning. Undaunted
by the anmies the Councll of Thiieen sk to reclaim
Nagashzza the Great Necroances s 0 work: it
laboured i his Testysrrappl e o
imecl 10 eplace hisfost clv. His Cndend hosts caried
ot nsuctions under his supervison (o make the device

e aniicil caw was cunningly seoughtand covered in
distubing nes that hun the ey It was 35 flxibe and
s, 6 & i el wt s ronger: N
could once more hold a weapon and with his own
D B ot s e S, R e
spiesof the dead and introgacd them For iformation
ind siowly. picce by piece, he re-constructed the events
that had taken place during his long absence. He leamed
of the cisappcarance of Acadizsar and how e ad been
driven 1o madness and death by the crown s
10 the Skaven's Deathblade. Eventually his atietion was
drawn 10 the north where Kadon' heir, Morath, had taken
his crown.
Wrapping himsel in 2 black ok and many poverfl
protecive enchantments, Nagash st ou in secret for the
oo lands deermined  r.lam what wi s Far
were his wanderings and many were his batis on the
hard road t the cold orthern lands. Nagash trvelled
ough lands where stlwart Dwarf warsors batled Orcs
i bl an wher the ollower of Chios il luked,
At st he arrived in the lands of the nascent Empire a
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ook up tesdence aihin e long shandonod s o e
EI oty of Athel Tamara. This was to b his base from
ouk scout the north i sear of his crowm.

From the ruins Nagash sent messengers winging out 1o
locate Kadon's heir. But Morath was dead. The evil mage
had been slain by Sigmar, and the crown was in the
possession o the it Emperor,Sersing s uter i he
refused 1 us It and kept t unds

o vk A o st i
Py

Nagash sent a messenger o Sigmar's camp, cl ke

crown and offering infate iches for s etorn. A great

cowled figure, mounted on the back of a carsion pird

descended on the uibesmen. All quailed as the dark figure

dismounted and presented its maser's demands in a voice
.

the stench of evil and decay surounded the messenger,
and all who looked upon it became af

their leader o give way. Howe

0 surmender the crown, and, se

Sigmar s i
‘hing. 1t collapaed in on sl Jeavig only 2
o o chont bt Sigmar ordered the remains
bumed.
Nagash spent many months gathering his strength. His
spells raised legions of the dead from their burial mounds
and other dark hings came.at s call il a mighty army of
the U s assembled. At last he was ready 10 mzke
T
the walling dead arched tnough the pracial forests
of the Empire, killing all those they encountered, Those
they killed swelled their army’s ranks. Many men were
Killed and many others driven before the Undead army to
spread the word of its coming. Nagash understood how
potent an ally fear was.

d the men of the north were afraid. They had
vanquished the Ores and driven all their enemies before
but they now they faced a foe that filled them with
dread and was seemingly Invincible, Of them al only
Sigmar was unafraid. He sent 1o his Dwarf alles for aid,
and they forged many potent weapons wrappe
with potent magics for the undoing of their necromantic
foes.

he two armies met on the banks of the river Reik in the

It spring of the ycarIC 151t wasan vy matched and
trly fought contest. The humans and the D

o Sl regiments of animated Skeletons

and walking corpses marched forward like automaton:
every step perfectly synchronised (0 the beat of a massive,
human-skinned drum. Carrion darkened the sky

shield wall. The forces of Sigmar counter-charged and
huge general melce broke out that pited man against
‘monster in single combat all across the field of batte.
Amid all the death two godbike beings walked. Sigmar led
charge afer charge by the men of he Breoeodtria
mer wed him into a living engine of
Geemiction s e v wake of s b b 18 he

THE UNDEAD

waded through his foes. Mounted o s
Nagash drove through the fray, & howling black

clutched in his mighty R e e
of e hate L v s s St vaulke wp o
e ronning board o the charox and wrestied wih he
Liche. It was a contest of awesome strengihs that sent the
w0 of them tumbling from the vehicle o clash on the
honest earth.

For an bour the two ought whie e bae oled on al
aroun them. Nagah sabbed Signar

isoned. Feeling his streng
B Cieic oo & ol . amun The
e o+ drapdeshl i s s e sk
home time and again driving 1

V\\Lronumu

“fhe Reik. Nagas

e e i o

leapt on the first Emperor. He strck ight and lef,
crushing them utterly.

Sensing that his foe was weakening Nagash stood his
sround. Sigmar stood panting before him. Bot

his was he fioa) corflice The wosinded Sigrar

et tones st R s

ved out the screams of the Steel sinews pitied
themselves against unnatural vitality. Cold blue eyes
slare oto awfl empty sockes, Then o as Sigmar
prevailed, knocking aside the Great Necromancer's blade
and ~m«>hmx i eapem o o e besd o i foe
e Nectomancer fl ik loud emerged rom is
e Sl e plme of poison s over the
Fatieild before drling o st The legons animated
by i dar willcollapc. Skeltons el i piles of bone
o despmping o s eycs
u! the v\al:hua il hey became pools of rot on ¢
Ghous fled into the di
e o Sigmar swmble and

1t ook the man-god several months 1 recover from the
ound Nagash inficted s e never regained s ful
suengih. On the e i ook the Gt Necromane

many centures 5 once more take on moral orm I the
Sreat sarcophagus in Kheene, He iod leamed s biter
lesson. Now there were powers in the world who could
U e e e e
that day, he has dwelled within Nagashizzar, a pale
shadow of his former mighty self, and uses a web of
agents 10 do his wil

woas
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THE GAME PRESERVE

1251 North U.S. 31 (Greenwood Park Mall) Greenwood, IN 46142
(317) 881-4263
Come and attend The Game Preserve's Games Day June 11th in the Greenwood Park Mall. Twenty-five
tables of gaming fun including Warhammer 40,000, Space Marine, Warhammer Fantasy Battle, Space
Hulk, Man O' War, Warhammer Fantasy Role Play and much morel There will be a painting contest with 3
categories: 1.) Best Single Citadel figure 2.) Best Vehicle, War Machine or Dreadnought 3. Best Vignette.
All entries are due by noon on June 111h. Callthe store for more information
Upcoming Events!
June 3rd - Wan O' War, June 4th - Warhammer 40000, also bring a prined miniatur or & pinig saminar
June s Mare, June 25th - Wartammer Farasy Bate June 24th— Wan O War lsobing  pimed
Eales £ it uarl i Ok oy Viscnsac G BRca Begimers are welcome to al everts
na N e
WAREIN




QUESTIONS AND ANSWERS

By Mark Watts
Can you quake cannon a building? Can you carry allied troops in your transport vehicles?
Exactly when can you target a command unit? Al this and more is answered as Mark
explores some of the questions raised by several years of hard fought battles.

CHAOS
Can Chaos cards be played on a Lord of Battle in order to
nullify the effects of hits, and if so when can they be
played?
Yes they can, as the Lord of Batle is in essence a Greater
Dacmon bound into a mechanical form and s such is subject
10 all the rules that normally apply 1o Greater dacmons unless

roll is made (0 determine the effect of a hit, the Chaos player
has the option of using a card in order (0 save the Lord of
Bate.

Remember when this happens the Chaos cards are fanned out
and your opponent draws one at random from your hand
placing it on the discard pile.

Can the special attributes on the Chaos card be applied to
4 Greater Dacmon or Primarch?

Yes, as long as the “when played” instructions on the card
refer 0.a model as opposed 10 a unt. It s important 1o note that
the special ttributes cannot be used to effeet the Lord of Battle
inany way as it s constrained by its mechanical form,

hen Puaying the Cloo cun vty fem eractly

during the combat phase does it take effect’
“The Chaos player can use it when he wanis (o stop an incoming
attack, either by shooting or close combat, but it must be
played before any attack dice are rolled. Any shots targeted by
lostand cannot be

used to shoot at other units.

‘When playing the Assault rules can a Greater Daemon
Primareh b placed on he table under the hiddem et vp
rule?

No, Greater Dacmons, Primarchs and the Eldar Avatar are all
100 easily detected 10 be hidden.

Can Chaos Space Marines use vel d weapon
support cards that are available for normal Space
Marines?

Yes. Before the Chaos Space Marines turmed traitor they had
‘access 10 all the same equipment as their loyal brothers. It is
lotof
although some cards are provided in the Renegades box sct
there obviously wasn't enough room to include everything.
For a fulllst o the equipment you can consult the Imperial
ction in the rule book from Armies of the
Imperium. Also in th
weapons as the Thunderhawk Gunship, Vindicator Heavy
Support Tank, Tarantula and Mole Mortar. However, as a
Chaos player you can only buy these weapons as support
(Minion) cards never as the larger company cards available o
Space Marines. It is important to remember that all this
pace.

any other race within the Chaos Army. You cannot for
example use the Thunderhawks Gunships (0 transport Lesser
Daemons or mortal followers like Chaos Squats or Minotaurs,
“This rule also applies to any other army using the transport
vehicles of ther alles — Space Marines in Eldar Falcon Grav
Tanks for example.

Does th S
require line of sight?

No, the aura of Slaanesh is simply a “feeling” that insinuates

itsef into the mind overcoming some models within a set

radius of the Greater Daemon. It is not a physical atiack and
refore does not require a line of sight,

Primarch is killed

Chaos Card?
Yes, the psychic lock only renders s victim immobile so as

Tong as it was hit by a conventional weapon and not one of
those mentioned elsewhere in ths artcle it can be saved.



SPACE MARINE

1f a Greater Daemon or Primarch is hit by an attack made
from an Eldar Warphunter is allowed to be saved with a
Chaos Card?

No. Because both greater Dacmons and Primarchs are
ereatures of the Chaos dimension — the source of all psychic

C. As the Avatar passes the wood, two other Beastmen stands
previously hidden from his line of sight come into view. They
o s e sl g s ok e
direction in order incloecombat. b bt
Teachod them during the movemen phas of that tum he can
o i spea at y of the Beastnen stands within 150m

er. This rule also applics to y Ork
Weindboy pehic b, Space Marine leunans neumy
Dacmon power, Warlock Mind Blasts, El

Can the Avatar enter a building?

the Eldar Warlock Titan's psyehic e
If a Greater Daemon or Primarch is killed by the Eldar

Yes,and
fired upon. This ule also applies to both Greater Daemons and
Primarc

No. The Avatar is 4 ereature wholly animated by the psychic
power of the warlike thoughts of the Eldar in its crafiworld.
s such, any damage it inflicts is treated as being 4 psychic

Do W
fired their warp waves?
Yes. This special attack takes place before the order counters
are placed at the beginning of the wrn so the Wave Serpents

if they've just

vulnerable.

ELDAR
Most questions that crop up concerning the Avatar appear
10 be about the Blood

A o Ao W iy 1
doing is placing them on charge orders in order «
a place of safety or as far away from the enemy as possible.
What is the effect of the warp wave on “dug in” (See the
WD 144)

for him to move towards the nearest enemy model. The
best way to explain the most common questions asked is
with the aid of the following diagram.

the Daemon

‘The Avataris facing two enemy units, tes on

the
right and the Chaos Beastmen on the left, both deployed in
buildings.

B Beasinen

(- 28

A. Although the Daemonettes are the closest unit, the Avatar
has no line of sight to them (all the stands have been placed
against the opposite edge of the building) and so must move
«

R Dsemonctes of Shanesh

B. Avatar must take the shortest direct route to them but is
llowed tomov around inpessbl e, minefies o i
this case a Vort template (he may be possessed by
Blood Rage bt he 't s

woss

‘models?

1 the warp wave is fired then any vehicles or infaniry stands it
passes over are pushed aside, possibly taking a hit in the
process, and lose their -1 to hit modifier for being dug in
Infantry inside forifications like bunkers may elect to remain
inside but are subject 10 the same results and effects of the
wave attack as everybody else. If the Wave Serpent s using
the warp wave as a shicl oy casnot affec a3
erike
o oo ks they bt e g £ s

Can Wave Serpents turn off their warp waves for a turn?
Yes, although it must be done at the start of the turn,

Can Vibrocannons and Lascannons make pop up attacks?
No. The anti grav motors only provide enough power (o enable.
these two weapons platforms 10 glide smoothly a few inches
aove the ground. Unless it says specifically on the vehicle or
‘weapon sat line tha it s a skimmer,then it doesn't possess the
pop up attack abilty.

Can a Warlock make a psychic attack when being
ported within his Falcon Gray tank?

Yen it Lo b v of gt s ol This il oo
applics to Space Marine Librar ide Rhinos and Ork
Weindboys, who ar not sctualy allowed out from nside their
Battletowers in case they decide to make a run for it.

Do cither the Warlock's Psychic Lock or Mind Blast effect
Robots?

N
Roborts and Tinbots although they do effect Dreadnoughts of
allraces as these contain sentient or living beings.
0 model s pand by o peychi ok uad wunbe totht
back it automaticaly desroyed f engaged in b to
hand combat

ol o il CAR s ot i o'y,
tck athough b may vt roll an i el s e i
10 chance of the locked model destroying its opponer



TITANS

What is the maximum number of weapons a Warlord
Titan can mount?
Four inerchangesble weapons inluding fre conrl cenres

0 e PG s e i e 5
o T only) and two carapace maltilaser
Does the fire control centre modifier apply to barrages?
Yes, but not those with a mandatory scatter rol like the vortex
or barrage missile.
D e s e
-m.‘clun! a building

P phase. If the Titan fails to destroy the bui
oe 20 Gt o inacd nd e e vy fa 2 ol owis
.

It a Titan is in or behind a wood can they be seen and if so
shot at normally?

The answer t0 this is yes as a Titan is just o0 big 1o be
concealed by A building is a different matter and
Titans if placed directly behind them can be considered out of
line of sight and therefore hidden. When firing at a Titan
behind terrain a obstacle do not apply the to hit modifiers.
Instead, cover u of the hit location template which

Titan. Take a model’s eye view 10 gauge what can and what
‘cannot be hit

A Banelord

SPACE MARINE

Line of sight
Clear line of

locked by
e terrain

In this example the Reaver Titan is using the building (o

P
this side. This is a useful tactic when fighting a fast moving.
enemy like the Eldar who are capable of getring unis around

Tiar
— in this case ihellenng behind a wood. Any shols deviating

the Banelord. This is a particularly useful tactic to remember

their belly gun as it protects the Titan's vulnerable legs.

Cana is in the pr
of attacking a building with a battle claw, power fist or
other spon?

Yes. Any Titan in base contact with a building can carry out an

attack with a close combat weapon whether it's on first fire,

advance or charge orders.

Can a quake cannon destroy buildings?

Yes. Despite the fact that it doesn't use 4 barrage template the

sheer size and weight of a shell from this weapon can burst

‘apart most buildings.

As the Eldar Titan’s pulsar weapon can use a barrage

template can it destroy buildings'

No. In this case the template itself represents the arca within

which targets can be hit by the rapidly fired laser pulses (in

much the same way as a flame template) and cffects the

building no more than any othe Another example of

this rule is the Buzzer Squig template fired from the Squig.

Katapul. Allough capable ofsipping body (0 he b n
zer Squigs are unable to eat stone and so are

mmpﬂhle of hamung idings o sl foriiaions.

A Phantom Titan armed

‘Tremor Cannon is aiming

ata target and a friendly unit is i the way. Can it take the
shot anyway’

No. Eldar, Space Marines, Imperial Guard and Squats would
never dzhbem:ly shoot at one of their own units. This rule
docsn't apply 10 cither Orks or Chaos who regard casualties
caused by their own weapons s cither an acceptable fact of
war, or simply bad luck.




SPACE MARINE

CLOSE COMBA‘I’

There hay rning close combat
ot peepte e T kgt 0 ot i ot et
that involve command units.

iy o arget command it i bot the thaing e
at.The impl e tat nsverll e varsions ot

o uomios s et Coruupe Enf oan v be ot a1 or

{ergatd by wekgo I hend ac i we o th e

in the case of a super-heavy command tank, infantry in the
case of an infantry command unit, and 5o o

elose combat two Ch
2 mperel Guar supeet detacment and i company
umand unit. The Chaos Space Marines charge forward a

both combatants and engage the Imperial Guard HQ in close.
combat.

Note that the command units in the second line may only be
charg fthere i both e pah hrough he it of
s gt all o e
ine of units arc engaged. Units may only be ignored an
chirged past i they are already eagaged in hand t0 o
bat with another uni

Thousand Sons g Imperial Guard
Chaos Space Marines M4 Company Command

1 you charge into elose combat do you always have to
engage a model from the front?

No, but charging units must take the shortest possible route to
reach their trgets. You can therefore only attack the side o
Fear of an enemy unit if you begin the charge in their side o

B Sauat Besekers

ace Matine
| e
B St Thunderers

Most of the questions that we got about close combat

within building can best be answered with the aid of this

example. During this game between a Squat and Space

Marine army the Squats have occupied some vit:
in on first fire.

A. In this particular building a squad of Berserkers have
fopoyet s ey v gyl el s
inside. The Space Marine Assault troops attacking the building
VPl e et B i Vet s o et
combating.

B. The Assslt ooy wisckin the other bulings bave 5o
such problems as the defending Thunderer squad have
deployedinsuch . way tha thee s plemty o room inide te
buildings. Taking full advantage of this error the Assault
troops have chosen to close combat the Thunderers from
inside,resulting in a modifier of -2 o hit when the Thunderers
take their defensive first fire shots. No such modifiers apply to
the other Assault troops who must face the Berserker’s
i building.

B pesen

- i
Support Detachment

Can a ground unit attack a fiyer at low altitude in close

combat?

m Fiyers at low level are assumed 1o be lying close o the
round in order o maximise the amount of cover available and

refore take the ik of g ke g i

is carrying if it is engaged in close combat?

es, 5o long it hasn't already moved that tun. The exception
10 this rule is if the transport vehicle itself charges into close
combat in which case the infanry are allowed to isembark in

vehicle is pinned or not.

CONCLUSION

War in the forty-first millennium is hugely varied with many.
different races struggling for supremacy. Space Marine covers
most of the situations which arise in battle but the possibilities
are so vast that there are occasionally times when the rules
seem unclear, or a particular

they are writen.

les as

16 appens i theelvant s apt, ot 0 makn

't missed something — i's very easy 0 misread
o forge hings inthe hat of batle, I ht docs' help hen
ry 10 come o reasonable interpretation between yourselves.
Finally, if you cannot agree roll a D6 to see whose
interpretation applies and get on with the battle. Above all
have fun!



GAMES WORKSHOP

Proudly Presents the Second Annual

GAMES DAY
GOLDEN DEMON

Each year Games Workshop holds a Games Day, an annual event gathering hundreds of
gamers from across the country to join together in a frenzied day of gaming activities
based around the whole spectrum of the Games Workshop hobby. Listed below are some
of the day's exciting events. We hope to see you there!

Gammg EVents « All day long you can join in on S
of Wa er 40,000, Warhammer, Space Marine,

A th Bowl. « Introducti Doa't know bow 10

[ M e g o o i
oot 6 samo sl ype
in White Dwarf magazine.

rovided. » Batle it
es of scenery that you see each month

Golden Demon Painting Competition - e
mual Games Workshop Miniatu
fantastic s

,mmumm...w 3

¢ painting contest. » A
reds upon hundrds ofstuminly
pted Games Day only. Look f
Whit Dwat, + Test yourmetal
gainst the best paintes i the country!

Games Workshop Studio Staff « Get firsthand
spcoming projects, and miniatures from the designers
A perfect time 10 ask game quastions, check out the laest
hat about the hobby with the likes of Andy
win, and Dave Gallagher.

Screaming Hordes of Pewter -

The Games Workshop reta
stand wil be the

il he et gncs, imaren,ad bk s of White Dt

Scenery CHinic « Ever wonder how the Games Workshop studio malkes the sunning terrain pices featured in White
Dwarf? There willbe scenery demonstations al day by GW staffer Owen Branham 5o be sure o stop by, ask quesions,and
leck it out

Door pis

introduction games, painting demonsirations, and more,this won't be a day to miss!

Games day Golden Demon will be held Saturday, July 30th

“Tickets a the door willbe $5.00. Tckets purchased in advance are
530, Please note we will reserve some tckets at the doar, but 10
guarantee admission we strongly suggest purchusing tickets in
advance. Tickets may be purchased through any Games Works
Sore or onder direely at:

CAMES WORKSHOP
13710
eephone i 41569




E} 2NDJANNUALXGAMES \WORKSHOR/GAMES
CITADELYMINIATURES AINTIN@’GOMEE

TITION

s

Saturday, July 30th 1
Putty Hill Avenue Baltimore, Maryland

TICKETS ON SALE NOW!




GAMES DAY '9 4
GOLDEN DEMON

Each year, the Golden Demon
Awards bring the best miniature
painters and modellers together
in a challenging competition
designed to test their skills to the
limit. On these pages we present a
full set of categories for this
year's competition. You can enter
as many categories as you wish,
5o be sure to register at Games
Day July 30th and get to work
painting those miniatures. This
year it could be your turn to win
a prize!

1. Best Warhammer 40,000 Single Miniature
Any single Warhammer 40,000 miniature on a standard round slottabase.

2. Best Warhammer 40,000 Squad
e mmer 40,000 squad chosen from the
ust be

5. Note: Space Marine squads mi
‘combat squads. Other ra
chosen within the army list parameters ( ie: Striking Scorpions 5 models,
Dark Reapers 3 models, Death Skull Mob 5-20 models. Snotling Herd 2-10
bases plus Runtherd, Genestealers 5 models etc). All models must be
presenied on standard slottabases.

3. Best Warhammer 40,000 Vehicle
This category is open to a single Warhammer 40,000 vehicle or Dreadnought
model




GRS DAY
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4. Best Warhammer Single Miniature

Thi caegory is opn o single Wostammer foot o mounted inires. All
‘models must be presented on appropriate lottabases up to a maximum size of

S 50mm ( cavlry sy e ot el 00 0 » 40mm bses

5. Best Warhammer Command Group
Ente o his categryconsist of any four Wathammer minatures on thei
standard slottabases (25mm x 50 e as for single miniatures).
o et s ity A Mg e modelsfor anyone sy

Regimental Champion or a Wizard.

6. Best Warhammer Monster
open (0 al Wathammer monsters on 40mm x 0
ases. You may include a rider if you wish. ic: Ore Wyvem,

Chaos Duarf Bull Taurus, Ogre, etc.

7. Best Epic Model
This category includes either a single model of a Titan or
2 Gargant or a unit of up to three Super Heavy Vehicles
or Chaos Daemon War Engines.




Young Bloods.

ition
for this
category consist of
any single miniature.

Entires

st Battle
Scene

Entries for his c

scene.

larger than 8 inches by 8
inches and the maximun
permitted height is 12
inches.

“The model should have
at least two miniatures

theme or conten.

‘Space Marine Chapter Design
This casgory consissof a sinle Warhammer
40,000 Space uture painted in a new
praset e T

The judges will be looking for original and
imaginative ideas rather than brilliantly painted
‘models, although clean, neat painting will help to
show your ideas in the s lght.

he winming dsign i the catgory will be sl to
create a new Chapter of Space Marines, which will
oo e fetred 1y Whie Dwar magasioe.

GOLDEN DEMON COMPETITORS GUIDELINES

1) Al entries must be Citadel miniatures.
2) Al single miniatures must be mounted on the appropriate
‘gaming bases. To help the judges compare the entries, we
prefer these 10 be painted green.

3. Slight conversions are allowed, but must adhere 1o the
mmpm of the game world and spirit of the miniatures
4) l be looking for well-painted miniatures.
t s ol g o GO W BRI i
5o et oSSR ok il e wopin.

6) Al miniatures to the 1994 compeition must be personally
entered in at Games Day. No postal or store entries will be:
e

7.) The greatest care will be taken with all competiors’
entries, but Games Workshop can accept no responsibil
models that are accidentaly damaged or broken,

8) Entry into the competition gives Games Workshop the
rightto display, photograph and publish any enry as they see.
it The judges' decision is final and no correspondence wil
be entered into.




SPRING S\

With Over $12,(
Here's How It Works

Look for the specially marked New Release blister packs
of Citadel Miniatures, each of which contains
Ui e e CITADEL MINIATURES SPRING SWEEPSTAKE:
sticker. To find out if you are one of our big winners
simply open the blister package, find the Citadel Spring
Sweepstakes St peel it up, and
read the back. Lucky winners will
find an announcement telling which
of the many great prizes they have
won. No purchase necessary, see
Official ~ Rules for ~details
Contestants may redeem winning
Sweepstakes stickers by mailing
them t
Games Workshop
Citadel Miniatures Spring S:

Example of a specially marked
New Release Blister.

TYRANIDATIAGK

200 Warhammer 40,000 T-shirts 10 Gold-Plated Eldar Avatars
(Over 60 mm tall!)




VEEPSTAKES

00 Worth Of Prizes!

5 Grand Prize Giveaways
(Product pictured above s for example only)

CITADEL MINIATURES SPRING SWEEPSTAKES OFFICIAL RULES & REGULATIONS
o Tu e To Promotion

it s o pomke o ol 3. T B




EEAYY REETL
NAGGAROTH NIGHTMARES

‘The twisted, degenerate Dark EIf race is infamous for the worship of weird and deviant violence,
and Blood Bow fits into their religious beliefs very well indeed. The Naggaroth Nightmares are a
cruel, ultra-violent team, and consequently do very well at the game. The combination of high
intelligence, natural grace, degenerate violence and hatred of all living things has helped them to

the top several times.
\g 3

==
DARK ELF BLITZER WITCH ELF DARK ELF BLITZER
DARK ELF LINEMAN DARK ELF THROWER DARK ELF LINEMAN DARK ELF LINEMAN

THE NAGGAROTH NIGHTMARES BLOOD BOWL TEAM
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By Jervis Johnson and Carl Brown

The new version of Blood Bowl has just been released and here for all you sports
fans is a report on a complete game played between Jervis Johnson — head coach
of the Reikland Reavers and Orc Boss Carl Brown, coach of Da Deff Skwadd.

BLOOD BOWL FRENZY

For the last few months, it has often felt as if Blood Bowl
frenzy had broken out in the Games Workshop Studio. Almost
as soon as it Jervis was i

of the game of football mayhem, a Studio league was set up to
playtest the rules. Every morning, the wall chart in our tea-
room was scrutinised as players bragged. boasted or bemoaned
theirluck in the previous night's games.

In our first season, Andy Chamber’s Skavenblight Scramblers
romped home 10 victory by winning the Dungeonbowl,
Bloodweiser Cup and Blood Bow! in rapid succession. His
team acquired such a reputation for breaking the opposition
that even a request for a friendly game would be met with

last minute tweaks made t0 the ules,the fever died down for
while. Now with the elease of the new boxed edition, a brand
new league has been set up, fresh teams are being painted and
the mahem has started all over again.

THE NEW GAME
‘Seasoned Blood Bow players will welcome thi latet version,
as it incorporates man of the rule changes, modifications and
Suggestions you've written in with over the last few years. As
 game system expands and grows, it inevitably reaches a point
where the entire system is due for an overhaul.In recent years,
‘Space Marine, Warhammer and Warhammer 40,000 have all

much shuffling of feet, casua and
of long forgotten, but now absolutely urgent tasks!

ook at Blood Bowl. The original game had gone through two.

woss
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editions and with its three supplements had become quite
arcane and impenetrable for new gamers

“The nenw version resolves al of this. Not only does the system
incorporate all of the best rules and most exciting aspects of
the previous editions, it also incorporates many of Games
Workshop’s recent games design innovations. A good
exampl is the use of the new Block Dice. Space Marine was
the first of our games (0 introduce special dice a5 a simple but
effective way of resolving complex combat situations. Later
on, specially designed dice were also included in the revised
editions of Warhammer and Warhammer 40,000 i the form of
rillry, Scatter and Sustained Fire dice.

The effect of using dice in this way i to dramatically specd up
‘gameplay by avoiding the need 1o refer 1o printed tables. In
Blood Bowl, the number of Block Dice you can roll depends
spou th reletive st of e players vl ntheblock
Generally, r you are, the more dice you are allowed
ool h el You e o gt te el you vk
(normally sending the other guy nose down on the pitch!).
However, there is no such thing as a certain result and
occasionally even a towering Minotaur can be brought down
by a humble Halfling!

For new players to the game, the latest edition of Blood Bowl

team of armoured psychos all ready 1o block, pass, catch and
Hacklethir way (o the h:n\l) Heights of e Blood Bowi
championships. While

THE GAME REPORT

Over the last year orso, the battle reportsin White Dwarf have
grown to become a regular monthly feature. So much so, that
for many people, i’ the fist thing they tun to when they

th aest s Alhough we've prsenied many gamesof
Warhammer,Space Marine and Washammer 40,000, we've
dciberaety acver covercd any of our iber popalar game
systems such as Blood Bowl or Space Hulk.

“The reason for this is quite simple. Writing a report of a
fantasy wargame like Warhammer 40,000 is a relatively
uncomplicated affair. The game lasts from three to six turms

easily follow the flow of the game.
“The game lasts for thirty-two turns, and during cach
twrn an indeterminate number of things can happen! Unlike
Wathammer or Spce Main, the gume i i pleyed o £
pitch with a square grid. This means that you have o
Exactrecond of the position of p 1o twenty two player in
order to determine who could block who, where the tackle
‘2zones were and how far the players could move!
At much hought, e slvd these prbles in 3 couple o
innovative ways. First of all we created a Blood Bowl map kit

emputes, which conisted of a eprseniaton
of the playing pitch together with sets of numbered symbols
for the players. In fact we created two sets of symbols, one
group in full colour and the second set in faded tint. In this
way, we could use the solid colour 1o show where a player was.
curtently posiioned and the tint o show where he had moved

In the above example: (A) Ore player number 4 declares a
Blitz action and runs forward (o block Human lineman 7.
When the dice are rolled, he only manages 10 push him back.

player 11 and so put him in a tackle zone. (C) The Orcs’ Ogre
“Morg ‘n’ Thorg” blocks Human Blitzer number 3 pushing

number ying on i’sside). Morg then follows up and occupies
the square previously occupied by his dazed opponent.
(D) Finally, Orc lineman 7 runs through the gap in atiempt 10
plck pshe bl Because he Homan thrower s sinding right

next 10 hi -1 to his dice roll and he fils. he ball

Ciadel Mintmare design eams frolecrlri working e
and the next few months should see brand new sets of teams.
‘and star players for allthe races of the OId World.

scaters pitch.

Because of the failure of this action, the Ores’ wrm ends and.
it the Humans to go!

woso
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Even using this system, we still had a few problems, such as
when a player ended his move standing in a spot that had been

v a different model earlir in the tu. After trying
koo il o g R s
the whole an intelligent lot and could work out the few.
occasions when this happened for themselves.

the game,
alongside the computer. This meant that as the game
progressed we could update the computer maps and by saving
a new map for each turn, build up a complete record of the.
‘game. At the same time, we also used an unusual method of
actually recording the game. Normally, we just take
handwritien notes of a game and sketch out any interesting
‘moves. This time we used a tape recorder 10 keep a running
commentary on this action as it unfolded.

Blood Bowl lends iself perfectly to this approach and Carl and.
Jervis took it in turns (o narrate the game while the other
person was making their moves.

At times, the tape transcript got a bit wild, especially when
something dramatic was taking place. For example, a the end
of the game you can yelling *...and he makes three
dodges 0 get o the square and does it! He picks up the ball,
it's a three plus roll and he makes i!... unintelligibled)... goes
for the extra square and makes it!1"", but on the whole the
method worked really well

All things considered, this was an exciting new way of
reporting a game. Although the maps might look a bit like the
London Underground at firt, they are actually quite simple. If
you follow them through from turn to tun, you should be able
0 keep track of the individual players. Better sill, get out your
Blood Bowl pitch and set up the game. You should then be:
able to follow the action as it happens. We had a lot of fun
doing this and we hope you enjoy reading .

THE HUMAN TEAM
(Jervis Johnson)

There I was, happily sitting at
my desk, minding my own
business, when up strode Robin
Dews, editor of this very

back here! Quick lads!!” he
yelled, trning to his faithful
editorial assistants, “stop him
before he gets out of the
Studio,

‘Why the hasty departure? Well Carl is an exceptionally good
Blood Bowl coach, witnessed by the fact that his Orc team (the
famous “Deff Skwadd") has competed in two of the last four
Blood Bowl Tournaments in the Studio over the last year. This.
beinghe el sy ] id e ot ot i
‘match? Of e

used 10 losing games that are printed in White Dwarf

“The firs, and possibly most important step in playing a Blood
Bowl maich is o pick your team. The two st
get in the Blood Bowl game are well bal
apable. However, I personally feel that a Blood Bowl team
justisn’tright unless it includes one arrogant but talented
superstar, o I decided t0 include Griff Oberwald in my line-
up. He fitted the bill perfectly, being both incredibly arrogant
and awsomely talented! Griff took the place of one of the
Ry S s v [ oot 0 conpleof
olls in order (o be able im. However, this
e me with 10,000 gold picces i i
increase my team’s fan factor by a point — obviously these
extra fans were Griff Oberwald groupies who followed him
wherever he played!

With my team chosen it was time (o come up with some kind
of over-all game plan, which meant I needed to get some idea
of what the opposition were like (a plan’s not much use unless
it takes the opposing team into account!). A surreptitious peak
at Carl’s team roster revealed that he had decided (o include &
star player of his own — no less than that hulking mountain of
destruction Morg ‘n’ Thorg! A protest to the head referce (in
this case Robin Dews) that the use of Star Players over 10 fect
tall shouldn’t be allowed earned me nothing but a callous
laugh from Robin, who pointed out that I shouldn't have
written the rules for Morg if

against him! This meant

some way to beat Carl’s team without resorting t0 outside
intrference. With a muttered curse I retreated to my desk, and
sarted to ry 1o figure out a cunning plan.

Some hours later 1 decided that if I couldn’t come up with a
i

inmy experience a simple plan will beat a cunning plan most

days of the week anyway! T knew that Carl's team was well-

hard, especally now that they had Morg in their ranks. This

wos1
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THE REIKLAND REAVERS

HUMAN THROWERS

6 3 3 8
Skills: Sure Hands and Pass

3 3 8
‘Skills: Block

woman catcnens [NATISTARAGIAVH

oo

‘meant that on offence T would have o try (0 avoid a bruising
stand-up fight, and instead rely on smashing a small hole in his

8 2 3 7
Skils: Catch and Dodge

ball 0 one of them and score &

could
qmck and ey touchdon.

Defence was going to be a lot more tricky, because | was
almotcersinly oin 0 ha 0 g te ball off ne of Car's

ayrs - which i ot cay when e lye inqesion s b
green and very, very mear

My best opportunity to achieve this would be carly in Carl’s

before he could move the player who'd picked up the
ball towards the protection of the mass of Orc players on the
line of scrimmage. In order 10 try and achieve this, my plan
was 10 try and slow up Carl's Ores at the line of scrimmage by
creating a deep defence that they wouldn’t be able to break.
through in one turn. This should hold them up near the half-
way line, and then in my own tum | would ry to get Griff (with
i very handy Leap ki plus any other support 1 could
muster into Carl’s half of the fild to try and hunt down the
ball-carrer

‘This was quite enough planning for my frazzled brain (0 cope
with, and in any case i is rare for a plan (no matter how

HUMAN LINEMEN

MA ST AG AV
00 © -’
Skills: None

HUMAN STAR PLAYER

" 8 4 4 8
Griff Oberwald  yils: Block, Dodge, Leap,
‘Sprint and Sure Feet

THE ORC TEAM
(Carl Brown)

When Robin asked me to be
the coach of the Ores for o
Blood Bowl match report in

Nl ooty DI sl sy s L
was coach of the Ores — An’ dey’s

“The selection of your team is one of the most important stages

ind expe
Tt comes 1o buyin f s and
‘When it came to picking the Orc team 10 play against Jervis |

decided to use the team provided in the box s it has a good
balance of players, three re-rolls and a fan factor of six! This
1d had

brilliant) to last much longer than 4 tum or
o the crazy situations that invariably develop during the
course of an average game of Blood Bowl. This meant that in
order (o win this game I was going 1o have to be flexible, to

et to come up with effective counter-ploys and
brlliant taical plays i the rop o a i —cither that o was
‘20ing 10 have to be very, very lucky indeed:

when
hired Griff Oberwald for the match. How could I counter this
super-star of the Blood Bow field | wondered? My first choice.
was Nobbla Blackwart — armed with his wickedly dangerous
chainsaw he could hack down Griff and with a bit of luc

several of his team-mates! This would. leave the rest of my
team the simple task of wading through the survivors o scor.
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Unfortunately, the *Eavy Metal team were still putting the
finishing touches to the new Nobbla miniature and so i
wouldn't be a painted model available for the game. As T

‘and the Block and Mighiy Blow skill, he can quite easily splat

ff or anyone else he gets his hands on. In order 1o include
Morg in the team I had 10.do a bit of reshuffling which left me
with one less Blitzer, a fan factor of three and two re-rolls,
With my

sc from. Because Catchers are the weakest players on
m feld, ey tend to avod the majrity o the fghing, Tis
are usually placed at the sides of the pitch where
ey ean o ga abouk ad goner
themselves. To stop this happening I put the Black Orcs out
wide where they could wring the Caichers" scrawny necks if
they came (00 close. The front line was taken up by Morg
sl il e T e goy's s
1lap anyone g o com teough te cenirs . it he
ko e i o o P T

for a pre-match team talk.
Anyone who plays Blood Bowl with Ores will soon learn one
very important lesson — their throwing game is not very
reliable. By their very nature, these big, tough and aggressive
players much prefer the running game.

1 decided that on offense 1 would rely on Morg and the Black
Ores to power their way forward, creating a path for the bal
carrer (0 follow. The ball-carrier would be surrounded by a

Tkeptm the line of scrimmage to work as

fast reserve going o wherever Griff (and his Leap

i
2
?.

getthe
el ol y s e gucket o the e s

S0 wilhgrnts ofsei-anderstanding, ey eam 0 he ey
field. I ook

shouting encouragement and hoping to Gork that ‘da ladz"

y for
him. While this mob charged down the centre of the field I

thinly across a broad frontage (making it casier to break
through the centre, hee-heed).

On defence I had 1o try and stop Jervis' Catchers from
sprinting into my backfield giving his Thrower several targets

A final word about the 10ss 0 see who kicks-off. If you win it
as the Ore player, always choose to receive. You can then
spend the entir firs-half beating up the opposition and score
‘on the very last down. This willleave you with a much reduced
opposing team (o defend against in the second half and make.
‘your job so much easier. | know its sneaky, underhand and
‘downright dirty, but hey! who cares - dat's da Ores for y

DA DEFF SKWADD

ORCTHROWERS ~MA ST AG AV
5 3 3 8
Skills: Sure Hands and Pass
ORC BLITZER MA ST AG AV
Sulaini 9
Skill: Block
BLACKORCBLOCKER MA ST AG AV

4 4 2 9
o0 ‘i

ORC LINEMEN

@06 "’
QOO W

MA ST AG AV

L 6 3 10
. Morg ' THOG syt ock, Mighy Blow, Thow
‘Team Mate and Thick Skull

MA ST AG AV

3
Skllls None

OGRE STAR PLAYER

woss
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THE SET UP
“Goad evning spots ons
welco

Sdory” Svaim /m
tonight's contest. Lined up
Jor you this evening we
have two great teams —

Deff Skwadd under the
leadership of coach Carl
Brown and the Reikland

readyi0 kick off so ler's go
straight down 10 the
action.”

Jervis won the toss and
decided o receive the kick
0 Catl et bis team
first. As you can se
goes for a symmetrical delenine formation built around his
Star Player — Ogre Morg ‘’ Thorg — positioned on the line of
scrimmage. Once the Orc team

his men. It looks like he's preparing ¢
lefi-hand side as Griff Oberwald is there, along with a
couple of the Reavers" caichers,

Carl rolls on the Kick-Off tble before he places the ball,
and oh no! its a Btz result. This means that the Orcs get a
free tum before the Reavers can even attempt o pick up the.
bal,

THE ORC BLITZ

“What a dissstrous stat for the Reavrs Looking over
Johy

he bench i Fastaton nd the game's unly Just mw

The Ore action. First of all, Morg *n’ Thorg
blocks Human Blitzer number 3. Morg has a strength of 6
and so he rolls two Block dice and kermunch! the Blitzer is

[l ov e

]
|
|
ks
V|
|
|
|
|
|
L
I
|

|

FIRST HALF - THE ORC BLITZ

© | itsa umver.
e L e ]

1o check for damage. Morg has the Mighty Blow skill
‘and so gets a-+1 on the roll and stuns his man who is placed
face down on the pitch.

Black Orc number 4 now declares a Blitz action and rushes
down the field, making his dice roll for an extra square of
movement, and blocks Lineman number 7. He rolls two

 time. This time he gets a Push Back result and the
Ore follows up into the space occupied by his opponent.
Next, Ore Lineman number 6 moves forward to stand
adjacent to number 11 This means that the Human
Lineman is now in his tackle zone and will have o make &
dodge rollif he wants to move away

Finally, Ore lineman number 7 runs down the pitch, taking
two extra squares of movement.IUs a desperate play, but he
makes both of his dice rolls. He's in the square with the ball
but can he pick it up? His.
agility is three so he
needs a 3+ but Human
Thrower number 12 has a
tackle zone on the square.

scaop upﬂu i
The Ore fans groan and

team turn ends. IUs a
twrnover and the Reavers
have everything to play
It
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FIRST HALF ~ HUMAN TURN 1
HUMAN 'l'UHN )

“Well the Reavers are under pressure here. Coach Johnson is
going 10 have his work cut out rlmrmg tfootall
Jervis's first move i o run back Catcher number 5. He plans.
0 make a Blitz with Thrower number 12 and number 5 will be
then be in position to give an assist. As Human player 12 and
Orc number 7 both have the same strength of 3, he would
normally only roll one Block dice for the attack. By using an
assist, Jervis adds a +1 to his strength and so exceeds that of
his opy He can now roll two Block dice and increase his
chances of getting his man dows
Jervis declares a Blitz with Thrower 12 and gets a Knock Down
result. The Ore is pushed back and placed face up on the pitch.
Jervis rols for the effects of the block, but the Ore passes his
rol. Tough crittes these greenskins!
“The Thrower steps forward and attemps (0 pick up the ball. He
needs a three or more but rolls a 1! He's got the Sure Hands
skill 5o he can make a re-rol, but again he rolls a 11 As you can

0 find out where the ball

number 5! As the playeris

on his feet he can make an

attempt 10 grab the ball
he succeeds.

However,even through the

egained
possession, they still faled
10 pick up the ball and
the turn ends and it’s Da
Deff Skwadd to go.

FIRST HALF - ORC TURN 1

ORC TURN 1

“Well even though the
weather’s been fine for
days with no sign of rain,
th teams seem 1o be
treating that ball like a
greased squig in a drop!
Whaddya think Jim?"

34 rumMBLE!
st of all Carl makes all
“safe’ movs. Because
ihe failure of most actions
means theend of your g0,
it's very important to
make any moves that
don't require a dice rol at
the startof your wrn. In
ihis case, Carl advances
several of his players into
positons where they c:

exrt takle zones sginst
the Reavers' front lne.

The Ores hemmove i sction with avengeance. Ore

Lineman number & blocks Human Lineman 11. Orc 6 lends an
R o Toen goes
down. The Ore follows up but fails to beat the Human's

Carl now declares a Blitz and Ore Lineman number 6 runs
downfield and blocks Catcher number . He gets a Both Down

10 get a beter result. He throws the dice again but because the.
Catcher has the Dodge skill only manages (o push him back.
Frustrated by this outcome, Morg ‘n’ Thorg blocks number |
‘and smashes him to the ground. His Mighty Blow skill adds
mour roll and his opponent i injured. Carl then
rolls 26 to check the injury and it’s serious! The Thrower is
out of action for the rest of the game. First blood to the Orcs.
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FIRST HALF ~ HUMAN TURN 2

HUMAN TURN 2
Wl he Reavers e suived e O sl and are il
i possession Bob Can they move with hat fooib
Blitzer number 3 olls over and groans s Jervis wrns him face
S5 1y ek oy bk, Y oot
)10seeif
you. I they exceed your AV then ey ol 206 sgin o © fiad
out the extent of the damage. On a roll of 2-7 you a
Sned and the model s laced face dows on the pch:
During your next player urn the model can be turned onto its

back and in the subsequent tun, you can stand the model up at
the cost of three movement points. Blitzer 3 was knocked
down in the very first tur of the game, but Jervis forgot to roll
him overin his turn | - an all 00 easy mistake!

Jervis now declares a Blitz action with Star Player Griff
Oberwald. Griff uses his Leap skill to jump over the head of
Black Orc number 5. He tests on his agility and easily makes
the move. Giff now blocks Orc Lineman number 11 with an
assist from Lineman number 10. 1’ 4 two-dice block and the
Ore hits the dirt.

Without stopping for breath Griffspins on his heels, waves 0
the crowds and heads off downfield towards the Ores’ end
Assisting in a block doesn’t count as
amber 10 rough o hole cesed by Grff and ftes o
against Ore Thrower number 12. He is followed by Catcher
number 4 who easily dodges away from Orc Lineman 9 and
runs down e pich o guard G’ f k. The Hunans
have now succeeded in creating a ‘throw zone'. This is an area
of he e where cvn i the pav s incompeie, the bl will
remain surrounded by Human players.

Jervis now declares a Pass action. Thrower number 12 dodges
away from Ore Lineman number 6. Oh no! he’s failed, but
Jervis spends a team re-roll and this time he gets the 3+ he
eeds. If this move had failed and 12 had gone down in the
din, the Reavers would have been in serious trouble.

Number 12 now slips round the back of Lineman number 5
who hands-offthe football. I’s another 3+ roll,but the dice arc
‘g00d - the Thrower's got the ball and he's running!

The Thrower now heads downfield (o reduce the range and

s i Wl I« P The ot s htngh
air and with his agiliy of four, Griff only needs a two or more
o catch it. t's another 6111 and a perfect completion. It's
Iooking bad for the Deff Skwadd.

As the crowd roars, Catcher number 5 dodges out of the tackle
zones of Ores 6 and 7 moves into contact with Morg 'n’ Thorg.
Byputing he O i acle o, e s cnsored that e

e free to move and Blitz next go.

woss
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ORC TURN 2
“What an astounding play by the Reavers’ offense. Da Deff
Skwadd are going 10 be very hard pressed 10 prevent another
Griff Oberwald touchdovwn...is tere no siopping this man?”

Following the rule of ‘safe moves first’, coach Carl Brown

knock the Human 10 the ground, then Ore Blitzer number 3
will b free to Blirz Griff. Having set up his attack, Carl rolls

FIRST HALF - ORC TURN 2 AND HUMAN TURN 3

Griff Oberwald takes the pass and heads off down field for a Reavers' iouchdown.

two Block dice. O not i a disaster...both dice come up with
a Both Down result. Carl has used up both of his team re-rolls

when the coaches roll for damage, the Human passes his test
butthe Ore Lineman is stunned!

HUMAN TURN 3
“Giving a quick weave so that the cameras can catch his good
side, Griff runs into the Orcs end zone and bows to the fans.
10’ 1010 the Reavers!”

Star Player Griff Oberwald
scores his 97th rushing
touchdown.

wos?
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FIRST HALF - ORC TURN 3
ORC TURN 3

“One-nil, butsillplenty o play for. It's the Reavers 1o kick off
and 50 itll become a Deff Skwadd offensive drive. Now we'll
really see the Ore steamroller in action, ¢h Bob?

Jervis sets up first and rolls on the kick-off tabl. It's a Bad

than 1D6. It ands right next o the Orc end zone and the game.
ison

Firstoff, Thrower number 12 runs back and picks up the ball.
He needs a 3+ and easily

makes it. Lineman number
6 then moves back to give
the  Thrower some
protection and Blitzer
number 3 builds a solid
wall with Linemen 7 and
10.

On the line of scrimmage,

pushes him back across the

ground, but fails t0 hurt
him,

FIRST HALF — HUMAN TURN 4

Finally, Lineman 8 runs
forward and  Blitzes
Catcher number 5. It's a
two dice block but he can
only push the Catcher

human player.

Carl ends his move and
calls a tumover.

HUMAN TURN 4
“Ouch! the Reavers front line will be nursing som
tonight. The Ores are shaping up fo one oftheir et pushes
but do you think the Reavers can blunt it Jim?”

Atthe startof the turn, Jervis declares a Blirz and Lineman 11
dashes across the field o block Ore number 8. Catcher number
S gives an assis s0 ' a two-dice block. Kerrunch! The Ore's
on the ground but he’s uinjured. Free of the Orc’s ackle zone,
Catcher number  sprints off into a downfield receiving.
position while behind him, Lineman 6 moves forward as the
Humans begin to out flank the Orc line. On the lef, Lineman 7
also moves forward to put a zone on Black Ore 5.

On the line of scrimmage, Lineman number 9 blocks Black

lend a hand in the attack. The Black Orc gets an assist from
Ore player 11 and so with combined sirengths of five of cach
side i’s stll a one dice block. Jervis rols the dice and gels a
Push Back. He follows up his man and Jervis ends his tun.
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FIRST HALF - ORC TURN 4

ORC TURN 4
“Well Bob, we know that this style of play is firmly scrawled in
the Orc book of ‘Good Fings To Do When Playin’ Blood
Bowl’. What we can expect 10 seeis a slow move down the field.
with the front line making a mess of the Reavers" defence and.
the ball-carrier following up."

At the start of the play, Lineman 6 moves over to pin the
Human Catcher § in a tackle zone. This means that 5 will have
t0 make a dodge rollin order to move

O Thrower number 12, then runs across the field to move the.
bl nko a afer position

behind the front line.

On the line of scrimmage,
Black Orc 4 blocks Human

Kerrunch! He pushes the
Human back and sends
him sprawling but unhurt
“The Black Ore follows up

front line players.

On the right, Ore Li

around the end of the

Dot Shwett i e on e
pressure, puting wo of e Reavers
ot deck and ono

1
]
]
|
|
|
|
RUNCH! |
|
|
|
:
)

Reavers’ line to clear a

oot

dirt. Alongside him, Black
Ore 5 makes another two-
dice block on Lineman 7
and again Carl rolls two
Both Down results! This
time neither player has the
Block skill and so they
both hit the deck.

Both coaches roll for injuries to the opposing players and the.
Human Lineman is badly hurt. He's ou for the rest of the
game and it's second blood to the Orcs. However the block
result was still a filed action and so it’s & tumover.

HUMAN TURN 5
Ore meat grinder is rolling now so what do you
hink. W, Grif'scaledaplent
In a dazzling display of athletic ability Griff Oberwald
declares a Blitz and leaps over the head of Morg ‘n’ Thorg,
He's rolling against his aglity and so he needs a 3+ 0 make.
the move.

Oh no! he’s rolled a 2. The crowd groans and coach Johnson
throws down a team re-roll counter. This time he gets a 1!
Griff Oberwald goes down on his face and its & turnover.
disaster for the Reavers!
Well s the way he game s played Bob...Don'sjunp Ogres
unless you're reads for afall!

FIRST HALF ~ HUMAN TURN 5
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FIRST HALF - ORC TURN 5
ORC TURN 5

Griff appears o beunkurt lm, 1o lt's s how D D
Skwadd can make the most o this opportunit. I’s Orc turn 5
with thre more plays o el .

Black Ore S is feet and Blitces L

lands on t0p of the ball and
itbobs away to land next to
Lineman 8.

Calling for a Pass action,
Thrower 12 dodges back,
but is grabbed by Black
Ore 4. He goes down on
his nose and Jervis has no
re-rols left.

1t another twrnover and
the ball is still free inside
the Reavers” half.

ORC TURN 6
“The ball’s stil free and

10 recover his drive?”

Carl begins his play by
standing up Lineman 8 and moving him downfield away from
the sideline.

“lts worth noting Jim, that in Blood Bow! if a player gets
‘pushed offthe pitch, the crazy fans just ip them 10 shreds. I's

10. The Human s knocked to the ground, but he’s unhurt. The

Black Ore follows up t stay in his face!

A great hole has now opened up in the Reavers” front line and

S0 Thrower u ey forwatend Manie o o ool o
w Morg’s great hands reach out,

he bell and I bounces away. I's  tarover " s

Iying dead, almost on the line of scrimmage!

HUMAN TURN 6
“1 can’t believe his has happened! Both head coaches used up
all their team re-rolls carly in the game, and as this move
shows, even the simplest action can spell disaster when you're
rolling single dice with no second chance.”

cTow're right Bob. but

the Reavers” last play.”

Seizing their chance to

team mates ready 10 give
assists, Lineman number
10 staggers to his feet and
Blitzes the Black Orc. IU's

down. As he fuls back, he

an automatic injury roll with no test for armour. This was @
e’ piay by an e %
O the Ores” right, Lineman 10 blocks Human 8. He gets an
assist from Blitzer number 3 who moved forward t help him
out. This makes it another two-dice block but he only just
pushes him back.

Number 7 now declares a Bitz. He blocks Catcher number 4
‘and pushes him back down the field. He doesn’t follow up and
continues his move into the square with the ball. He goes for
the footbal, s a 3+ roll, the dice claters across the pitch and
s a.

The ball scatters and lands in another open square as Carl
thumps the table in frustration. There are now four tackle
zones on the ball, two from each team and t's a wmover.

FIRST HALF — HUMAN TURN 6

woso
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HUMAN TURN 7
Jorhtheonc, hob

“Sure is Jim. The ball is
Jree in the middle of the
Ppack. This means. that
whoever iries 10 pick it up,
the enems tackle zones will
el
Al of e ami L
normally pick up the ball
feoe
player adjacent 10 the bail
puts a -1 on the roll,

ona 3+,

greased squigs in a hog
wallow!

sperate to clear the ball,
Jeri e b pay by dodging it maner 4 Cacher ot of
Ore 10's tackle zone (Orc Lineman 10 was standing up at the
time in his shadow position).

“Did you nrice how he dodsed back 1o he clear square for a
3+ dodge rather than across the tackle zone for a 4+, Bob:

“I sure did Jim, when every dice roll can end your urn, a wise
coach shortens the odds at every opportunity:

“Jervis made this move 10 get his man out of Ore Blitzer

number 3's tackle zone so that he could give an assist o the
block that was going to come in from number 8.”
With the Catcher asssting, Lineman § blocks Ore Lineman 10
and sends him crashing o the ground. He doesn't follow-up in
order to stay in position and be able to give an assist to
Lineman 10's attack on Black Ore 5.

Number 10 now puts a two-dice block on the Black Ore. He
knocks him down and follows up into the Ore’s space. There is
now only one Ore tackle zone on the ball so Jervis makes his

+umBLE!

!
%

-

!

|
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FIRST HALF ~ HUMAN TURN 7

Thrower number 12 declares a Pass action. He jumps to his
feet and runs round the line into the square with the ball
Because of Ore 7's tackle zone he needs a 4+ o pck it up and
he gets it Jervis measures the range to Catcher number 5 and
i's going to be a Long Bomb.

“This s a desperate play Jim! "

“Sure is Bob...the Thrower's agility is three s0 he needs a 4+
Bomb

and that puts a -2 on the dice! He's also standing in Orc 7's
le zone which puts another -1 on the dice!! The only way
he can make the throw is by rolling a natural 611"

“The Thrower's arm goes back and Jervis rols the dice. I's a 4,
not good enough. but he has the Pass skill so he gets the
chance to re-roll i. This time its @ 11 Not only has he missed,
butits a Fumble. The ball scatiers into an adjacent square.

it's a umover!

But first we have to find out where the ball has ended up. It
scatters and lands in the same square as Human Lineman
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number 10. He grabs for it
but he’s got two tackle

him o he needs a
610 cateh it. He misses
‘and the ball satters again.

‘This time it lands in the
[

' O font ine pies
acton n an et
lack o ball of enomy.
lying on the ground,
no chance or holding the i
ball, 50 it bobbles again [
and ends up right between
Morg ' Thorg and Grif :,
ald!

Oberw

ORC TURN 7
“The way it looks from
here, this drive has ended
in’ a brawl and neither
team seems 1o be able 1o
recover the ball. It could go either way at this point and there

re only two more down 10 go before the half time whistle.”

And the Ores pile into action. Morg throws his massive bulk
against Griff and pushes the Reavers' Star Player back. Next
Black Orc number 5 declares a Bliz. He uses three movement
points to get 10 his feet and then blocks Lineman 8, also
pushing him back.

the forball and the Ors ar i with che, Ore Lineman 7

an 10 in an attemp to knock him down and
remove this usu ‘osace, bt ven wil a asis rom Morg,
he sill only an back. On his feet, the
Human Lineman s s bas & tackle zone ont th saare
containing the ball. This will mean a -1 modifier when the
Ores come to pick it up

e i S SN

Ll e AR

'SECOND HALF ~ ORC TURN 7

Despite the mounting
excitement, Carl makes
couple of “safe’ moves
before going for the throw.

forward Ore Thrower
number 1 into a position
where he hs

Blitz or Dodge move
his Star Player before Griff
an go for the ball.

Next he crosses
unmarked  Lineman
number 8 into the centre of

he. fied, close 10 the
Reavers” end zone. If he.
docs manage to pick-up
and throw the ball, h
wans a recciver out there
close (0 the Reavers” line.

R W B TN

S0
|

‘With everyone in position, Carl goes for the play. He declares
a Pass action and moves Thrower number 12 diagonally onto
the ball. First he needs to pick it up and with an agilty of three.
and a1 for Lineman 10's tackle zone it’s a 4+ roll! H

alowed a re-oll. Thistime i’s a 6 and he's gotth football,

Carl’s now got two options; he could atiempt a 3+ dodge
before making the throw (0 get away from Human Lineman
number 10, or he could just make the throw with a -1 for the
Human’s tickle zone. He decides to make the throw.

His arm goes back... it's a long pass, 1 for range and
s or s aie Some Wi B agily of thrc he
needs a 6 to make it good. He rolls a 5! but he's got the Pass
skill He rolls again and i’ a...61 The Ore fans go wild!




Desperate 10 stop the pass, Human Thrower number 12 goes
for aninterception, but he also needs a 6 and fils to get it

‘The football sails down the field towards Lineman number §
‘and a silence hits the stands as the erowd holds is breath, With
ook of panic on his face, number § reaches out with his arms
‘and Carl rolls a...5! Yes t's complete. The ball is thrown clear
of the pack, and Lineman number § is standing next (o the.
Reavers' end zone. The Ore fans go absolutely ape!

sending in his man o pick it up. He then made his ‘safe’ plays
0 that f the throw went wrong, he wouldn't be left out on a
limb and finaly he used the man with the righ skills - Sure
Hands and Pass 10 g0 in there and get he job done! "

“Absolutely right Bob... Jervis also made a bad mistake in

il their wrn

Black Ore 4 now blocks Human Blitzer number 3 and knocks
‘The Ore follows up and now
has a tackle zone on Human Lineman 11

“This was another important play Jim... every single Human
player is now standing in an Orc tackle zone. If Coach
Johnson wants 0 stop the touchdown and chase number 8 he's
Boing 10 have 10 go for
those dodge rolls. A good
coach always...and I mean
ALWAYS!... makes it hard
Jor his opponent 1o move
without making a dice roll.

Finally, Orc Lineman 6

4

e in a desperate position.

HUMAN TURN 8
“One more move before
Ao ime i s mak o

break for the R

Jervis starts his play by

lodge with

Catcher number 4. He get
it, and runs off downfield for eight squares to get into contact
with the Ore holding the ball

Blitzer number 3 who was sunned st tum i olledove ot
s ba

Block He gets both of these olls. Jervis reaches over and picks.
up the Block Dice — number 11 can get an assist from Catcher

BLOOD BOWL *
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FIRST HALF — HUMAN TURN 8

mumber 4 50 it's a two-dice block - and he rolls two arrows.
It's a double Push Back and there’s nothing he can do to
change the result. The Ore is moved one square closer 1o the
Reavers’ end zone!

Jervis thumps the table in frustration and looks for an
Back in the centre, Griff blocks
ber 1. 1t's a two-dice block due to Griff's
strength and the Ore goes down. Finally, Catcher number 5
stands up for three movement poinis and fouls Ore player

wosa
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number 6
i o, He s o damge

Orc and so with a long
groan of resignation, the
Reavers’ coach declares a
twmover.

16 the Ores final wrn.

ORC TURN 8

There’s only one move
o

atiempting to dodge into
the end zone would be
suicidal

He picks up a single D6
and declares a_dodge
action. I’s a simple move
and he needs a 3+. The

Ore number § runs in for @

dice rattles across the board and comes up 6! He makes the dodge and it’'s

touchdown 1o the Deff Skwadd in the very last seconds of the half. As a wild
Ere we go!!t”

the coaches put down thei dice and go off for a well eamed half-time cup of

tea. s Da Def Skwadd | — The Reikland Reavers |

“Wel what ret ishohe st ol 5ob”

“Itsure i hey have
o atcers inheieums when it cane 1 he pinch he wre i ol the
football from the brawl and make a touchdorw

“At the same time, even though it was  long shot, Jeris could have made the
sinilar ply on Himan um 7. Bt he e 0 roll ' and e s hrover
Jfumbled the ball it was anybody's guess where it would pop out.”

Thar's ight i WellCoah B st e feingprvy oo bout his
In the first half

so Jervis w‘” have 1o play on with only ten men i his.team

Lets ake a b

e

Reavers last ditch

woss



NEW STORE!

OCEAN CITY, MARYLAND

OYSTER BAY SHOPPING CENTER
11613 COASTAL HIGHWAY SUITE 13
OCEAN CITY, MD 21842
Telephone: (410) 524-5334

Whether you live nearby or are vacationing in the area, make sure you stop by and check
out the new Games Workshop store in Ocean City. Stocking everything you'll need for the
gaming hobby, Games Workshop Ocean City is staffed with friendly, enthusiastic gamers
who will be more than willing to show you how to play the latest games and help you with
all your hobby questions. = S

Right: Enthusiasts :

enjoying an exciting

game of Warhammer

Fantasy Batile.

LaNTIC

OPEN NOW!
Open 7 days a week
from Memorial Day

(May 30th) throughout
the Summer.
Call for business hours.




Miniaturss suppled unpainied.

Miniaturos dosigned by Gary Mooy

Orcs have been playing Blood Bowl since
the game began. They just love the
mayhem and treat every game as an
excuse for a good brawl.

This approach has also made them very
successful. The Orcland Raiders were
the first-ever winners of the Blood Bowl
Open Championship, and this famous
team is rightly feared across the Old
World for its ferocity and power.

oRc BLTZER

Their aggressive and violent approach to
the game has often been mimicked but rarely
bettered, and the team are sure-fire candidates to
walk away with the coveted Blood Bowl Open
Championship trophy for a second time.

WARNINGS T ke corans md b i s soed
ol Mt s ot recommended forchicren uor 14 years
nop, e Games Worksnop logo, Bood B,
it o i ot s et o

et s e Wi
© Copyrigh Games Worksnop L, 1984, Al ights reseved

+ORCLAND RAIDERS+

‘THIS BOXED SET CONTAINS
THE COMPLETE ORCLAND

RAIDERS BLOOD BOWL TEAM

CONSISTING OF:

1.0rc Thrower

2Black Orc Blockers.

30rc Biitzrs

50rc Linemen

1 Orcland Ralders transfer sheet to

allow you to detail your team with

numbers and symbols.




BLOOD BOWL *

SECOND HALF

el lhoug ¢ amos aoked s ough we'd planned i e
game was wrning into an classic confrontation between these
e

Atthe end of the hal, the score was 1-1 and this was an almost
perfct poiin for the Ores. AL th beginningof te g,
Jervis had won the toss and chosen 10 receive. This meant that
b Reavers would Kickoff o the Ores o e st of the
second half. Carl would therefore re-start the game in
possession of the football.

In the first-half, two of the Reavers” players had also been
badly hurt by Ore blocks and I for the rest of

‘game. This meant that Jervis would be playing a ten-man

;qm against Carl's twelve. Ore and Chaos teams in Blood

owl specialise in crunching the opposition. It's not a very.

badly hurt, \umu\ly injre ox

ng e will

ultimately overwhelm them by sheer w

Carl's game plan for the second half would therefore involve.
el coscf gl erga o carsoe o ball in

Fintot sl ey seslvetha tal st s plced p .o
passed o a Thrower. At the same i
e defentve formation—ofen aptnt the
sideline where it can't be outflanked — and create 0.
T o o e e s i
safety of this pocket.
To counter this move, the defensive team will have 10 kecp
‘and at the same time attack the pocket.
“This is because they the Thrower wil put
the football and have to try to cover exery possible area.

"
make their move. The Blitzers break out of the pocket,

Il i e i Ol e i i

Squares, most Humans or Elves can make their opponent’s end
7o and the ball will ssil ight ni their hands. Using the
correct players with Pass, Dodge and Catch skills should
guaranee (as if there were such a thing in Blood Bowl - E)
that they have a margin of safety and the offense should be
home and dry. You can see that this is almost exactly the.
pattemn of the play that got Jervs his frst-half touchdown and.
should be memorised by all Human and EIf coaches.

Rzmmmg o the point,if Carl scores too early, he'll merely

the door to Jervis's throwing game. If he takes his time.
{hen Tervis will bave t come o Rim and ry and take he bli
off him. Thisis called fighting on your own terms and there is
nothing that Ores love better!

‘Atthe second-Kick off, a Riof result was rolled on the kick off

cleared the pitch. We now rejoin the game for the cdited
highlights of the second half, startng at tur four.

ORC TURN 4
As you can see, according 10 his game plan, Carl had received
the ball and it had been picked up by number 12. He then
 "box" around the ball carrier with players 8, 3, 7 and
1. As he starts his trn, he is about to swing round the right

erto the winning
el i aon Tl
the

hopefully put several more
on the critical it

‘What the Ores should not
do is attempt to score 100

easily able to score
touchdowns in two or three.
moves. SECOND HALF ORC TURN 4

Jank of ¢
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SECOND HALF HUMAN TURN 4

ORC TURN 5
‘With only eight Reavers sill on ther feet, Da Deff
Skwadd casily smash through their line. Thrower
number 12 moves forward and makes a hand-off to
Morg ‘n’ Thorg who shoulders his way forward and
he’s away! This s Ores playing humans t their own
game and there seems to be nothing the Reavers can
o about it. Note how number 11 moves in to stop.
the Reavers® defence running back to pursuc Morg.

AT e s e — |
)

l_3_0

—————2-0 e

'SECOND HALF HUMAN TURN 6

ORC TURN 6
Human Thrower number 12 is blocked and hits the dirt.
Thle s v Livron 1o ke i, He ot ko
position and puts his tackle zor 1
‘This prevents them from giving s e
Morg Blitzes Catcher number 5. By [ulluwmg up g
roll (it's
1 pace 0u 3¢ b than
dodge on 4 34) and he’s sway. Touchdown! Deff
‘Skwadd 2 - Reavers

HUMAN TURN 4
‘The Reavers try o counter this move by covering the Orc
the *box’. However,

Black Ore 5, but goes down on his nose when he tries to
move an extra squarc!

'SECOND HALF ORC TURN 5

HUMAN TURN 5

Just three of the Reavers can get back to Morg, and then
only by Bitzng Ore 11 out of the way. This means that
ey won'sbe abe to block Morg bimset. Catcher 5
‘makes a dodge followed by two extra squares for a run
of ten spacest [t Bitze 3 aso ve o
make dodges and extra spaces (o get back. Morg has got
three men on him, but the weak link is the Catcher, Griff
ber 12 ry t0 pin as many Deff Skwadd players

as possible, but it looks like i’s all over.

umber 2

SECOND HALF ORC TURN 6




€

'SECOND HALF
HUMAN TURN 6

ORC TURN 7
‘The Deff Skwadd coach

attempted to pound Griff
into the turf!

“*»

Almost overwhelmed, the
Reavers’

manage a Push Back!

BLOOD BOWL *

HUMAN TURN 6
With only two tms (0 go
and eight players left, it

SECOND HALF ORC TURN 7
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'SECOND HALF ORC TURN 8
ORC TURN 8

10 the Deff Skwadd's st move, and with the roar ofthe Orc:
fans in ther ears, they set out to brutalise their opponents.

Black Orc 4 declares a Bltz and smashes Thrower 12 (0 the.
‘ground. The ball scatters and lands free in an adjacent square.
In the centre Morg ‘n’ Thorg drives forward but only manages
o push back his opponent. On the right, Orcs 7, 9 and 10 also
attack the Reavers remaining players but they 00 can only
force the Reavers back

And as the chant of “Ere we go! Ere we go! Ere we go!” once
more begins to rise, Deff Skwadd players 5, 3 and 12 gather
around Griff Oberwald. The dazed Star Player looks up from
the ground, where he fell afier faling his Leap the previous
tum, as the gang of Orcs mercilessly pu the boot-in for a final
Foul action. Carlrolls 2D6 in an attempt 0 beat Grif's armour
value with +3 on the dice, one for each Orc. However, a 4 is
rolled and Griff remains unhurt.

Grinning from ear to ear, coach Brown calls a trmover!

HUMAN TURN 7
Jervis went for his play.
Thrower number 12, dashes
actos the pilch 0 et clete
view of the Ore end 7

i his Leap skill, Griff
wied o jump e ofthe Orcs
surrounding him and make a
swift run into the end zone.
With his agility of four, Griff

and Star Player Griff goes
down in the din!

s the Reavers” fans groan,
Jervis desperately calculates
the odds on one final play.

woro
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'SECOND HALF HUMAN TURN 8
HUMAN TURN 8

As the seconds tick away, Jervis comes up with a heroic if
highly unlikely plan.

Thrower number 12 scrambles to his feet, spending three
movement points, and dodges away from the Black Ore. He
needs a 3+ for the dodge and a 3+ 0 pick up the ball. He makes
both rolls and a nervous look appears on Carl's smiling face.
Without a pause, the Thrower dashes forward for two extra
squares, getting both of his dice rolls, and ends up with the.
football one square away from the halfuay line.

Jervis reaches for the dice and stands Griff on his feet. He
declares a Leap right ead of Black Orc number 5
‘makes his roll. He gets it and Griff is away and running.
needs a dodge (0 get out of the Orc’s tackle zone and gets it on
his second attempt by using his Dodge skill. He's used up six

lis a 11 Buta star like Grif has the Sure Feet skill
and is allowed a re-roll and this time he gets it. Griff is

(At this point, almost everyone in the Studio who was nearby,
ad stopped what they were doing and had gathered round the
table t0 watch ~ Ed)
Unable to believe his luck, Jervis declared a Pass action by
ieman 6, and
spaces to stand next to
Thrower number 12 who held the ball. Jervis rolled for the
hand-off. He needed a 3+ and the dice came up with a four!
Finally... he made the pass. The range was a Long Bomb and
50t necded a 6 to make the throw. The dice came up with a 4
and the run of luck ended. Jervis had no team re-roll and the

a final gasp of disappointment, the ball sattered to end up in
Square next o the Star Player

Deff

‘Skwadd 2 - Reikland Reavers 1.

POSTSCRIPT
There are a couple of
things 0 say about this
game, and about Blood
Bowlin general

i
1
1
1
1
{
{
l

(3

Although the game system
works to ensure that a
better player will always
have an advantage over
novice, there is no such
thing as a certain result In
the very last twrn, Jervis

N Sc——

ol R P s ik
where you nced to use them. If player § had had the Pass skill,
Bt couk v besa i e

The second lesson i o understand your opponent and have &
‘game plan. Carl is an experienced Ore coach who understands
the sirengths and weaknesses of his side. Even so, the
circumstances forced him to score slightly too carly in the
secon halfandthsgive Jervi the opporunity o eualie
Although the Reavers were getting very battered and could
P s s g o e«
simple throw and catch could have ended it in a Human
victory.

As the ancient Blood Bowl wisdom says: “Maximise your
T
version: “Gi d you'll getlucky!" In this case, the
e e st e e okt ws el

wor1



EAVY METAL

B Crraper winiaTuRES s
MODELLING GUIDE/§

MODELLING
GUIDE

The Citadel Miniatures
Modelling Guide contains
everything you need to
know about modelling as
well as stunning examples.
from some of the world’s
foremost painters and
modellers.

Inside you'll find detailed
explanations of ‘all the
different techniques, from
basic cleaning and assembly
through simple weapon
swaps to more complex
multi-part conversions and
dioramas.

This simple step-by-ste
guide by master painter
Mike McVey is lavishly
illustrated with full colour
photos. Throughout the
guide. Mike uses his own
modelling  projects o
provide detailed examples
of each step.

If you haven't tried
modelling before, the guide
is packed with hints and
advice on basic conversions

help you get started.

to
When you've got some experience you'll be able o tackle some of the more challenging projects

featured, even building your own unique army

From basic troops through to heroes and character models, there are no limits to what you can do.
Whether you're just starting out or you're already an experienced modeller, the Citadel Miniatures
Modelling Guide provides you with all the information you need

by Mike MeVey, an

available from your locs

The ‘Eavy Metal Painting Guide and *Eavy Metal Warhammer 40,000 Painti
Games Workshop store or thro

Suide are also writien
Mail Order.

[T
WORKESHOP
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CARNIFEX

o designed by Jes Goodwin

The Carnifex is one of the most terrifying monstrosities to stalk the battlefields of

the forty-first Millennium. Its four blade-like arms slice easily through armour or

flesh and its tough, chitinous hide protects it from all but the heaviest weapons. A

Carnifex can also spew forth a burst of highly energised plasma that can devastate a

squad in seconds or break an enemy battle line. The warriors of the Imperium call

the beast the Screamer Killer because of the high-pitched whine it makes as it
advances towards its horrified enemies.

CLADEL
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AIL ORDER (410) 644-5699 MAIL ORDER (410) 64

SUBSCRIPTION OFFER

Each month you can have White Dwarf delivered right to your door. With one year (12 issues) and two year (24 issues)
subscriptions offered, there is no reason to miss a singie issue of White Dwarf which features all the latest Games
Workshop games, great new Citadel Miniatures, battle reports, game rules updates, ‘Eavy Metal painting tips,
modelling workshops, and more!

SPECIAL OFFER
Not only will a White Dwarf subscription save you 25%
off the cover price, but it will also include an
ADVANCED HEROQUEST Special Offer. With any
White Dwarf Subscription you are eligible to purchase
an Advanced Heroquest game at half price (only
$25.00). Subscribe Now, the special Advanced
roquest offer expires July 29, 19941

SUBSCRIPTION RATES
1 year (12 issues) - $35.00 (U.S,) or $45.00 (Canadian)

2 years (24 issues) - $63.00 (U.S) or $81.00 (Canadian)
Ploase note Maryand Resdents must add a 5% Stalo sales tax

To start your White Dwarf Subscription fill out the  Advanced Heroquest contains everything you'l need to

informaton below, ci out th box and send it enor tho dark Undarream of the Warhammer Worc
3 including 36 finely detailed Citadel Miniaturss, full
White Dwarf rulebook (including rules for ol play), inferiocking color
Games Workshop board sections, and more. Regularly $54.99, with this
3431 - C Benson Avenue specilsubscrpion afer you can recenve Advanced
Baltimore, Maryland 21227 - 1072 Heroquest fo ust §25.00
OFFER EXPlRES JULY 29 1994

Please check here ( ) if you wouid like to save 50% on a copy of Advanced Heroquest by
purchasing a one or two year subscription to White Dwarf Magazine!

Please sign me up for a: 1 year (12 issues) or 2 year (24 Issues) subscriber (please cicle one choice)

I this a: New or Renewal subscription? (please circe one choioe)

Form of Payment: Check, Credit Card (see below) or Money Order (please circle one choics)
Master Card or Visa Exp. Date;

Credit Card Number:

Cardholder's Name:
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IL ORDER (410) 644-5699 MAIL ORDER (410) 644-5

MAIL ORDER

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

DEATH ZONE

AVAILABLE JUNE 27TH!

FEATURED THIS ISSUE

FAST AND CONVENIENT
Games Workshop products have a greater availability
all across the country then ever before — just check out

White Dwarf which now features a
‘monthy listing of every Independent Retailer carrying
Games Workshop products in the United States and
Canada. Even with this greater accessibilty of Games.
Workshop games and miniatures some customers siill
have a problem finding local stores stocking a variety
of our products.

The Games Workshop Mail Order department has
been established 1o give customers who cannot find

hat they are looking for a chance to purchase directly
from our Headquarters in Baltimore, Maryland. Our
Mail Order Specialists can help you find the miniatures.
that you have been looking for, provide you with the
latest news in product release information, answer
your product questions, and much more. Our Mail
Order team works hard to provide a fast packing
service that assures your order will be delivered to you
s quickly and efficiently as possible.

MAIL ORDER
Our Mail Order Hotiines are open five days a week and
you can pay by check, money order, Mastercard, or
Visa. All Ganadian Moriey Orders must be drawn from
a bank, payable in U.S. dollars. Unfortunately
Canadian Postal Money orders, COD and general
delivery can not be accept
(410) 644-5699 Monday through Friday
9:00 to 5:00 pm EST (Eastern Standard Time)
Closed Saturdays, Sundays, and Holidays

For wiitien orders, or to request a

-
Ol Raders (Boved seof 1 )

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

please wiite to:
GAMES WORKSHOP.

3431-C Benson Avenue
Baltimore Maryland 21227-1072
You may also fax your order through at:

(410) 202



ELDAR

ELDAR PHOENIX LORDS

9077

BAHARROTH - THE CRY OF THE WIND
SWOOPING HAWK PHOENIX LORD

JAIN ZAR - THE STORM OF SILENCE
HOWLING BANSHEE PHOENIX LORD

UGAN RA

THE HARVESTER OF SOULS
DARK REAPER
PHOENIX LORD

PACKAGED 1 FIGURE PER BLISTER,

ELDAR WARP SPIDER EXARCH - 9076

PACKAGED I FIGURE PER BLISTER.




ELDAR

ELDAR WARLOCKS - 9080

PACKAGED 2 FIGURES PER BLISTER,

UNDEAD

VAMPIRE LORD - 9078

PACKAGED 1 FIGURE PER BLISTER,




UNDEAD HEROES AND COMMAND - 8572

NECROMANCER

i

PACKAGED 2 FIGURES PER BLISTER.




UNDEAD HEROES AND COMMAND - 8572

GHOSTS

WRAITHS

PACKAGED 2 FIGURES PER BLISTER.




THE UNDEAD
In the Warhammer World
the dead do not rest easy.
Vampires lurk in haunted
castles in the sinister forests
of Sylvania. Necromancers
seek to escape their
mortality by searching for
forbidden knowledge within
the pages of accursed books.
In lost cities buried beneath
the desert sands of the Land
of the Dead, the Tomb Kings
rule over legions of corpses,
their servants in death as
they were in life. And
behind all of this towers the
ancient shadowy figure of
Lord Nagash — the Great
Necromancer, once human
but now powerful enough to
rival the Gods themselves,

This essential supplement
for the Warhammer game
describes the armies of the
Undead in complete detail.
The book contains a full
history of the Undead
together with an army list
that includes rules for all
the Undead creatures,
characters, warriors and war
machines. There are also a set of 10 new Necromantic Magic spell cards as well as over a dozen
new Magic ltem cards and an exciting Undead scenario — Revenge of the Doomlord.

‘Warhammer Armies books for the Empire, Dwarfs, Ores and Goblins, High Elves and Skaven are also
available along with the Warhammer Batle Magic supplement

WARHANMER ARMIES - UNDEAD S NOT A COMPLETE GAE. YOU NEED A
COPY OF WARHAMNER TO USE THE CONTENTS OF THIS BOOK. 223 e
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