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THE CHAMPIONS OF DEATH

The Champions of Death were created by the Necromancer Tomolandry. Instead of hiring piayers, he simply visited a
number of ancient tombs and resurrected a dozen or so skeletons. Using a necromantic spell of his own devising he

Biood Bowl fans both love and fear Undead tearms. i
cor

mage, they y me back.
and Zombies rise from fatal biows o fight back with renewed vigour. Many Blood Bowl teams have even found
B vee ik b

MUMMY WIGHT

THE CHAMPIONS OF DEATH BLOOD BOWL TEAM
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TALISMAN

THIS MONTH'S
TALISMAN RELEASES

01 Ttiunan ssas
(Bored Games)

TALISMAN

July sees the release of the brand new

friends become the adventurers in a quest
to rewrieve the fabled Crown of

Command from its fearsome Guardian,
e

with everything you'll need. including: 3

plastic Citadel Miniatures. Look for the
new Talisman stand-up display a the
Games Workshop Retailer nearest you!

THIS MONTH'S
WARHAMMER 40,000
RELEASES
0432 Fidar War Walkers s
st of one modeh
0433 Space Marine Raorback 5243
SN g S ELDAR WAR WALKER
O e sfommoie | War Walkers stride inio battle guided
pe WepmsPatamss9s. | by 2 single Eldar pilot. Armed with the
1 Weapon a2 e er s devastating combination of a Scatter
w3 Sm | Laceranda Lascannon, the War Walker
P b
Eldar amy. This
RAZORBACK e o i el

A devastating new support weapon for

Raytack  oew and deadly vaitt of
the Rhino. You can also look for an
Eavy Metal page detailing the new
Razorback transfers and special insignia

oy et

ANTI-GRAV PLATFORMS
Eldar don't lug heavy weapons around
the battlefield like other troops in
Warhammer 40,000, instead Eldar use
the ingenious Anti-Gray Weapons
Platforms to mount heavy weapons.
This mobile artillery support can be

equipped with a variety of heavy
weapons including: a D-cannon, scatter
laser, heavy plasma gun, or a ascannon.

ELDAR DREADNOUGHTS
Eldar Dreadnoughts are not ploted by
living beings, but instead are powered
by the spirits of long dead Eldar drawn
from the infinity circuil. A card datafax
for Eldar Dreadnoughts can be found in
the Dark Millennium supplement.
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UNDEAD
More ghastly reinforcements for the
forces of Undeath! First off, Gary
Morley has sculpted an excellent new
Necromancer 1o summon and lead
Undead Armics. This month also sees
the release of new Skeleton Cavalry.
Grim skeletal Knights, the riders are
wier and mounted on plastic horses.

UNDEAD BANNERS
Few sighis in the Old World are more
terrifying than the mouldering banners
that flap at the front of the Undead

available 0 3dd that extra gloomy touch
0 your Undead army.

THIS MONTH'S
BLOOD BOWL
RELEASES

Championsof Death
Boved cam of 12 mockls)
Nobbia Backwart

(One st layerp i)
(Ove st playerpe i)
Morg N Thorg

(One o laerper i)
Fungas the Loon

(Ove o playerpes iir)
Mighty Zug

(Ove ar playerpr itr)

§ 8 e
§ge8g8¢8d

Scrappa Sorchead
(Ove s playerpr bikr)

UNDEAD TEAM

You can't keep a good Blood Bow team
down. Recruited from ancient tombs and
burial grounds, the Champions of
Death are one of the most fearsome
Blood Bowl teams (0 ever take the field.
To check out all the great new models
Took for the gruesome team picture in
this month's *Eavy Metal

STAR PLAYERS
Following last monih’s release of Death
Zone are some of the most famous
‘names the game of Blood Bowl has ever
known. All the new Star Players are
featured in this month’s ‘Eavy Metal

Human coaches will be thrilled to see the
berwald and Mighty

ight-minded Coach

dextrous Griff

wouldn't want the
Oberwald or the bruising strength of
Mighty Zug?

MORG ‘N’ THORG
Few names inspire fear and intimidation
like that of the Ogre star Morg N'
Thorg. A living colossus of devastation
on the Blood Bowl field, Morg ‘N'
‘Thorg willplay for any team that can pay
his wages and hire him,

STEAM TANK

Unavailable for over a year, July marks
Tank
Protected by nigh impenetrable armor

report in this issue. Full rules for this
spectacular model can be found in (0130)
‘Warhammer Armies - Empire.

Nobbla Blackwart
GOBLIN PLAYERS

Only Goblin players are daring enough to
use really dangerous secret weapons.
Three Goblin star players are released
this month, Nobbla Blackwart, Fungus
the Loon, and Scrappa Sorehead.

Workshop Ll

Wokshop

e
e prodced ithe in-bous o s work for b
1996 A1l

Workshop L ©
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alisman is an e; g
fantasy board game set
a world filled with
‘magic and monsters. You are
a heroic adventurer on a
dangerous quest to retrieve
the legendary Crown of
Command. But first you
must find one of the magic
Takismans, battle your way
to the Wizard’s Tower and
defeat the mighty Dragon
King in mortal combat.
there are 11 characters to choose from and each one has their own special abilities and weapons. For example,
the wizard can cast powerful spells, while the Minotaur is a formidable fighter armed with a huge axe. Before
you enter the Wizard’s Tower you will spend some time adventuring in the outer and inner regions of the board.
Here you must try to improve your skills until you are strong enough to challenge the Dragon King.

THE TALISMAN BOX CONTAINS

« 11 plastic Citadel Miniatures + Large colour fold-out board « 4 page easy-to-follow rules booklet
« Over 200 game cards » Dozens of counters and playing pieces
* Talisman painting guide » Game dice
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EANES WORKSHO)

GAMES DAY 9 4
GOLDEN DEMON

SATURDAY JULY 30TH, 1994
TALL CEDARS HALL - BALTIMORE, MARYLAND

HAVE YOU GOT YOUR GAMES DAY
ICKETS YET?

And why not? You really don't want 1o miss the biggest and

ur chance o battle

scenery featured monthly in White Dwarf magazine.
Miininee o ek s, Ay R 10O
how up and join in the fun.

GOLDEN DEMON PAINTING
COMPETITIOI
There is still time to put the finishing touches on your
n Demon! Not only does this
against

 for hundreds upon hundreds of
stunningly painted miniatures.

GAMES WORKSHOP STUDIO STAFF .

This year Andy Chambers. Jes Goodwin. and Dave BUT WAIT, THERE'S MORE
Gallagher wil b on hand o ive You detsls sbout  Games Day will e packed withdoor prizs nroducion
upcoming games, projects, and miniatures, Thi is your  games, paining demonsiations,  faniastc scenery clink

chance t0ask game questons, check ou he et arwork, o courseth Games Workshop Reail sand will e there oy
orjustchst about the hobby withthe designers themselves. all the laest games and Ciadel Miiaures

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

e epmonc. 410 644509




BLOOD BOWL STAR PLAYERS

'N' Thorg is a huge Ogre who plays Blood Bowi for any team who can afford to
sign him! On the pitch his playing tactics are simple. He either uses his strength to
bludgeon a way through the oppositon, or ho gives the ball 1o a team-mate and tr
him into the End Zone to scora

He's tal, witn
and co-ordination that can leave most players looking like they are standing st
‘Oberwald cuts a dashing figure on the Blood Bow! field and s no surprise the girs go
Wi when he has the balin his capable hands.
“The Mighty Zug is a fim favourite with the fans. Even though he rarely breaks out of &

i
largest colletion of Orc teeth i the Empire.

Goblin piayers specialise in using sneaky pieces of equipment known as ‘secret
weapons®

roforce.
wait i  touchdown
go-stick (0 bound over opposi ‘and into the End

Zone. More dangerous are Fungus oot bl Shyrbene)
‘extremely potent form of fungus boer, Fungus takes to the pitch armed

Nobbla
o

but

uses players
himselt i he is knocked over while the blade is running. Even
players, only Goblins are crazy enough to use such lethal devices!

* GRIFF OBERWALD % * MIGHTY ZUG %

* MORG ‘N THORG %

* NOBBLA BLACKWART * FUNGUS THE LOON %

* SCRAPPA SOREHEAD %




BLOOD BOWL *

of Magic Items, Di

again. Death Zone also introduces Secret Weapons, Wizards and Apothecaries, a host of new

Star Pl
enable you to block, pass and foul your w

BLOOD BOWL

‘When I sarted work on the new ediion of Blood Bowl, there
were two things that I wanied to get right. The first of these
was to improve the overall speed and tactics of the game.
These changes can be seen in the many of the innovations in
the new system, from the use of Block dice to the

e. The sccond arca that I wanted to look at was the.
system for setting up and running a I

e rapid

In previous

ams. In addition, there is a complete league system to
¥ to the heady heights of the Chaos Cup, the
Dungeon Bowl or the coveted Blood Bowl itself.

editions of the game, the league rules were added almost as an
after-thought, and it is surprising that they worked as well as
they did. For the new edition | war

rules for seting up and running a league worked every bit as
well as the bo

work is included in Death Zone and | must say. even though
some might accuse me of being a bit biased. that the new
league rules have worked out even betier than I could have
dared hope.

wor
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Witch Eif

line!

WHAT YOU GET

OF course the Death Zone box doesn’t only have rules for

players (0 add extra coaching Staff 10 their team such as

blast opposing players with magic spells). and much more.

o make sting up and reming o g sy s posile,
Death Zone also contains. e Team Rostrs.
lighily bigger tan th once i Blood Bowl 0

when playing league matches.
‘The main bulk of the package however, consists of the new
cards included with the game. These cards include 18 new

Spell templates and a set of full-colour card Trophies which
can be awarded to coaches for winning major Tournaments!

THE NEW TEAMS AND STAR PLAYER CARDS
The new teams and Star Player cards included in Death Zone.
add a whole new level of variety to Blood Bow] games and
‘mean that just sbout every major Blood Bowl playing race has
now been covered. With full background information, team

Goblins, Chaos, Undead, Wood EIf, Halfling and Chaos
~ there should be a team and style of play to suit every
taste,
Each of these new teams also have their own strengths and
Woskocmer Wood K o ecncols gty gl e
very lightly armoured and so
= sl paing o, Chts o g b,

‘maiming and injuring as many opposing players as possible.

They only head for the end zone and 3 touchdown once the

opposition runs out of players to stop them!

Players should note that although we've done our best, not all

of the teams are perfectly balanced. In particular coaches of

Halfing and, 10 a lesser extent Goblin teams may well find it
on

2 large monste or w0 on the team, which: I(ndgu‘lmg way
towards tipping the odds i the lte guys' fav




‘The 18 new Star Player cards include a Troll, a Minotaur, a
ark EIf

BLOOD BOWL %

4ad etremely deadly payes. This wid slcton of Star
Players means that there are more ugh 1 allow any
+euttn uladl e ke lonse
extremely useful players i their ranks.

THE SPECIAL PLAY CARDS
‘The new Special Play cards allow all kinds of dirty tricks and
underhand tactics to be used, such as bribing the referce or
hiring an assassin (o use against the oppostion. The cards are
Y Tricks, Randi 3

Htems. At the star of a match each coach is allowed to draw
one or more Special Play cards (the exact number is
determined by a dice roll), each of which may be used once
during the game and must then be discarded.

decks, choosing which deck to draw from is an
interesting problem in its own right. Each of the different
has its own strengt
will depend upon the nature of your opponent and the
importance of the match. The Magic liem deck, for example,
has some very powerful cards in it, but a coach is never
allowed to take more than one of these cards as magic items

matches between teams. This is not normally a problem in
A games as the abilties of the

even. In a league hoy

differing ability and skill level are extremely common. The

Special Play cards are used 10 balance these matches by

at the start of the match. Having more Special Play cards than
‘your opponentis a potent advantage, and means that
‘most lowly underdog has the chance of pulling off a surprisc

THE LEAGUE RULES
For competitive play, the really important part of the Death

These allow plyers tocoach ther team 1 the 0p of the
for

Mwmmng the Blood Bowl wophy or the Chaos Cup! Rules
cluded for riiaplyes (o become Sia Playrs
g new playes 1 e camhin, wack
o s e
.

deal more.
As any experienced Blood Bowl coach will tell you, while

can be of limited usefulness. On the other hand, the Dirty.
Trick cards are great for damaging the opposing &
10 be useful for winning one-off matches or vital league.
sames. However, these are not much good i you want 0

.
come in. These are oo for improvinyourfeam bt il
rarely win you the matc

f games i far more exciting. Not only do you have t©
think about the tactics that your team will use in a single

team develop and al powerhouse to rival even
{ho mighty Relkland Rea vers o Gouged Eyo. Ranoing 3
Blood Bowl team in a league does create some additional

have the glory of leading your team through a long season to
the Blood

‘The Special Play cards add an important

©
the game, and mean that a coach can never be really certain

he has won untilthe final whiste i blown. For example,
some of the cards allow & coach to take an extra turn, which

‘The single most important thing I needed to sort out when
wiiting the league rules was the problem of the ‘part-time"

‘Ramtutthe Third and Morg 'n’ Thorg lay into each other  all thoughis of the bllare forgatien!




% BLOOD BOWL

coach. Anybody who has played in a Blood Bowl league
before (or a Mighty Empires campaign, for that mater) will

will have started missing matches o have dro
Ieago slogether, cspeially I thee feam 't dog very

“The way that I've tred (o get round this problem is by creating
the new open league format used in Death Zone. This places
the emphasis on amanging matches and playing games firmly

husiastic coaches can play as mar
like, or rather, as many games as they can find opponents to
play against. Meanwhile less enthusiastic coaches can play
fewer games, as and when they feel like t.

These league rules are designed 1o recreate the way Blood
Bowl teams travel the Old World, moving from venue to
venue to play the games. In a way, the teams are much more
like a travelling company of actors, or a mercenary regiment,

aparent very quicly, bowever, it esgu wilbut some
form of structured toumnament system, while being fun, lacked
the intense excitement “ecneraied by that all mporiant inal
matc was how 1o create a system allowing for
atoumament that would not fall apatif coaches did'tturm up
for matches or dropped out if there team wasn't doing well
“The answer that evolved was (0 have a special Play-Off period

10 the coaches themselves to organise (with the benefits
oulined above). while the semi-inas and grand foal
provided an intensely exciting climas to the whole v

LEAGUE STRATEGY
For coaches that have been playing lots of one-off games
using the Blood Bowl rules, @ few hints and tips are in order
league.

y =
bear in mind is that league teams need to be designed for the
long haul. It is very tempting to create a team with cleven or
twelve very good players, but if any of the players are killed or
injured in th first game (and they

atch. This can create a vicious cycle where t
hm cnough playes (0 fed a full s, ad 20 gets badly
sate for the nex

In our Studio league, Gary Morley’s team — Morley’s

only six or seven uninjured players before he had to rtire his
uad and stat again.

To avoid this try to make sure that your team has a least

thirteen players and consider buying an Apothecary for the
ght from the s

players make is

hat getting hold of extra Team Re-roll counters

once the leaguc is up and running is expensive (unless you are

Iucky enough to draw an Extra Training card), and so

the team.

Finally, don't get disheartened if your team rating gets worse
after your frst couple of games. This happens quite frequently

10 bounce back later on. This being said, sometimes a team
and have so little cash in the

again with the same race, so that at least you can use your
second.

present day times.
in stadiums, owned cither by the Colleges of Magic or by
large towns or citis. They are not normally owned by Blood
Bowl teams themselves, though some teams such as the
Reikland Reavers do own their own stadiums. Teams receive

ol y
on how many fans tum up for the game and whether the team
wins or loses. Because of this anarchic set-up it is up (0 each
team manager (ie YOU!) to organise matches, set dates for
‘games and so on.
A st e League systen did' have amy turmaments, the
ted to improvements n the team as players
ataed S Payes Ptats 0d geined sow skl t hecarne

experience wit
Over the last six months or
So, these league rules have
becn extensively tested by
the dedicated group of
Blood Bowl players at the

same enjoyment out of
playing ther.

“The teams are on the pitch
and they're ready 1o play
sports fans — Go kill “em!”
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IMPERIAL
STEAM TANK

DTS

Dosigned by Norman Swaies with Michael Pory

The Steam Tank is a fearsome armoured war engine from the
Imperial Engineers School. It is powered by a high pressure boiler,
an ingenious device which drives the Steam Tank relentlessly
forward i d foes under its
‘heavy wheels. The Steam Tank’s main weapon is its
great steam-powered cannon, which can inflict terrible
damage as it thunders through enemy ranks. The crew
is protected by thick armoured plates and their
commander fires a repeater pistol at the enemy from
the top of the war engine.

‘The model consists of the Steam Tank and its.
commander, who is armed with a repeater pistol.
‘The Empire Steam Tank is a Citadel Miniatures Ex;
Kit, and requires a degree of modelling skil
‘We do not recommend this kit for young o
inexperienced modellers.

Olagram nottoscalo

Mool ipios urparied Sarners vt st

SHmApEL® VORGP
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On Monday the 2nd May almost seven thousand gamers, miniature painters and modellers
packed the National Indoor Arena for the 1994 Goldtll Demon Awards. It was a spectacular
event i i of all the ici On
the following pages ik McVey talks about how the winning
miniatures were selected and we present all of the 1994 winners.

wors



JUDGING GOLDEN DEMON
by Mike McVey

Mike McVey is known throughout the world for the stunning detail and
exacting quality of his painted miniatures. As a preview to the photos of this
year’s models, Mike gives his thoughts on painting award winning entries and
explains how he goes about choosing the Golden Demon winners.

The Golden Demon awards are all sbout excellence in
what ook for above all
A simple, well painted.
model willqite ofien o beer than 2 e Tamboyant
entry that hasn't been finished to the same standard.

e these qualities with great painting that usually
win the top awards.

CONVERSIONS
Conversion s another tricky subject. Should you convert
your enry
‘miniatures is quite acceptable, and if done correctly it

£0a considerable way to improving the look of a
The mai ting to et is

nd if so, to what extent? Converting

inner of he Bes

‘you literally can't see the joins.
amd mome of e Comipocacs mcl 5k ook O pAEE A
example is the Space Wolves Rune Priest that won the
Warhammer 40,000 single miniature y

conversion is so well produced that if you dids
you'd think that it was a standard model.

THE GOLDEN DEMON AWARDS
T always approach Golden Demon with a certain amount of
Pl by Sy o enjoy the event,
an exciting day — the reason for ths nervousness is that the
unenviabe task of judging the entris fall to me. I really ook
forward to seeing all the models as the breadth of imagination
1 sandad o pining eve il o amase me. But avng o

Iso true of bas

oose three outstanding models from each category s a job |
o] i e e i e

this year because the entries were collected before the day
that T could spond more time deliberatiag over them and
making sure that nothing was missed out.

hily casier

Every year at Golden Demon people
come 10 the "Eavy Metal stand to quiz me
on what I'm looking for in a winning

“The most common questions I'm
always asked are: “Is the model I choose:
1o paint mporiant?”, “Docs i have o be

you'll see on the following pages
There are, however, a few pointers that I

to aspiring Golden Demon
entrants that will hopefully set them on
the right tracks.

wors

1 see models that have been ruined because the painter has

oeglcied o clean off ok line o plastic njection mck
of pepasion andpining

ateation i the finished model
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‘winning. So if you're not confident that you can make a realy
200d job of converting & model, don't bother, your chances of
winning won't be lessened.

WHAT TO PAINT

Many people have asked me what sort of miniatures they
should paint, and whether some have a
winning than others. The simple answer to this is that all
models have exactly the same chance. Of course | have my
own favourite models, just s everyone does, but 1 don'tle this
influence the judging in any way. Many people paint rece
released models but there s no need to do so. The best advice [
can give about choosing a model to ener is, always paint
models that you like. If you are ps our favourite model
‘you will put more time and effortinto it and the end result il
inevitably be bette. If you choose a model solely on the basis
that you think it has more of  chance of winning, you're
giving yourself an immediate handicap.

better chance of

As | mentioned earlir, the most important aspect of a winning
entry is the painting. This goes further than the technical
ability of the painter as the colour scheme also needs to be
appropriate 1o the chosen model. That's not to say that you
have 10 slavishly copy the models that you see on the pages of
‘White Dwarf (I've lost count of the number of Tyrion models
I've seen with colour schemes th

original!). I’ always refreshing

colours and think that you have (0 paint a model in a certain
colour scheme (0 give it any chance of winning.

This year we also ran a special Design a Space Marine Chaper
‘compeition. Entrants o this category had to paint up a single
Space Marine in an original Chapter colour scheme. The focus
here was not so much upon the actual painted finish, but on
original ideas cleanly exccuted. The winner was Matthew
Jones and we'll be featuring a full squad of Space Marines
painted up in Matthew’s Chapter colour scheme in a future
isue of White Dwarf

GOLDEN’(
DEMON

BASES
Basing miniatures is an arca that
seems to be a source of some
confusion amongst competitors
Since we stipulated that models
base size, many people have
interpreted this as a move away
from decorative bases. This is

rge and over the top that they
were drowning the models and
detracting  from their
appearance

The base is vial to the
appearance of a model, and e
with a standard slouabase,
there’s still plenty of scope for
and scenic detail as long as the b

detsl will help wit tis, by all means add some. ' not vita
though, in many cases a well presenicd. simple, neat base can
e justas effective.

One aspect of basing your models which s a good idea to stic
10,is that they should really be green. This is especially tru
with certain categories — such as Warhammer Commanders
where the models are primarily gaming pieces. These models
should look just 2 at home on the gaming table as in a display
case, and the most effective way 10 do this i to paint the bases.

ouse tis doe't to you rom adding scnic
detal to the top of the bas

That's all there is to it really, if you combine ll of these

You dida’t win this year, don't be disheartened, there's always

wors
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‘These three models wer the category winners for Warhammer 40,000. In each case, a good sirong colour scheme and superb
attention to detai took the pize. In addition, n the
given o the banners really caught the judge's eye.

NEIL THOMANSON
1STPLACE
WARHAMMER 40,000 MINIATURE

"ROY SCORES
1ST PLACE WARHAMMER 40,000 VEHICLE

1ST PLACE WARHAMMER 40,000 SQUAD

wors




R &GMOORE
1ST PLACE WARHAMMER COMMANDERS
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YOUNG BLOODS SPACE

PAUL MILLAR
1ST PLACE YOUNG BLOODS

BATTLE SCENE

MARCUS RILEY
1ST PLAGE EPIC MODEL

MARK TAITE
1ST PLACE BATTLE SCENE



GARY TAYLOR
2ND PLACE WARHAMMER 40,000 MINATURE

TIM O'SULLIVAN MARTIN GLARKE
3RD PLACE




GOLDEN'(
DEMON

"RUPERT HAMMERTON-FRASER
2ND PLACE WARHAMMER 40,000 SQUAD

RICHARD POTTER
‘3AD PLACE WARHAMMER 40,000 SQUAD
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Akio Menister's Tyranid Camifex shows how the clever application of a naturalstc range of colours can be used o enhance the
organic look of this monster. Roy Scorer's Blood Angels Death Company is a good example of the se of contrasting colours o
produce strong unified effect

ROY SCORER
WARHAMMER 40,000 SQUAD COMMENDED ENTRY.

AKIO MENISTER TONY WARRINGTON
2ND PLACE WARHAMMER 40,000 VEHICLE WARHAMMER 40,000 MINIATURE COMMENDED
ENTRY.

woz1




GOLDEN'(
DEMON

JAMES PATRICK

S PATRICH
WARHAMMER 40,000 MINIATURE
COMMENDED ENTRY.

RICHARD LAWRENCE WARHAMMER 40,000 VEHICLE COMMENDED ENTRY




BevioN M

ind allof the:

p
the kind of individual detals that set these models apart.

RICHARD BARNES
E
WARHAMMER SINGLE MINIATURE

KANDRA HOURD
WARHAMMER SINGLE MINIATURE
'COMMENDED ENTRY

NEIL SOLOMON
2ND PLACE WARHAMMER COMMANDERS
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N PALMER
WARHAMMER COMMANDERS COMMENDED ENTRY




STEVEN WILSON
WARHAMMER COMMANDERS COMMENDED ENTRY




ROY SCORER RUPERT KENYON
2ND PLACE EPIC MODEL ‘3RD PLACE EPIC MODEL

KARL EBANKS BAROSLAW N KORCZYNSKI
EPIC MODEL COMMENDED ENTRY EPIC MODEL COMMENDED ENTRY FROM GERMANY
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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.

GAMESCAPE
333 Divisadero St. San Francisco, CA 94117
(415) 6214263

July 17th — Come join in the fun, see the Warhammer
40,000 game demonstration as futuristic armies collide
in the war-tom 41t millennium.
July 24th - Pick up b and e how to pin your
favorite Citadel M The Citadel M;
Painting Clinic wil ity Vol g ot bt
painting skills
July 315t~ Man O War demonstration day

n e et prepares for et in Man 0" War s
Games Workshop sanes plyed tGamescape

HANK’S HOBBY SHOP
1202 W. Waters Ave. Tampa, FL 33604
(813) 9319806

July 7th — Hank's Hobby Shop offers land lubbers the chance
to sail the sinister seas of the Old World in Man 0" War.
July 9th ~ Swords clash and mighty spells rip through the
Skies as Hank's Hobby Shop runs demonstations of
‘Warhammer, the game of fantasy batles!
July 10th — Space Marine Demonsiration game! Al day you
can stop by and play the epic-scaled game of battes in the 415t
Millennium. Beginners welcome.
July 16th — Join in the fun-filled camage of a Warhammer

ga-battle with 8,000 points per side! All models

ed.

July 17h ~ Enter the dangerous corridors of Space Hulk
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ALABAMA

f Ganes Worishop prodacs.

WARGAMES & FANTASY

1615 Montgomery Hwy. Hoover, AL 35216
09 5211181

CALIFORNIA
BROOKHURST HOBBIES
12188 BrookHurst St. Garden Grove, CA 92640
714 636.3550

cout

(508) 7341953

OREGON
ES AND GAMES
50 Nonbess Sandy Bivd. Portand, OR 97232
IT CAME FROM OUTER SPACE
10812.A SE Osk St Milwaukic Market lace
(503 756 0565
PEGASUS BOOKS
161D NE Suny i, P, OR 7212
(503 284-469
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TEXAS

PONY SOLDI
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@3,

NEW JERSEY

Vo Ave. Sue 3A Oraevale, CA 5662
©16 98719

584 Pornpton Ave. Codar Grove, N 17009
on 8579788

4667 Claemont Square San Diego, CA 92117
(619 4834748

3954 Harny St. San Diego. CA 92110

(6192911666

NORTH COAST ROLE PLAYING

09 St Bk CA S
FLORIDA

PIONEER GAMES

2957 Pam Beach Bl For Myers, FL 33916
ILLINOIS.
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620 X Main . Bloomington, IL 61701
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University Ave. Carbondal, 1L 62901
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INDIANA
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Gresmwood. IN 4614
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1926 Vally Park Drive Cedr Falls, 1A 50613
19277183
LOUISIANA
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(509 9246304

213 Bty s, N 07410
a7

NEW MEXICO

5636 Highvay 6 N. Housion, TX 77095
(713)855.2792 OR 1-S00-TEX-GAME
VIRGINIA
HoBBIES
2370 Prank Re. Fredericksburg, VA 22401
03 372657
WASHINGTON

GAMES & GiZMOS
211 Bellvue Way N.E. Bellve, WA 95004
06) 4621569

wisconsm
ADVENTURE GAMES P!

ON CENTRAL
rl Av. S Albaguerguc, NM 7106
s 2656100

NEW YORK

Rl Rocheser, NY 14623

NORTH CAROLINA
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SHIA Yadi R i, NC 25303
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oHIO
MATRIX GAMES
ST Lake R Shffid Lok, OF 4054
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CANADIAN RETAILERS
ALBERTA

ARMOURY AT WARP ONE

10320 815t Ave. Edmonton, AL TEEIX2

03 337119

SENTRY.

2047 340 N S —

MANITOBA

CAMPAIGN OUTFITTERS.
619-B Corydon Ave. Winnipeg. MB R3L 0P
09 4528711
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¥ ELDAR WAR WALKER ¥

The War Walker s one of the Eldar's most potent engines of war. It resembles a Dreadnought but is crewed by a
single Eldar warrior who rides the machine into battle. War Walkers are highly mobile and can casily traverse. dlfﬁcnll
ground on their long powerful limbs. As they engage the enemy, they are able to destroy heavily armoured targ

with their devastating Lascannons and obliterate massed troops with their deadly Scatter Lasers.

SCATTER LASER

ANTI-GRAV PLATFORM WITH LASCANNON

The Lascannon is rightly feared for its
abilityto penetrate armour and is one of the
most_destructive weapons on_the
battlefields of the 415t Millennium.

Eldar armies use anti-grav platforms crewed
by Guardians to mount heavy weapons like
the Lascannon s they are 100 bulky to be
carried by ordinary foot troops.




THE RAZORBACK

By lan Pickstock

The Razorback is a Rhino variant designed to speed into battle escorting other
Rhinos and squads of Space Marines. As it smashes through the enemy lines, a
turret mounted lascannon blasts apart enemy Dreadnoughts and tanks, while twin
plasma guns fire gouts of flaming death. After neutralising hostile armour, the
Razorback can then deploy a combat squad of Space Marines to mop up any
survivors and secure the area.

‘The Space Marine Rhino is one of the most common vehicles  standard Rhino APC chassis. Many STC have been lost over

i the armouries of the Imperium. Wherever Imperial forces  the millennia and the Adeptus Mechanicus constantly hunts
down knowledge of long lost STC databanks. Of the few
carry their troops to the battlefront rapidly and in relative  Rhino variants thatremain, each one fills aspecific purpose on
fety. Unfortunately. these vehicles are vulnerable o enemy  the battlefield, such as providing arillery support, or mounting
heavy weapons as the Rhino is only armed with boliguns and 3 close range demolition cannon.
often has diffculty rooting out these support units. = E
ost successful
The weapon forges of the Adeptus Mechanicus have several - the Adeptus Mechanicus is concerned the Razorback is a
Standard Template Constructs (STCs) for variants of the relatively new addition to the armics of the lmperium. The

STC for the Razorback was recovered about five millennia ago
by the Chief Artisan Tilvius. Tilvius led  quest in the 36th
millennia after the Inquisition uncovered rumours of an actual
working STC databank. Tilvius' quest scoured the far reaches
of the galaxy, he checked planet after planct, questioning
everyone from planetary goverors to the lowiest menials,
Tilvius left no stone unturned. Tilvius never found the STC
databank, he returned to Mars after three centuries of
searching, an old man who wanted to see the red sands of his
homeworld once more before he died. But his quest did
recover several of the much sought afier STC print outs. For
the most part they were simple machines and factory tools, but
the undoubted jewel in Tilvius’ collection, the crowning
achievement of Tilvius’ quest was the recovering of the STC
for the Razorback. After initial trials by the Adeptus
Mechanicus proved it successful, the Razorback was
immediately put into production by Forge Worlds all over the
Imperium and is now standard issue for all Space Marine
Chapters.

rback i used in a fie support role, escorting Rhinos,

whilst the Razorback remains 10 provide vital heavy weapon

support and cover the Rhinos retreat. The turret-mounted
with any enemy vehicles

whilc the plasma guns prevent enemy infantry and light

vehicles from straying (0o close. With the ability o cary five

Space Marines, the Razorback can be used as a mobile

wos1




RAZORBACK

SPECIAL RULES

Shooting at the Turret

the front. It is important when using the Razorback that you
leave the turet pointing at the last target it fired at, or at least
the space where it used (0 be! For the purposes of hits on the
turret, the turret’s frontal zone is a 90° arc centred on the.
twret’s weapons

I a firer shoots and hits the turet from the front, then he must
en if the fier is
standing 10 the rear or the side
I the firer hits the turet from the side or rear then there is
chanceha the sho will it e exposd Spce Marie guner
Roll D6, on a ol of 1.2 or 3 then the turret has been hit, roll
10 penetrte th taret's sidlrear armour s normal (AV1S),
On'aroll of 4,5 or 6 then the Space Marine gunner has boralit
Roll 10 see if the gunner is killed using the normal shooting
rules.

Blast Marker Weapons

The thick armoured shield also protects the gunner from
weapons with a blast marker, the large plate absorbing and
deflecting most of the blast away from the gunner. If any part

thick shield he will only ever be affected by the blast on a D6

oll of a 4 or more. Hence, even if a blast marker is centred on
the Space Marine gunner he will only be hit on a 4 or more.
Note that this is a special case and i slghly different from the
normal ules on p79 of the Warhammer 40,000 rulebook.

iring the Lascannon and Plasma Guns
“The lascannon and two plasma guns count as a single linked
weapon. As with all linked weapons you may choose 10 fire
any or all the weapons. You may choose 1o fire just the
lascannon, a single plasma gun and the lascannon o the whole.
lot — the lascannon a he plasma guns. No matier how
many of the weapons you choose (o fire, you
wespons youarefiing befor youol it and ol o ol

must state which

the i

dal target,rollfor damage as usual. If you are firing any
las:

HULL FRONTAL
ZONE

‘The Ork trooper

turret then it will
have to penetrate
the front armour.

TARGETING THE RAZORBACK

7 range of the plasma
” don't have 10 allocate one of the
7 plasma gun hits to the initial
P target. hit by the lascannon.

/ although you can f you wan to.

If you want to, you can just

one or both of the plasma guns
without the lascannon, however,
ery few situations

bean advantage.

Plasma guns need a vast amount
of energy and require time to

od you that one of the plasma
‘guns cannot be fired in your next
turn. This does not prevent the
other plasma gun from firing in
your next turn while the first
recharges. If both plasma guns
are fired, place two plasma
weapon recharging markers next
to the Razorback to remind you
« | that ncither plasma gun may be




SPACE MARINE RAZORBACK

Each Space Marine Chapter maintains a huge arsenal of special wargear which include variations on the basic Rhino and other
‘armoured vehicles. These revered Chapter weapons bear hor
have fought. The crews of these vehicles are drawn from the ranks of training and reserve units, and they hear special insignia in
place of their usual tactical badges.

ARMOURED VEHICLE INSIGNIA
RAZORBACK DESIGNATION
ARMY/CAMPAIGN BADGE

COMPANY BADGE

s denotes that the vebice s cureatly stached o the 20d
ormpan.

CHAPTER BADGE

GUNNER'S SHOULDER INSIGNIA|
B ———— .
BIckIV i the ek denification amber. ot tht the g «
shouder pd e i yello - the colour of te Ulramriaes” nd
Company.




To assemble your data card, fist photocopy or cut the card from this page and fold it in half along the dotted line. Spread a thin layer of

together.

packet

SPACE MARINE RAZORBACK

VEHICLE DATA
CREW:

1 SPACE MARINE DRIVER
1 SPACE MARINE GUNNER
RAM VALUE:

STRENGTH 7
D12 DAMAGE
-5 SAVE
MOVEMENT:
SLOW SPEED:
CCOMBAT SPE|
FAST SPEED:
TYPE: TRACKED

WEAPONS

One lascannon and two plasma guns linked in a turret mount. The linked
lascannon and plasma guns have a targeter and a 360° field of fire. The
Razorback may be fitted with auto-launchers carrying frag or blind
grenades at an additional cost of +5 points.

TRANSPORT:

5 Space Marines in Power Armour. The Razorback may also be used to
tow a single support weapon.

WEAPON DATA

maNGE TOWT SAVE  ARMOUR

SHORT LONG SHORTLONG STR. OAM. NOD. ' PENE. SPECIAL

POINTS COST: 150 Points

DAMAGE TABLES

Armour
Front _ Side/Rear

Location

for personal use only

b

© Copyright Games Workshop Lid 1994. Al




lasma Gun Jams
If either plasma guns jams, ALLOCATING PLASMA GUN HITS

then both plasma guns are

efected and must spend their | ok 1 is it by e
next twm clearing the jam. oA
However, i the plasma gun e T
jam then this will notprevent | Shoc 0% B DS
the lascannon from firing s D]
Plasma guns can sl recharge | €'ag they are otade
when jammed. So 3 jammed s S Marho
Jasma gun can be o Pl il
recharged ready to el et
urn after acat gun hit to Ork 1 if he
Clo: et
If any models attack the
Razorback in close combat,
hen the Space Marine gunner
can either stay and fight or ORK 5
duck inside the Razorback and
Sam the atch shu.
e s dcks e hen
the atacker cannot choose 1o
ek M
there. Howerer, if the attacker
hits and penetrates the u
the gunner can sil b Killed if the atacker rols a 3 on the I the gunner chooses 0 stand and fight,he follows all the ules
et damage table. Also, if the Razorback s on overwatch  for crew in exposed vehicles as printed in the Warhammer
thenit may shoot at th atackers a they charge in and thenthe 40,000 Rulebook. He is wearing power armour and is arm
‘sunner may duck inside and close the hatch. with  bol istol.

An Ultramarines” Razorback provides supporting fire for an assault.




 EAVY METALY

Every Ork or Gretchin wants to be big, sirong.
tough, and shoot large guns. Despite the initial
discomfort of having 4 ‘secin’ (o' by 4 Painboy.
getting wired into a Dreadnought is just about
one of the best things that can happen (0 an Ork.
These clanking. great war machines represen the.
peak of Orky wargear technology. A bizarre
mixture of Mekboy engincering and Painboy
bionics, the Dreadnought s also a focus for clan
markings and icons. In fact da boyz can’t esist
daubing glyphs and slogans all over the

Dreadnought’s armour. These monstrous
machines charge into batle displaying huge back
banners which show the Ork’s mob badge as well
as yet more Orky glyphs.

O W e -

% ORK DREADNOUGHT %

AN ORK DREADNOUGHT OF THE GOFF CLAN

woss




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,
so 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!

1994 GOLDEN DEMON AWARD CATEGORIES

_— e L = = ®

3. Best Warhammer 40,000 Vehicle
atcgory is open 10 a single Warhammer 40,000 vehicle or Dreadnought




GAMES DAY / GOLDEN DEMON 94

4. Best Warhammer Single Miniature
i ctegry is open 0 single Warhamme oot o mounied miniatrs. Al

models
i S s i b ot ot o 4 s s

5. Best Warhammer Command Group
Entics orthis catgory consstof any four Warhammes misistres on their

size as for

Your ety must incude four ofhe folowing ive ol for any one army
| an Army General, an Army Bearer, a Regimental Musician, 3
Resimental Champion ora Wizard.

6. Best Warhammer Monster
‘This category is open to all Warhammer monsters on 40mm x 40mm
standard slottabases. You may include a rder if you wish. ie: Orc Wyvem,

Chaos Dwarf Bull Taurus, Ogre,

@E

2 Gargant ora unit of up o three Super Heavy Vehicls
or Chaos Dacmon War Eng

L
b




GAMES DAY / GOLDEN DEMON ‘94

8. Best Battle
Scene

Eniries for this category

must consist of a batle

permited heigh is 12
nche:

e

The model should have

theme or co

SPECIAL COMPETITIONS

“This year, as well as the Golden Demon Awards, we will be holding two additional competitions.

Young Bloods
Competition
Entires for

or under.

Space Marine Chapter Design Competitior
This category consists of a single Warhammer
40,000 Space Marine miniature painted in 3 new
Chapter color scheme designed by the cntrant

The judges will be 1 and
b s e [ o
models, although clean, neat painting will help to
show your ideas i the best light.

The winning design in the category will be used to
create a n of Space Marines, which will
{50 b feaured s Whiic Dwac magasie

1.) Al entris must be Citadel miniaturs.
2, All single miniatures st be mouicd on he ppropra
' bases. To help the judges compare the eniies, we
prefer these 1o be painted green.

3.) Slight conversions are allowed, but must adhere to the
‘atmosphere of the game world and sprit of the miniatures.

4) The judges will be looking for well-painted miniatures
1o the imagery of Games Workshop's fantasy

am

that adh

5.)No entris from any previous Games Day will be accepted.

GOLDEN DEMON COMPETITORS GUIDELINES

6 All miniatures o the 1994 competiion must be personally
entered in at Games Day. No posta or store eniries will be

re will be taken with all compettors
ckhop can gt o eposily o

et sl g o ke

) Bty oo the competion gives Gaes Woeksbop the

ight 10 display, photograph and publish any entry as they see

decision is final and no correspondence wil

be entered into.




| CITADEL MINIATURES]™

ODELLING GUID

By Mike McVey

This month sees the release of the latest volume in Mike McVey's "Eavy Metal
series of Citadel Miniatures painting guides. In this extract from the brand new
book — The Citadel Miniatures Modelling Guide — Mike explains just how he

creates some his unique and

CHARACTERS INSPIRATION

Paining your amny of Ctadel Miniatres is great fun, - Fiding nspirationfo comersonsof his ot s 3 ot of
Jnd in my latest book I explain how 1o personalise all  fun. Ideas can come from many different sources
troops and unit lsders. However,the Tmporant  including arwork, storics 2nd army liss, The page

Craraciers and geoeals 6 en more attention. As  opposite shows two conversions which were both
e focal point of your fore, they T play vl ol i all

of the butles you fight Nohing s more impressive han the
fielding your army with a spectacularly converted ,{.. e 1 look in far greter d cial
general (0 lead your warriors o batte. Angels Captain, an Empire

Keight Pather and 2 Chaos General iding a dragon. By

‘Tackling an exciting conversion project like u.c Blood  breaking these conversions down into their separate
Angels Capsin s realy st case o applying al of he stages, you can sce that they, were really quite
modeling skl T alk about i the oew iide, Once  sesighiforsard projcs. On the following page,

Joute sascrod thess, the coly i 10 woat you Can e tha sk o convering the Bood Anges
Schieve i your own imagination Captain for this special White Dwarf preview

woso




COMPLEX CONVERSIONS

DIRE AVENGER EXARCH

L T
f Taylor on the Eldar Codex book.
actual

e i
Shlls ol ex Do dyesh g i me
positional change means that the model has
st i el

DARK ANGELS CAPTAIN

Thbetloc s Cneabia Mol Eodoniales
2 Geolf Taylor this time it was

the cover of Dark Milleanum ‘The Dark Angels

and the perfect

figure
pace Marines are ideal (o

convert as there is a large supply of miniatures,

complete plastic models and plastic ents.

Especially useful are the plastic arms and weapons

‘which make simplicity itself.

Nell based his conversion of the Datk Angels

Capttn on the ocy of 3 Dark Angel Segean., so
Ao el

= pad and replace
thet with 4 plasic ar aud power sword From
another miniature. He also added some fine.
detail (o the chest and the left shoulder. The rest of
the fine detail was added at the painting stage.




SPECIAL CONVERSIONS ~ BLOOD ANGELS CAPTAIN

BLOOD ANGELS CAPTAIN

The first special conversion we're going to look at is a Blood Angels Space
Marine Captain. This conversion was inspired by John Blanche’s Warhammer
40,000 box cover painting. The cenlral image of the painting is so strong
and dynamic that it makes an ideal subject for conversion, as well as a
spectacular army leader.

One of the best things about converting Space

.y all share some
common features, for instance, they all wear

nod
sis of your conversion. The fact
that there are plastic versions of the arms and
variants means that changing

the parts you need s also simple.

A wide range of Space Marine miniatures is
P although some of hes ar speci
0 cerai Chiapters, parts of i can sl be used
S yeobret-sies i ity ity sl
details that deniify Space Marines as belonging o
a particular Chapter, and these can easily be
removed or changed.

Most of the major parts used in this conversion
came from other Blood Angels Space Marines, s0.
the markings did not need 10 be changed

The component 00k from kber Space Marinesto male this conzersion




SPECIAL

CONVERSIONS ~ BLOOD ANGELS CAPTAIN

GETTING STARTED

The first step is to remove all of the components
you'll need from their original miniatures. The Blood
Angels Capisin i 3 complx conversion, involving
parts from many different miniatures

o BRI iy e
conversion is o specific that the parts needed to
be exact

There i quie 3 o of sawing involved in remoring
the peccsfrom theisoriginal minitures, Two ofthe
e B s Shcicaly
LR e A8t s
dler components can be e
pat of clippers, There is 3 Ganger that these may
se either a fret

d with a fret

of the pieces
ki o ol et Aty o o i
on other conversions.

The ok bead s canly removed wi s s

REMOVING COMPONENTS

The body is the largest component in the conversion
and is made from two separate miniatures. The torso
is from a Blood Angels Sergeant and the legs are
from a Blood Angels Death Company trooper. I
chose these pieces for tw
the sculpted detail, inc
chest eagle and the laurel wreath and blood drop on
the left leg, matches that on the painting exactly. The
c right

5 plenae toakng the kamo koot e, Oulf the
left arm needed changing.

oot M i b o e o o e o
carglty made abors the i
et o ke

When you are cming the bodies in flf, hold o
d gently saw through
e doru»erdxo apply much pressure,
the razor saw should do most of the work. Just try
i e possible.
When you've sawn all the way through both of the
bodies, youtl ned 1o clean up the folning surfices
e two chosen halves can be joined. To do
i e ingaly, and then an ety board 0
et a really smooth fin

MODELLING TIPS

MAKING PURITY SEALS

Characteristic features of the Blood Angels Captain
are the Purity Seals on his armour, and these are
anuzllyvzryeasylonuke To give the model a more
ey are made and then stuck
on s:paﬂn:ly.
‘The seal is made from modelling putty. Simply roll up
a tiny ball of putty and press it onto the model so that
it forms a disc. Push in the centre of the disc with a
mdellmglonl—luseme:ndofacodmusmkwm
the point cut off 10 get an accurate circle. The est of
the seal is made from paper. Just paint the design
onto the paper, cut it to the right shape and glue it to
the putty seal with a tiny spot of superglue.

Ar e ity sl s piac, o smal i o paper are
‘aached st a sl ot of upersie.




SPECIAL CONVERSIONS ~ BLOOD ANGELS CAPTAIN

‘The power fist was easy 10 remove from the Space

e s o wbere b kd componerts e e remored e
ol i i, ey ik e e

‘The head and power fist needed to be removed from
the torso of the

made it ideal for adding the power fis,
just needed to be trimmed to fit at the right angl.

JOINING THE PIECES
When all of the components have been removed

from mm original miniatures and thoroughly
cleaned up, they
Ha

mul

see if the parts need to be altered at all.

1 pinned al o the component togethr for exra
strength, ght s, which

s plastic and doesn't place much strain on

‘The technique for pinning was explained in detail

Al of the sparat pioces of the conserion have boen cloaned p and
ey for ssembly

create a perfect replica of the character in the
AN e,
are tying to me look and feel so
e e el v J Tl
When 1 was asembling th picces, | tied o put

er cal order. The legs and body
S e uum.g the base for the rest of the
pieces. I added a single pin (0 the join 10 secure the
o halves of the body

e by s v e s it i e sy Woen
sy, the st ofthe components can e k.

‘The next stage was (0 dd the new head to the body
1 did this before atachingthe s, 3 hese tend 1o
get in the way s pianed on leaving
o e e
e the model a eek. Geting the poston of the
head rghtis very imporan, so here it 2 good idea
1 have the right arm held on with Blu-Tack,
enabling you to make sure that the head looks along
it lne.

The bead i pinned nio plce and nested 5o tha s looking i the
righ dirction o he bt of the g,

Dot wony bons thegap between e hesd e the
body. ne sculpted detail to be added for
A e L
roughness. Before the head was added I very gently
closed the mouth a litle by squeezing it in the faws.
of a pair of pliers. Be very careful if you are doing
something like this, 1 always wrap the component in
tissue paper to prevent damage.

woss



SPECIAL CONVERSIONS — BLOOD ANGELS CAPTAIN

SCULPTING DETAIL

n the head is in place and the arms have been
e ooty thing e to do s to add the fne
detai. These are the parts of the conversion that give
it an individual look, they won't be found on any
ahes it lnthiscse the pats [ acded re the
Bionic eye b and winged blood drop on the g

 bionic eye is the most importan, as it
o e

The bionic eye
“This part of the conversion was done in three stages.

‘The first stage was t0 model on the basic shape of
the eye. A flat piece of modelling puty was added to

the side of the face an 0 roughly the right
shape. 1 waited untl the putty was dry and then very
carefully cut and filed it to the correct s is

way I ensured that the edges were sharp and
precise

The restof the detail was added when the basic
shape w tubes were made from thin
i e S A o ol
made by cutting sections of thin plastic rods to give
different diameters of disc. All of these were then
carefully glued into place.

The h:
When the bionic eve was fiished, | added some
th

carefully smoothed into place before 1 used a
sculpting tool 10 cut in the texture of the hair.

The Biod Apls Captai o s against a force of Gff Or

THE BASE

B John Blanche's
Captain is standing
mml easily wcogmszhlr I'eanuts ~ notal

painting, the Blood Angels
ough terrain which has

bly the

e these:
Eedh ie ;m it another visual
link with the picture. Beware of going to town with
something like this — to0 much detail on the base
will overwhelm the model itself. Just add a litte

fleel of the scene.

THE FINISHED MODEL




INDEPENDENT RETAILERS

The stores highiightad in bold carry one or more of the modular racks for the new Games Workshop Hobby Center
‘They will have an excellent selection of the new pewter ranges and carry the free Citadel Collector's Guides. These
are your one stop shops for Gitadel Miniatures. However, please understand that we cannot guarantee every store
will have all GW product available. We will continue to update o fils and add or delete when we foel it necessary.
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CANADIAN & MEXICAN

RETAILERS
i e
Do SR

There are now so many Independent Retailers
stocking Games Workshop products that we don't
have enough room to lst them all in one issue. For
the second half of our retailer list pick up a copy o
White Dwarf #173 which contains the list for the
United States from Maine to Wyoming. In Canada,
retailers are listed from Alberta through Ontario. In
Mexico, we now have a retailer in San Mateo.
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REVENGE OF THE DOOMLORD

By Jervis Johnson
This month’s battle report is based on the scenario from the new Warhammer Armies —
Undead book. Dieter Helsnicht’s Undead host clashes with the forces of the Empire in a
bitter struggle for the village of Beeckerhoven.

Dicter Helsnicht was once a great and renowned wizard who.
lived in the Empire city of Middenheim during the time of the

Emperors. Over the course of his studies Dicter leamed
of the great Necromancer king Kadon and decided t
the lands that he had once ruled in the Border Princes in order
o find out more about this enigmatic and evil figure. It was

the retum of Nagash after his defeat by Sigmar. Dicter, drawn

0 the fortress of Nagashizzar. What happened o him in that

ed place is not known, but he retumed to Middenheim a
Chtnged uan, i e e permautly geey and Bl shin
tinged with an unhealthy pallor. The Doomlord had been born!
Shortly after his return word began o spread of evil practices
‘and vile rituals being performed in the dead of night by Dieter

‘and his followers. Only 100 aware of where such things could
Jed.th High Priestof Uik gahers a company o Kaighis

H

diuping 3 magc il e
buried in Middenhei into 2 powerful Undead
. Shl-lll\g s st and vowing reveage Dicier fld from

Pricst and Knights atop the back of a monsirous manticore.
Dieter was a man of deep, if twisted, intelligence and had
P for every eventuality. He had buill a secret fortress
decp in the Forest of Shadows to which he could escape
should his actvities be discovered. From this dark and evil
place he plotted his revenge and slowly built up his strength.
ades passed, and those who had known Dieter Helsnicht
had either died or forgotten him, when rumours started that
dark tide of pestilence and death was spreading through the
forest towards the Empire. Bands of Orcs and Beast
being difventfor ., and e g he ot jined
Middenheim and Erengrad became extremely peril

Determined to do something ahout the problem, Einrich
Moltks

the army marched along an ancicnt path beside the Lake of
‘Woes, it was ambushed by a powerful Undead horde. Caught
in column of march, with the lake on one flank and the
Undead on the other, the arm;

cunningly concealed units of Undead in the water, s0 as the
‘were dragged below
horible death. At  stroke Dieter had wiped out almost half of
the Empire forces that Lay between him and Middenheim!

One of the few survivors of the batle was the Elector Count
himself. When the ambush was sprung he had becn leading 3
‘unt of Pistoliers that was scouting ahead of the main army. At
the head of this small unt he was able o cut his way out of the
‘ambush and make it back t the small village of Beeckerhoven
on the Middenheim to Erengrad road. A small garrison had

ot =

now this, along with the few scattered survivors of the
‘ambush, were all that remained of the once mighty Nordland
army. Grimly the Count organised his meagre forces and
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prepared for a desperate defence. Messengers were sent

galloping 1o Middenheim and  Kislev ~requesting

reinforcements.

Fortunately for the Empire, Dieter did not

Goust immedinal, leloging bis mimme, st o ok

esfors the skt woukd o bim 1 4dd the doad

s Undead host. Ex

very iluwly dupm:hmg ST e i Caoe

Scout ahead of the main army. By the time that the Undead

host arrived at Beeckerhoven, the Elector Count had had

several days o prepare, and reinforcements and
nheim were: .lludy on their w:

Dieter's had ot ain, however, f
exactly what forees he faced in Becekeshoven, fotyred

contingents were allowed to concentrate into one force they
would outnumber his own Undead army. Rather than allow
s o he determined to strike quickly and ate
defet e sepaai contingentsbefore they bad 8 chane o
Combing s one wsoppable fore
o ths end Dieer dispatched 8 smal force of Undead
horsemen north to stop, or at least slow down, the Kislev
reinforcements. There w m, 2 tha v coulddo 10 dely
the Middenheim reinforcements as the village of
Beeckerhoven lay between Dieter and the advancing
i he prepared

THE BATTLE

Dieter's plan almost succeeded. He began the attack by
assaulting Beeckerhoven with regiments of Skelctons,

reserve. The attack was well supported by Screaming Skull

10 the Undead forces. The Undead assault

s 1t e erbly outmambered defenders and
soon furious battles were raging amongst the streets and
otinge o the ilap. Sy bt ey tho defeders weo
pushed back Nordiand lead a desperate counter-
e . b of  regiment o Hat but he was
quickly cut off and surrounded by the victorious Undead
forces.

qlnckly sleacog th Nockid aliry befoe k comod 1y

Meanwhile,
s army o thathe would sive 2 quickly s possible
Although the Steam Tank accompanying the army blew a

arrived just in time to save the last valiant defenders of
. Sweeping onto the battlefield the Middenland

forces crashed into the flank of the Undead army.
‘The Nordlanders took new heart and redoubled their efforts,

hurled back. It was a this moment that Dieter committed his

AT il scagh B v s sl &
twrn his entire army against the Middenland rei
and o mshlb:mls\hzynnvedonm‘bmlzmh.lnsllm

the back of his manticore, swooping down 10 cngage the
Elector Count of Middenland and i ights in

Scenario begins...

woso

‘combat raged all along the line of battle.




it
wiped out Dieter’ small holding force. Wasing no . the
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wpoit. llyuu don’t have :noum i e
sections

can always improvse
ol

i, Do dciiely umin e ide vl I 0u da't v conugh woods ad ills s o b
against the forces of Undeath. As the attack weakened represenied by coloured paper cut 10 the spproprate
Countof Nordind ciaed the pporanty o cut hough =
ianing ks of Undead 0 atack e Do

the Count Dieter seized himin 3 vice-like
the Count’ .
by side

“The Elector Count lunged
Dl Mg ontf VST My i
slumped in his saddle, and the legions animated by his dark
will collapsed. Skeletons fell into piles of bones. Zombies
stumbled and fell, decomposing before the eyes of the
hey became pols of ot onthe Ghouls.

fled into the deep woods. Silence fell over the battlefield, and
then with a terrible Imaung wail, the Doomlord’s manticore
rose into the air and soared away, bearing Dieter away on its
back. The Doomlord’s plans had been thwarted!

POSTSCRIPT
‘The Doomlord survived the battle, although he had suffered
o any normal man. Over the
coming centuries he w rn t0 threaten Middenheim
sectet fortress hidden decp in the

0 the present day.
THE BATTLEFIELDS

Alieratively. you can simply line the two forces up 16" apart
on any suitable flat surface and have them charge at cach
other! If you choose 10 use the second ‘however, you
Should remember tha th batifield s sbowt 12" wide and
restrict any manoeuvring accordingly.

REINFORCEMENTS

Both sides in the battle may receive reinforcements as

of the tm and may move and fight normally on the turn that
they aive.

Kislev/Undead Reinforcements

‘The battle between the Kislevites and Undead detachment is
1 by the s ket wipecut of ot al o the oppoing
‘models. Any surviving models on the winning side may be

their next or any subscquent turn. The reinforcements do not
ey iy be

a the same time! The main bare took place
st numde the small village of Beeckerhoven, about 100

uwumm.wmuhmuvmmo‘ummyul
the table. be setup i

dzenmund, th provincial

cmm of Nordland, lies
west. The skirmish
between the Kislevites and
the Undead cavalry took
place a few miles (0 the
north by the banks of the
iver Salz.

‘You will need to represent
i

you want you can also

fecreate the  second
thisis

village of Beeckerhoven
and the walls running
along the road that leads

REINFORCEMENT ENTRY AREAS
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SKIRMISH MAP

1 counts u chargin n he firt round. Not that i he

ol of 4 he Undesd playr gocs
batle lasts for five tums.

each side and then the players add

1 vicorypis 0 deermine vho

“This battle is unusual because there.
ingon
the sar During
Lpar from the maghe phls: you
out any actions on
‘main battlefield before you carry.
s in the battle

3 . in
player’s trn he should carry out
on the main
ST e T
then retumn to
mmm:fmmmv::ﬂ‘kmhumbdm

Undead player decides not t0 send
Kistite en the Kistvite contngent is available as
reinforcements from the first Empire tu

Middenheim Reinforcements

At the startof the battle the Empire player must decide on
which turn his reinforcements will arrive, and secretly write
‘down the turn number on a piece of paper. The slip of paper i

‘The wrm on which the reinforcements arrive wil affect the
number of victory points the Empire player scores for the.
battle, as shown below.

ArriveOn___ Empire

One -10 Victory Points
Two 5 Victory Points.
Three 0 Victory Poins.
Four +5 Victory Points
Five +10 Victory Points

‘The Middenheim reinforcements enter at the location
on the Reinforcement Entry Arcas map, and s lm\ddlxselup
wilin 6 of the dge oftheabe. The modelsmay be st p n

-hand combat, in which case the unit can fight in the
following combat round and counts a charging in the first
round.

Tanks: Steam Tanks are not the most reliable of

battlefield. To represent this important factor the Empire
player must roll a D6 for cach Steam Tank model he has taken
on

a10ll of 1 or 2 the Steam Tank has broken down and may not
be used (although the Undead player does not score any
victory points for destroying t). On a rol of 3 t0 6 the Steam
‘Tank may be set up and used as normal.

FIGHTING THE BATTLE
“The Empire player must deploy the Nordland and Kislevite
forces firs,then the Undead player deploys his arm. Once

both sides are deployed roll a dice to see who gets the first
. On a ol o 13 the Empire ey gos i, il on a

wos2

to this is the magi phase, which s carried out on both
1ds using a single hand of cards. Magic cards can be
used t0 cast spels or make dispes on cither batlefield.

WINNING THE GAME

then his opponcnt wins an outright victory. If the game ends
‘it ouer s wiming & docisive vicer, them kel
victory poins 0 see who has won.
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THE BATTLE

By Mark Hawkins, Tan Pickstock and Gavin Thorpe

EMPIRE INTRODUCTION

When Robin said that he

maybe even a |
‘Okay, L admit it~ was thilled
10 bits. Robin explained that
we would be playing the
scenario from the new

had opted to take the Undead, leaving lan and myself with the.
Empire, that overwhelming despair hit me.

Admitedly the thought of playing Warhammer against Gavin

The fact that he was in command of possibly the most
powerful, nasty and downright scary army this side of the
Northern Wastes was just terrifying. Calming down a bit,
gradually became accustomed (o the idea and saw the benefit
of the battle — if we could beat Gavin and his nightmarish host.
of Undead with an outnumbered Empire army then we need
Dever fear another opponent.

lanand | decided 1 it b Empie's fores beween st

e s g Klsluuc s sttt
Beeckerhoven with Nordland's

best plan of action was to try and hold out in the village until

T ool bebind the relaive afety of the wall Tos 6
ke "

but these would hopefully be taken care of by my Great

‘Cannon. My Helblaster volley gun and Crossbowmen would
hittle down the Undead host befor it arived, and my large

block of Halberdiers — led by the Wizard - would hold the line
ce it came o close combat.

Also within the village, I placed my Batle Standard Bearer

and Einrich Moltke, the army Ge

central position, allowing most of my regimer

General's leadershi

gained for holding Beeckerhoven with no cnemy models
within 6",

y Pistoliers formed a mobile reserve and flank defence as
ey are highly manoeuvrable fast cavalry who can rapidly
redeploy 10 cover the greatest threat. If I could resist the.
temptation to charge the foe they would prove a great asset.

“That was the plan. Allthat remained was to put it o the test.
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THE PLAN TO END ALL PLANS

You can imagine my joy when
Iwas asked to play and write a
battle report for White Dwarf.
My enthusiasm was slightly

helped playtest the scenario
and I had been severely beaten
on two occasions, both times
as an Empire General. Then |
brightened up a bit — a quick
eheck of my memory revealed that, by rights,it should be my
twrn to command the Undead!

My task was made slightly easier as we agreed 10 use the
forees tha fought n the hisoricalbale of Beeckehoven,
e 1 coukd worry about my acticsrer than having sl

i

s
0 be enough points, does oy Fighting a battle with sct
forces is one of

late. Finally, it was important to prevent the Kislevites from
ariving behind me.

Taking cach in tum, I resolved to move my two large units of
Zombies and Ghouls towards the village itself. Hopefully 1
would be able t0 take out the Empire arillery with my Carrion
bes the Forest of Shadows. I wanted a

set up centrally, so they could join cither of these two forces

depending on Mark’s deployment. Having decided on this

seneral plan, | would b able o make sublc chnges s the

game u

Whn it came 1 set p the tale andchoose ou spells, | ook a
K look through

et it ke e S Mgt
Warhammer,and the sty o iscard you spel i Esvour of
more appropriate ones means a good knowledge of the spell
decks is invaluable. With a smattering of offensive and
defensive spells, enchantments 10 Raise the Dead and the
essential Vanhel’s Danse Macabre, the new Necromantic
spells from the Warhammer Armics ~ Undead book should

you can have. Without the ability to tailor your units to the
tasks you have set, you have to devise a whole plan based on
the strengths and weaknesses of the army presenied 10 you.

‘Throughout the formulation of my overallstrategy I constantly
reminded myself of the factors that would play an important
part in the game. Firstly. the village of Beeckerhoven was

prevent Mark or Lan from having troops within 6" at the end of
f a

any time and might upset my plans by being 100 carly or to0

provide any L solid core of magical
abilities. After \mxl: discard 1 held Vanhel’s Danse

definite advantage when using Vanhel s Danse Macabre.




EMPIRE ARMY
NORDLAND CONTINGENT
(@ Einrich Mt Arwst it R v e lack

des  ardd Warhors.

Nordland Batle Standard: Armed with 3 sword. He wears
heavy armour and rides a barded Warhorse.

20 Halberdiers: Armed with halberds and wearing ight
armour. The regiment includes a Grey Wizard
Champion,

REVENGE OF THE DOOMLORD

UNDEAD ARMY

MAIN BATTLE

Dieter t: Armed with 3 Chaos Runesword
and the Staff of Flaming Death. He slso carries a
Dispel Magic Sroll and rides  Manticore.

gsmmmmmm-dmmm
i Ty

i it i
|'| Great Cannon 1. Helblaster Valley Gun
KISLEV CONTINGENT

8 Horse Archers: Armed with bows, hand wespons
and carying shiclds.

—— MIDDENLAND CONTINGENT ——

‘weapons. They cary hicids and ar od by the Battle

Standard Bearer with the Doom Rider banner.

20 Ghouls: Armed with hand weapons and including
2 standard bearer.

2 Skaeon

arriors: Armed with hand weapons
“The regiment includes a standard bearer
e by e e o B

12 Skeleton Crossbows: Armed with rossbos.

apons. Thep wes bty armourandcide bnied
egiment ncludes 3 Wizard Lord with

arhorses.
Chaliceof Sorery, Lothar e Swont
e

5 Pistolers: Armed with hand weapon and pistol. They
‘wear lightarmour and ride Warhorses.

s
i s g 255
i S =,
&= =
PP

{\ﬂiinaa{o

2Screaming
Catapults

SKIRMISH BATTLE
S Skeleton Horsemen: Armod

‘weapons. They cary sields and ar ld by the Wight
Lord Vrax the Despoier.
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'UNDEAD TURN 1
Gavin: A chilling north wind hl:w tbe scen of decay and
rottng flesh towards the distant vi
of metal on bone, and the sibilant hnsmg nnm.gw qmms

UNDEAD
TURN 1

The winds of magic were swirled into a tempest by the

{hrough Dicter’ body and sparks danced in bis eyes. Since

nmwurwm“mwmmmmm

b

. o 3 Dot e ared M e of dasecd
L Zombies sad Skaleions from the graveyards and
batefilds of he Northern Empire led by croe and anci
‘bound by anspeakabie pacts o aid him i his
vengeance. The Doomlord cast a glance over the ranks of his
army and gestured towards the village.

The bulk of the Undead host shambled towards the cluster of
buildings that was their objective. O the left lank the faster
‘moving Chariots and Skeleton Horsemen broke into a
canter and started to sweep round the clump of trees which
obscred thenfrom the deadly iy saionod om the
flapping of
Iealhzry wmgs 0 o Carron sourod pwarts, hoping o
wo0p down onto a vulnerable unit later in the batl. Dicter
imscl sought the covrofte smll wood, 2 [ 0w

y troops
pnmm.., | decided 10 se this opportunity to cast Vanbel's
Danse Macabre several times. The first target was my
Zombies who marched straight towards the enemy. The
i 10 me seemed

10 o 5o for the entire turn. With a free rein I cast Vanhel's
Danse Macabre on my crossbow armed Skeletons, but the
impudent Grey Wizard managed to dispel it. Next target fo
this spell was my Battle Standard Bearer and his unit of
Skeleton Horsemen, who moved further down my left flank..
cast the same spell yet again to march my large unit of
Skeleton Wariors futhr round th woods. With Mark
sing once again | was
e S moding and i lack of dipel atiempis. 1 vmnwy
played te Drain Magi card,forcng him o discard b
‘with the Drain Magic
e Tl 200 th e Dl that Mark had wisely left

Ol mnchbﬂ towards the enemy, hoping to close s p
e for the rest o the army, who cannot normally

In the skirmish batte agains the Kislevites, my main aim was.
10 hold up the reinforcements so I decided not to move my
camry s all o free Mark o do all e work. T longe |
them up, the more time I coul
el worrying about the possibility M- m, pi mmng
force of knights appearing at the rear of my

T s skl s b e e gl Gt

could prove very deadly against my large units
o Skeusons and Zombics not o menuon the Doomlord
himself!

1 had managed to achieve a lot with the multiple uses of
Vanhel’s Danse Macabre almost

‘movement phase (with the ability to march move as well). I
felt 1 was in a good position to take Beeckerhoven before any.
rein d ntervene..

EMPIRE TURN 1
1 watched n borror 3 the Undead army surged
ical influence of the Doomiord. As

wait for the reinforcements and pray to Sigmar that I was stll
around when they arived.

I moved my Pistoliers forward to

not been for an ol
by a few inches and the horrific ammunition landed in the
empty strets of Beeckerhoven.

woss

the
my left waited. In the
Skirmish 1 advanced both my Kislev Winged Lancers and
in the hope of being able to charge next tm.
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The Nordland army defends the village from the Undead assaut.

Having taken all my movement, shooting was the order of the.
day. My Helblaster fired three of its nine barrels at the
advancing Zombies. At over half range, eight of them were hit

s shot count as a rain of panic-causing shot from
thee war machinescouldspel disse o my e for. The
cannon ball landed

ik the frontofth caaplt. Then 1 blance ot thi ook 1
went and rolled a 1 and faled to damage it at al!

EMPIRE TURN 1

Rolling a 7 for the winds of o st ook,

1
With a grin my Wizard Champion cast Traitor of Tarn o
Diete. Hopes of controllng my cacemy's Geaeral flled my
head but Dieter dispelled the.

In return Dieter cast Vanhel's Danse Macabre on his Skeleton

ers doomed. Howevee, the Undead are s sl
ope Oyt hit and he was saved by
his armour.

The Doomlond then sssmpted fo fise. moce Skoleion
% o bolster his

it was his

oy ekl only

result that gained him
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S

UNDEAD TURN 2

Gavin: Screeching their chilling hunting cries the Carrion
dived down and charged the crew of the volley gun. The crew.
were unafraid and Mark decided, after quite a bit of
consideration, to stand and fight. It was at this point that an
interesting debate started — do regiments get the defended

inst flying creatures? OF course, I argued
that they dida't, afte all, land bound obstacles are no barrier to
a creature that s swooping and diving over a unit. Mark and

Rick decids
a defended obstacle bonus against a creature that could fly
over them and I cackled with glee.

Carrion swoop down on the hapless volley gun crew as the Undead arms closes in.

While some of my army maintained their slow but unstoppable:
trudge towards the buildings of Beeckerhoven, the Chariots
‘and Skeleton Horsemen galloped around the edge of the battle
with the hope of attacking the side of the Empi

‘possibly countering the arrival of the reinforcements.

Since the Great Cannon was such a small target I decided to
by picking on something
bigger. I chose the Halberdiers and once again my range guess
was spot on target (the template being centred over the bald
head of their Champion). Yet again the Scatter dice did all it
could to thwart my attempts and the shot missed completely
The other catapult targeted the Crossbowmen standing
between the Great Cannon and the Halberdiers, as the shot

3

UNDEAD TURN 2

woss




hada’t made too big a

rybody
habit. My Skeleton Crossbowmen had spen the turn closing
the distance and were unable to shoot.

My Carrion struck at the Helblaster crew and killed one of
them. ‘gunners then ‘and one managed

and Horsemen. 1 just
blunder.

EMPIRE TURN 2

“The valiant Marks The crew of my Helblasie had surivd the round of
e . 5011 charged the

his sword. With one wound on each side the combat was a Cnmmmeﬂlnkwlhnmmdcmshvwm

draw and 1 uncrew. for the inevitable

In the skirmish against the Kislevites my Skeleton Horsemen
T K of

m. As bone-hilted lances crashed into the Kislevite ranks
v ol tho b Wik g from their horses. Vrax the

Steeds attacked too, rearing up and lashing out with their
hooves. Four Archers were struck by the flailing mounts and
w0 more died. Badly mauled, the Horse Archers wheeled their
‘mounts and attempted to escape, but the momentum of the.
charge helped my tr00ps (0 catch up and usher them into
Death’s chill embrace. Despite all this the Lancers sicadfastly

nluLlnghL My surviving Kislevits fghting inthe skirmish

1 cnmnlnwd most of my shooting on the regimen of
some of them at a distance. The

e e foul

creatures. The sccond detachment of Crossbowmen shot

but wer ot inspird by the marksmanship of e
‘and missed completely.

My Great Cannon simed care
hoping for better uch
mxm"ﬂummmn‘-u!mddnwndm:mge

ly at the sclummg skull

refused o flee, Tt would take
some crafty tactics 10 get an upper hand on ths front.

decided to discourage them a it by using Dicter's Maf
Flaming Death. The fireballs engulfed them but they were

imbed to the flames.
fused 10 be panicked
by this unforeseen attack. Once more the Grey Wizard had

In the combat sgainst the Carron my detachment of

mgmfammdﬂnlwmm-nn*
wound. Gavin noted my obvious distress and with a wicked

oy but the
‘cut down by the second Carrion and s ider.

Rollg 4 for s wind of megi,Lpickod wp my b of
cards. Ahat I cried, as 1 Power 1o cast Traitor-
Torn.on Dl Tev ingly i llad and shrogeed e

o oo ekl PR s 2oadies

mlymﬂmﬂlmmshﬂuﬂnpmjmbm

positon foc m lak They eonid v {rpped between the
iddenheim forces and the Nordland contingent in
wing litle room to the Chariots

6 and the spell failed abysmally.
‘Gavin had three Dispels and the Escape card in his hand and

il
the magic phase.
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UNDEAD
TURN 3

UNDEAD TURN 3
‘Gavin: Moaning and grunting, the Zombies stumbled into a
run and charged the small detachment of Crossbowmen in
front of them. The Crossbowmen passed their Fear test as the
Nordland General was within 12". The Empire troops elected
kil

Fmy
in and attempted to overwhelm them by sheer weight of
numbers.

1 decided that the Carrion were being held up 100 long, which
didn’t fitin with the hit-and-run tactcs I had planned for them

decided that
prominent role from this point on. The manticore bellowed as

woso

The Middenland reinforcements charge into the Undead.

it swept in with mighty beats of ts wings. The sight of this
monstrosity bearing down upon ther rear was 100 much for the.
hapless Crossbowmen, who failed their Leadership test and
fled. The Carrion and Dieter were able to overwhelm them
easily,thei ability to fly making them deadly pursuers

It was do or die time on the northern front. My Skeletal

possible. This batle would probably be decided by the roll of
two dice. If the Kislevites managed to pass their Fear test they
could charge me and probably destroy my unit in one turn
However, if they failed I would get to charge them and inflict
Some serious damage. Sometimes life and death relies on
taking these gambles.




“The crossbows of my smaller Skeleton unit were levelled at

However, the gods were obviously di
armow succeeded in plucking a Pistolier from his saddle. Upset
by this lack of effect I lost my cool a ltle bit and fired the

the rash of b scaterrolls that hd plagoed me since trn |
Prince Ungor the Depraved. the lader o the Zombies, hcked

the obstacle proved 100 much for him to overcome. The five:

managed 1o land a blow, and that failed to wound. The

due 10 my superior numbers. My Zombies shambled after

(o bt i wall spedad tiaispuinit e e gties
s escaped. OF the enemy uni i

ks defeat,ony te Hlberdier weee pasicke, oming il

‘and running for the table edge. Unluckily for me, m,w

REVENGE OF THE DOOMLORD

REINFORCEMENTS’ DEPLOYMENT

the.
Undead army’s assault on
Beeckerhoven.

My first decision to make was
i reinforcements
would arrive on. If I arrived
my we to
inflict some serious damage on
the Undead army to make up
for the negative victory point
mdifier. If 1 arrived late then I might lose any victory point
‘bonus with the loss of Beeckerhoven. I decided
reinforcements on in tum 3 ~ this gave me no modifier (o the
Victory poins.
Just 0 3dd 10 the tension, 1 was the only person who knew

Once again I rolled low, this time getting a total of 3 for the
winds of magic. Despite the lack of magical power I tried to

my Crossbow unit, allowing them to march move towards the
Fisolien. memmmwlmmme
charge my Zombies at the flecing Crossbowmen. 'meyhihd

from Enrich Moltke,the Elector Count of Nordland. 1 st

missed my chance to use Dieter’s Staffof Flaming Death, my

mind being distracted for a while by the possibiliy of Empirc.
i ind my left i

piece of paper which I folded up and placed on
the board.. Mnm-mmumumma
attack would only really take shape s the battle was fought.

‘Atthe start of tum 3 the left flank of the Undead army had
1was able to i

in a position 1o charge immediately. Dieter himself had

village, wiping out a detachment of

Crossbowmen but leaving himself perilously close to my
tzome.

The bulk of

‘completely out of position o avoid them.
By this point in the battle I was beginning to feel a litte bit
‘miffed. Every time I could have been greatly helped by the

of ‘my hopes. The same
ich should have been
ty o guess ranges had
thankfully been absent. Still, you can’t moan at fate, it just
‘moans back louder.

mymmmmmfmmw-:w:gmmd
attacking the unit of Skeleton cavalry, the
Tlnkwwldmmbknxwamhlndnngmew-y{wmn(m
‘Chariots, while the unit of ‘would charge the other
‘Chariot. The regiment of Archers would stand on the hill and
'y

mmmmymmmwamwmwm
free o fulfil more important tasks.

Lothar  Meuernich’s  chief

destroying the Undead lay in
Killing their master who was

source of the magic which
‘animated these terrible atrocities.

Lothar ~signalled ~for his
followers 1o join him as he
unfurled the tandard of

‘The Knights of the
White Wolf, Elector Count,
Battle Standard and Amethyst
‘Wizard Lord would charge the
‘Doomlord, kill him and scatter
the foul magic that bound his
deathl

world. By
Sigmar and Ulric, the forces of
darkness were going t0 lea a
lesson today.

MIDDENLAND REINFORCEMENTS’ DEPLOYMENT
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EMPIRE TURN 3

EMPIRE
TURN 3

began the
y Halberdiers,

his vision and all

tm by with
War Wagon and White Wolves.
Mark: In the last turn my Halberdiers and Crossbo

fled and were totering on the edge of the battlefield. Luckily I
passed both rally tests and tumed my men round to face the
approaching Undead once more. This was my last chance —

their target.
Archers opened fire on the Skeletons who had been hit by
oty hiting them eight times and destroying five
‘more of them. Any normal troops would have been worried by
this pounding but the Undead have no fear.
.

position where I could charge them,. Unfortunately the Kisley.
Winged Lancers failed their Fear test and were left standing,
justin the right position to be charged themselves!

: My regiment of Knights of the White Wolf, Elector
bt il st ‘my Amethyst Wizard Lord
all charged Dieter in the hope of knocking him down a wound.
or two, if not killing him. The War Wagon and Halberdiers
charged the Skeleton Horsemen, but the rd regiment

just stood rooted to the spot with fear. This simple failure to

The ceowfought ckomsy g anh Horsm with 2

‘sword thrust. Of
rmlylhnh\»khalhﬂdmkm ot s denecied by
the Skeleton’s armour. My Halberdiers attacked the flank of
the Skeleton Horsemen killing another one of them bringing
the total dead 1o five.

‘The Wight Lord leading the Horsemen fought back against the:
‘War Wagon but his atack failed (o damage the tough sides of
the war machine.

e
Apar from the charges | made of the foul thereal 0. and e urmed
in'a bettr poston. Having deployed my Archers o thehil, 1 10 dust. The potent magics holding the Wight in the worid of

now reformed them into a long line 1o give more of them a
shoot.

‘The Steam Tank rumbled forwards to place ts thick stee
S ckouging Eidbmoi e ink ...a |||:
Undead Chari ‘The commander of

Steam Tank uppgd a onuple = s o g s eas e
ging e “Full e bewd” e cied s prer b e

As the Skeleon regiment was s cloe he engneet st the

the living also faliered and he too collapsed in a pile of bones
and armour.

attempt 10 unseat Dieter from his manticore. The Battle
Standard fared no better against the awesome N
‘and with a mocking laugh at my fecbie attempts Dicter drew
his Ct

T
httng my General twice and wounding him once.

cannon (0 its ©
i il sar. With oo hooeh e cmmonbal T i
a halt in the soft mud. With a triumphant grin

blade around. he dealt out two wounds on my
Battle Standard Bearer, killing him outright. The manticore
failed to damage any of the White Wolves but caused two

tha face the
commander popped the hatch 10 clear the oump.nmem of
steam and (0 get a betier | by the

deal some retribution for the death of his licge lord, the
K te




in an attempt to nseat Dieter from his lofty position, but his
hammer swung wildly and missed its target

‘With the General and Battl Standard both slain by the mighty
'Doomlord my troops failed their Break test and turned to fec.
astride his them down

REVENGE OF THE DOOMLORD

'NDEAD TURN 4

‘Gavin: They're here! The Middenland reinforcements had
charging in and done exactly what I expected, not that it

made me feel any better for having been given a kick in my

amogance! It was time to deal with these meddlesome soldiers

Tl

Despite this disastrous loss of half of the reinforcements,
Mark’s General, Battle Standard Bearer and Halberdi

panic and held their positions. They had survived without my
help and looked as if they might just have to carry on without
i

‘s magical reinforcements in the form of
the Amethyst Wizard Lord had been slaughtered with the
‘White Wolves and the magic was down to me again. I just

the

predictably casting The Traitor
Dispels

conquest. My large
unit of Skeleton Warriors charged at the War Wagon, which

promptly failed its Fear test and fled from the table. One of my.
Chariots stormed into the Greatswords, while the other
ploughed through the Halberdiers. Neither unit facing my
<

down on them, and they bravely stood their ground and
awaited the onslaught.

Back at the village my Zombies once more charged
Crossbowmen, continuing to follow o e it
attack. The Crossbowmen were emboldened by the of
i et et e ot ucting oue of the
Zombies as they stumbl ards the

Isent one

Vbegan muttering “third time lucky”. Ufortunately fate was
not with me and. grinning insanely, Gavin placed a Dispel
Magic Scrol on the table.

Dieter’s icy gaze fel upon Middenland's War Wagon. Raising
himself up to his full hight he pointed his Flaming Skull Stafy
at the war machine causing a single hit which merely scorched
the sides. With nothing of use left in my hand, I passed.

Dictr cast Vankel's Danse Macabre on his Skeleton
allowing them (o march move a lte closer o
- ilaga: AgeiTcas it

Now laughing maniacally, Dieter again cast Vanhel's Danse
Macabre,this time on his Skeleton Warriors in order to charge
them into combat with the War Wagon. For once the
Doulond dalt e thags sl s cwn way s v ko
dispel this last power.

through the air towards the

Scater i b Giffrent deasand e shrikingprjetle
ent soaring over thir heads and ito the background. The

0 rejoin the batle. As the huge skeletal arm bent back there
was a loud crack and with an exy one
of the supports went rolling down the hill. Not only was my

Jokes. My Crossbowmen tid o ie at someting, bat were

unsbi 0 s anytangets they could i because f the ard

covr between themand the ey

Both of my Charioscrashed o regiments o hples Empire

oot soldies cythed wheelscuing them down ke wheot

talk, The Greatswords lost six of their number 10 the
e

Vrax the Despoiler leads his Skeleton Horsemen against the Kisle Winged Lancers.
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1 hit anything, it was enough t0 break them. Flecing towards
the table edge, they were easily caught and killed by the
Chariot, which carred on it relentless pursuit unil it was off
the table. The Halberdiers had five men crushed beneath the
wheels of the other Chariot, while another brave soldier was
trampled to death by the frantic attacks of a Skeletal Steed.
Despite their losses the Halberdiers took a tighter grip on their
weapons and held firm. Secing the mighty Greatswords being.

lgicrd o e was coughforthe Archer. Deciing
ardice was more likely (o see them thro
turned on the hee and i for the saty of ome,although
they didn’t quite reach the edge of the table.

Middenland’s army is crushed by the might of the Undead.

Once moremy Wight Loed and Zmibis wer atacking vera

defended obstacie, which resuled in them completel
\ohita inle iving arge. The Crossbowmen lnged back and
two swords tried to pierce the unholy flesh of the near-living.
corpses. One creature was welcomed once more by the cold
realm of Death while the other batted the attacks
away with s shickd. Disturbed by the pambers af Zombies
attacking them the Crossbowmen fled from the batle, leavi
the Zombies in conirol of Beeckerhoven. How long could they
k:ep that control?

ish with the Kislevites was coming 1o a close. With
O et Mt e ating e 8 o0 it

charge at the Winged
Lancers, who passed their




Fear test with an exceedingly low roll. Two of the Skeletons
lances hit home and although one was turncd A
Lancer's shicld, the other struck a Kislevite ful

m the saddle. Via himself failed 1o e

REVENGE OF THE DOOMLORD

“The Middenland reinforcements had proved 1o be less
worrying though | did have some luck
for  change (quite a bit actally). The Steam Tank was going
10 be a thom in my sid, but  wasn't 100 worricd a there is

trample him 10 death. Grigor Kyriakin swept e
Blade uf Ensorcelled Iron from its gilded scabbard and

they looked very vulnerable with their flank
shnwmg viligiy iowsete the Imperial forces. My only

Unfortunately for me, there was a second rank and a standard
 which meant I had lost the round of combat by one. As.
Dicte's magic flickered briely another Skelcion and it
mount collapsed into a pile of withered bones. Worse stll,
Vi ontrol of his physical form by failing
his Break test and was banished back to the netherworld.
Seizing the moment of wnﬁlmn.
© hp around the flanks of my

of
ey improvement on my last two rolls. T quickly

ing
 Mental Duel with him. I olled a 1, but luckily so did Mark.
Dicter's superior knowledge and advantage of being two
magic levels higher ensured that the poor Grey Wizard

i . Ldrew one of
his cards and al knowledge of The T of T was one
from his mind. In reply the Wizard tried to Sl ik g
Andar spell, mxmm“amm.d. 3¢ roll

it had any effect. Determined to remove the Middenland
reinforcements as quickly as possible, I had Dieter cast
Vanhel's Danse Macabre on my large unit of Skeleton
Warriors, charging them into the Halberdiers who had
survived the clash with the Chariot. Secing the ranks of the

and frightened Halberdiers. Forgetting all omght of vicry
y tried 1o outpace the Undead
mercilessly cut down by the speed ofthe pursuing b

andiorthe Skeleton Crossbowmen. 1 h Jad given up on the
Kislevite battle, my remaining Horseme: ‘good as
defeated.

EMPIRE TURN 4
Mark T Zombicsvers aow i the vlags s wec sy

P ek e s 5 VF o R
village. 1 had 10 do something dramac, fast and effect
Ficih Mkt st s Bt e T b
much yet but now was their chance. Withou 3
thought for their personal safety, they charged into the
Zombies' id hold the village or dic trying.

1 dispatched my Pistoliers to deal with the Carrion who were.
i b i o6

the Carrion and leaving the survivor on one wound.
Tan: With my force in e e
their Leadership

Using hee scam poits the Siam Tak mace 180 degree

Some distance. ’lhe&mn'rﬂm.ﬂaﬁmlnum
pistol but that missed oo,

Mark:
wummmmﬁ-d.dh—uwmmmm

y

e s ;
Staff of Flaming Death 1 killed one of the flecing Imperial
Archers.

completely
Elocor Countof Nowdlnd fought o B i e s
killing two Zombies and watched as the rest of the
unspeakable creatures failed their Break test and collapsed

AR R IR S T e T AN R |
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Uyt the foar A he nded 1o do mow waswp sy

foul Undead forces from

before the commander had loosed off three shots from his
repeater pistol

hevilge
My Kislev Winged Lancers were finally proving their mettle
in their lile skirmish. I rolled a trple 6 for Grigor Kyriakin
who dispatched the last of the Skeletal Horsemen with his.

way.

Rolling a 4 for the winds of magic I discovered to my horror
than 1 didn’t have a single power card. For a moment I was.

fuled to cause any damage atall.

Whie oue creuming skl catsult was bavin rpuies

ards the embattied Halberdiers. | didn’t vu.lly

Caro.f 1 teed ac landed on my Ghoats, bet 4 could

Seriously help them if I could kill some of their foes. As it

tumed out the Scatter dice this time, indicating

a direct hitin the centre of the unit. Unfortunately the Artillery
i nder

didn’t have a single power card either.

UNDEAD TURN 5
Gavin: Despite my catspults” Ixsko[:ﬁvclun the Pl 1
decided to charge them with my n. They
stood and fired their pistols and were mmuknbly accurate,

the.

As Dieter was unable 10 penetrate the armoured shell o the
Sieamn Tusk evenwih i o Rumeovord bt i vas 09

the Strength 7 manticore 10 try and do as much damage as
ossvi. Al four of e manicore s atack it home and one
evea mamged todet the tough plis. knocing 3 e pipes
Toose inside. At the startof the next tum the Stcam

despite the fact that they Caughtina
il of shot he Carion ot s remaining wound and cashed
into the roof of a nearby

Sor6,
something going wrong.

feet of the relieved Pistoliers. My Ghouls charged -

harm was minimal. Unfortunately for me, the Halberdicrs

The abysmally as I expected, with only
one of the font iv actully anding a it 0d hat xed 1o

ot e v he Woard gt to bin dariness
down over another. Since Ghouls automatically flee when
defeated in combat,they started whimpering and scampering

arged towards them. Keeping their newly returned

calm, they drew back the bowstrogs and It Ty with a

devastating hail of ‘Although most of the shots ratled.

harmlessly off the Chariot’s bony structure, one passed
hole of a Skeletal Stced, breaking.

link and reducing the Undead beast 10 a pile of usty boncs.

of charge range and so failed to make contact.

‘manticore tow:

‘The Steam Tank could still be annoying s0 Dieter twrmed his
the clanking and his L Wi
a terrifying war cry he pounced upon the vehicle, but not

'UNDEAD TURN 5§

woes

steady and not pursue, and since they were behind a defended
obstacle there was no need to test against their leadership.

1 managed to roll 2 9 for the number of magic cards dealt out.
Gesturing behind him with his Saff of Flaming Death, Dictet
hitthree Archers with the torrent of freballs. However,  rolled
iple 15 10 wound them and filed to even sing the fortunate
‘bowmen. Drat!
The Grey Wizard Champion cast the Horn of Andar again, as
this was the only spell he had left. As Dieter was the only
‘model of mine in hand-to-hand combat it was a simple matter
of rlling 10 or less on 2D6.
No problem.

Dicter then began a
ool o ik
flung his arms towards




pposing Imperial Wizan, Unfocnsicly the lucky conjre
se of Years

lingering and plm!ul r

Well, I didn't secure the village, but everything else looks o be

setled.

EMPIRE TURN 5§
: Riding round the edge of the huge rocky cri
mslems finally amived a the main bati. S gt
ing skul catapults on a nearby hill they dipped their
lances once more and charged.

Tan: My regiment of Archers was almost all | had left and I
mnved mes: men into a better position and reformed into a

The Ghous rout asthe forces of the Empire recapiure e

REVENGE OF THE DOOMLORD

EMPIRE
TURN 5

1 decided 10 expend two steam poins on my Steam Tank to

turn and fire. Unfortunately the cannon misfired causing the
helerto Cpuuc spsR gl coelg wide arca 1nd
‘wounding Dieter. The commander of the tank again fired his
repeater pistol at Dicter but hit the manticore, which he failed
1o wound.

My Archers fired a the nearest Chariot, hitting four imes and
leaving the Ch il

effectively destroyed.

Mark: The Kislevite Lancers crashed into the crew of the
‘Undead war machine riding them down without mercy. It was
a splendid sight 10 see but it was rather lte.

It was the last magic phase in the game. We had

managed to

‘et through the catie magic deck, s0 the pack was reshuffled




REVENGE OF THE DOOMLORD.

and we recommenced. Picking up the dice for the final roll |
prayed for a few Dispels as | knew that if 1 let Gay cast

inrich and the Battle Standard Bearer seemed to be a bit lost
inthe it el o the b Inulc sccmingly standing around

Vanhel’s Danse Macabre on any of his units
the Empire would lose that valuable S VP bonus. Coveing ey

force mgdhaand m“ e Zombien gt o e wilge me)

‘my fingers, my heart nearly ppd had rolled a double 6.
“This was something that | most definitely did not need. Help!

st oia Gav wasrllingsrund onthe lor i i of
mani beinggenrly disracing, bt | gnoed
bim andpicked up my cards. e

drmagi oo he o Mgl o e g s i
it salvation of e ilage 1 id the card on he table and
breathed a huge sigh of reief.

NORDLAND CONCLUSION
ek In conclusion Id ke to say “we woz robbed but 0 be.
perfectly honest, I don’t think it's entirely true.
degree I think I got off fairly lightly, but if that's true then why
didn’t we win?
oy, coneringte Thlor of . shonkd't sl ave
Dicter so many times when I could cast it on a unit of
Skeltons fo xample. Skelsons ivea ead (o Undead low
i bror

ught
cmtingbav wihCay's ot e, Bven i 1 o
conirol over the -1 would atlesst v cassed
b e fomgt oo i 3
SR Tt my. o sl o Hors of Andar was bt 75
waste as | didn't really get much of a chance t0 use i

In retrospeet, I think that I really should have gone for
‘complete overkill with the Helblaster when I had the chance. It
i rare for a Helblaster (o last long anyway and I probably
should have used all the barrels when I had a target. My Great
Cannon was just unlucky. bouncing off the screaming skull
catapult in my first turn and then blowing up in my second.

Apart from offering some token protection to the Wizard, my.
Halberdiers where compietely wasted, Theoretically a unit of
their size should have been able to engage a fairly powerful
ey regiment They did however surviveth bl wih
ol ns casialy, vhic st 10 bd raly —

hold the i

“The Pistoliers did well and I couldn’t be more pleased wi

‘They held the flank and defended it brillantly. Choosing
10 hold them back rather than charging in with guns blazing
seemed 10 do the trick as they finally wiped out those drcaded
Cartion.

Allin al, it was a hard batle and my troops did well to make

any sort of dent on Gavin’s forces. Although the combined
mpire army dida’t actally win, we still managed 10 defend

the small illge of Beckeronn o the nslaugh of the

hordes of ' ouns o someing (5 Vs

mfnd)mmehmkuimummpkwdl

Al that remains s to shake Gay by the hand (before throwing

him over the balcony) and give everyone concemed a hearty

el done for & bal wel fovght Aferu, 24VPs - 20VPs
100 bad and I will have my revenge.

UNDEAD CONCLUSIONS
(OR: REVENGE IS SWEET!)

Gavin: So the forces of Dicter march ever onwards, and many.

widows and mothers will weep in the Empire before he is

satisfied. Great monuments will be built and many laments

will be sung in the tavens of the Old World

‘Well, I managed o win the battle by 4 victory points but it has
left a ather bittr taste in my mouth. The main of
attack was 1o secure the village of Beeckerhoven, which |
failed to do. It was only the crushing blow I dealt 10 the
Middenland reinforcements that allowed me (o win. So what
happencd? Well, for a sart,  should have had a Chariot or the
Horsemen on my right, hanging back and ready to dash in and.
deny Mark and lan those S vital victory points. They would
have been useful for countering the possible early arrival
of the Kistew reinforcoments. My Ghouls were wasted by
charging headlong into the defender’s most powerful unit
They could have just as easily tumed and
buildings before they got too close to march move.

terror | made was on the lef flank. Caught between
the desire 10 rollalong Mark's . and the need (o contain
Tan's force when it arrived, | managed to get myself caught
within charge range of the deploying Middenland army. Luck

v s, 2y Charis wer 1 b e s
complement paid by the War Wagon. The Banner of Doom
e

caning it was pure bad

Torce to fil ome of their panic and fea test. Perhaps it
would have been better employed in the attack upon the
village.
The battle for me was when the War Wagon
managed to crush my Baule Standard Bearer and his
Horsemen. With the Doom Rider Banner in their ranks, one.
charge from them should have been enough to shatter any

opposition. ‘move through obstacles without
penali p round the right flank
\d into Beeckerhoven, charging through the buildings

themselves! I think I should have tried to take out the two
contingents opposed to me in succession. A huge attack could
i e

ipe
round onto Tan’s force when it tumed up. Oh well, such is the
bencfit of hindsigh.

of magic, so it might scem sirange that | kept casting Vanhel's




Danse Macabre insiead of the Summon Skeletons or Curse of

0 see an Unde

d army without this spell try
having their normal lack of mobiliy.

y and win while

As an Undead commander, psychology is the best weapon you
have. The more Leadership tests your opponent make
greater the chances of his failing them and having a unit flee,
or be unable to charge. As was shown by the Greatswords and
Winged Lancers in this th ery

diffcl o overoome. THe problem with e st Yo e
to be charged or charge the enemy for it o have any effect.
Without Vanhel’s Danse Macabre speedin

onwards it would

very hard to have your units of slow
Skeletons and Zombies anywhere near the enemy, unless he

had lot of fast troops and wanted 10 get close.

Onthe other side of the table? My opponents, especially Mark.
forces. Mark stuck

open fild the od chance of breaki
his line by sheer weight of numbers, or a hasty redeploymer
of a Chariot or two. lan also did well, although perhaps it
would have been better to avoid Dicter on the first turn of
arrival and make sure of wiping out those devastating Chariots.

Allin all, the battle was extremely enjoyable. with the
Empire’s tenacity making the climax of the battl very tense. |
‘am pleased with the way the battle went but a couple of lips of
concentration marred my plan. Next time I will not be so
foolist

MIDDENLAND’S LAMENT

Tan: Doom and gloom aside, the battle did have some
important lessons to teach. The firs is concerning big hard
characters rdi d on big hard monsters and how to deal

ith them. T rather foolishly thought that I could maybe kill
Dieter Helsnicht with my White Wolf charge and end this
whole affair. Unfortunately it all went horribly wrong and
edd e silationof my mos powertl it e ks
of the Empire’s level 4 w

The key 1o bingchaactes o toastrs s 0 e the ks
for challenges. If you include a champion in your regiments
you can use him 1o challenge characters 0 single combat. This
usuallymeans the poo aplesschampion e bl but

at by sheer weight of

have been slain
e Dictr Helsnicht 3 combat esoltion of
onc. The Krights ofthe White Walfon he cther band wou
e i o o it sl o
1 point for rank bonus, giving us a grand total of 3. 1 would
have won the combat by 2 and Dieter would have (o take 3
break test with a -2 modifier. Even if he hadn’t broken, the
Knighs of the White Wolf would have at least survived until
the magic phase and I could have used my Wizard. Next tum [
would be able to cf Dieter Helsnicht with Lothar
Metternich and tie him up again.

llenge.

So it bppened o he Middeand einforsienist My pan
was to charge in and eng and combat wit
i it When t Girtatywonds et teir Fear oot
refused to charge the Chariot, this left it free 10 smash into the
Halberdiers and this stared the collapse of my attack.

REVENGE OF THE DOOMLORD

An interesting point to bear in mind is that most Undead units
don’t break in hand-to-hand combat and will fight quite
h. This basically means that when you

literally to the de:

ond
This is what happened to my War Wagon. It
crashed into the Undead cavalry, who were mown down in a
pariculrly splendi fashion. Unfortumately tis ket the War
en where it could be charged by

warions who weae suppovting the Undiad
cavalry. In order to counter this problem you need to cither
s which are

attacked in this way. or to use fast moving cavalry units to

any Undead reserves.

All told, it was an exciting and close fought bs
Middenland enforecments el s st Undead ket
charged into the fray. For

‘moment it looked as if the tide was going to tm. but as the
battle drew 10 a close all that remained of the
was a damaged Steam Tank and 3 unit of Archers.

At the end of the day the Empire still held the village,
would only be temporary. With
Necromancer's power would grow sironger and the Nordland
defenders would huddle in fear at the ritual chants of the
Doomlord performing his spells of summoning. Tomorrow the
s L
indying army of Middenland shambling forward under
e contrl of Dictr Helsmiche ne there would be no
reprise for the defenders, no salvation, just the horifying
knowledge that they 100 were fed 0 join the Doomlord.

butthat
falling the




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,
aracters, 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, Orcs and Goblins, High Elves and Skaven are also
available along with the Warhammer Battle Magic supplement

'WARHAMMER ARMIES —UNDEAD IS NOT A COMPLETE GAME. YOU NEED A
GAMESH
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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

FAST AND CONVENIENT

Games Workshop products have a greater availabilty
all across the country then ever before — just check out
any issue of White Dwarf which now features a

Ganada. Even with this greater accessibilty of Games
Workshop games and miniatures some customers stil
Have a proble fincinglocal siores stocking a varey
of our pr

The Games Workshop Mail Order department has
been established 1o give customers who cannot find
what they are looking for a chance to purchase directly
from our Headquarters in Baltimore, Maryland. Our
Mail Order Specialsts can help you find the miniatures
that you have been looking for, provide you with the
RELEASED J ULY 25'|'H' Iatest news in product release information, answer

your product questions, and much more. Our Mail
Order team works hard o provide a fast and

convenient service that assures your order will be
FEATURED THIS ISSUE delivered to you as quickly and efficiently as possible.

MAIL ORDER
Ou Mal Ordor Htines e open v days a week and
Yo Gan gy by k. ey brcer Mastreard o
B e (ks sk o,
251 a bank. payable in US. collars. Unfortunately
Slews| Canadian Postal Money orders, COD and general
51999 delivery can not be accepted.
s
51299 y igh Friday
52999 9:00 to 5:00 pm EST (Eastern Standard Time)
o i Closed Saturcays, Sundays, and Holdays
o 2
RN Yy ek 3 s o o o
BLOOD BOWL e st
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e 82 GAIES WORKSHOP
082 Raiders (Boved set of 11 models .
@ ey | S Baltmors Maryand 21527-1072
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IL ORDER (410) 644-5699 MAIL ORDER (410) 644




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 X

Right: Enthusiasts
e an exciting
game of Warhammer
Fantasy Batile.

OPEN NOW!
Open 7 days a week
from Memorial Day

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




AIL ORDER (410) 644-5699 MAIL ORDER (410) 6

SUBSCRIPTION OFFER

Each month you can have White Dwarf delivered right o your door. With one year (12 issues) and two year (24 issues)

subscriptions offered, there is no reason to

miss a single 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
Heroquest offer expires July 29, 19941

SUBSCRIPTION RATES
1 year (12 issues) - $35.00 (U.S,) or $45.00 (Canadian)
2 years (24 isues) - $63.00 (U.S.) or $81.00 (Canadian)
Please ota Manyand Fesidens st add a 5% State sals tax
To start your White Dwarf Subscription fill out the
information below, clip out the box and send it to

‘White Dwarf Subscriptions
Games Workshop
3431 - G Benson Avenue

Baltimore, Maryland 21227 - 1072

OFFER EXPIRES JULY 29, 1994

Advanced Heroguest contains everything you'll need to
enter the dark Underrealm of the Warhammer World,
including 36 finely detailed Citadel Miniatures, full
rulebook (including rules for Solo play), interiocking color

sections, and more. Regularly $54.99, with this
special subscription offer you can receive Advanced
Heroquest for just $25.001

Please check here (

) if you would like to save 50% on a copy of Advanced Heroguest 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 crcie one choice)
Is this a: New or Renewal subscription? (lease cice one choice)
Form of Payment: Check, Credit Card (see below) or Money Order (please cicie one choice)

Master Card or Visa
Credit Card Number

Exp. Date:

Cardnolder's Name:

Cardholder's Signat

Name
Address:

City: tate Code:
Phone Number Home: () jork: ()

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




*NAGGAROTH NIGHTMARES*

Dark Elves make superb Blood
Bowl players, combining their
strength, speed and agility with a
low cunning and an evil
temperament.

Although best suited to the
throwing game, sheer spite
makes the Dark Elves enjoy the
violent conflict of the running
game. Witch Elves and Dark EIf
Blitzers in particular, excel at
punching a hole in the opposing
line of scrimmage through which their
fleet-footed team mates can run.

1 Naggaroth Nightmares tr
sheet to allow you to detal
team with numbers and symbols.

WITCH ELF

Naggaron Ngnimares i rademark of Games Workshp Lic
0 Copyrigh Games Workshop Ld, 1964 Al ghs resenved




TALISMAN DAY
SATURDAY AUGUST 6TH!

mighty Dragon King for the
Crown of Command? Come in

== on Saturday and find out.




BLOOD BOWL

STAR PLAYERS

9085 9090

NOBBLA BLACKWART FUNGUS THE LOON SCRAPPA SOREHEAD

9091

GRIFF OBERWALD MIGHTY ZUG

PACKAGED | FIGURE PER BLISTER

MORG ‘N’ THORG - 9089

PACKAGED | FIGURE PER BLISTER.

wozs




ELDAR

ELDAR ANTI GRAV WEAPONS - 9084

sPoTTER WiTH

GUNNERS WiTH
‘SHURIKEN CATAPULT

HEAVY PLASMA GUN

PACKAGED 1 GUN AND 2 CREW PER BLISTER

UNDEAD

NECROMANCER WITH FAMILIAR - 9083

PACKAGED 1 FIGURE AND 1 RANDOM FAMILIAR (8565) PER BLISTER.

worr




SKELETON CAVALRY

SKELETON CAVALRY - 9088

PACKAGED 1 FIGURE PER BLISTER

wors




ZOMBIES AND GHOULS - 8571

4.

ZOMBIES ZOMBIE COMMAND

ik

GHOULS

THESE MINIATURES ARE SUPPLIED WITH A PLASTIC SHIELD WHEN NECESSARY
PACKAGED 1 FIGURE PER BLISTER.




EMPIRE HEROES AND COMMAND - ‘8é61

REIKSGUARD FOOT KNIGHTS|

MMAND CAPTAIN e FOOT KNIGHTS

THESE MINIATURES ARE SUPPLIED WITH A PLASTIC SHIELD WHEN NECESSARY.
PACKAGED 2 FIGURES PER BLISTER.




Death Zone adds a whole new level of
sporting mayhem to your Blood Bowl
games. The box includes a 32 page
Playbook, a pad of expanded League
Team Rosters, a League reference sheet,
full-colour templates and over one
hundred Random Events, Magic ltems,
Dirty Tricks and Star Player cards. There
are rules for Secret Weapons,
Apothecaries and Wizards plus fully
detailed backgrounds for Goblin, Chaos,
Undead, Wood EIf, Chaos Dwarf and
Halfling teams. The new League rules
allow players o coach their team to the
heady heights of the Blood Bowl play-
offsand include training
players;hiring new players, the
team treasury, organising and running tournaments hiring
mercenary Freebooter players and much much more....
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FLDAR ASPECT WARRIORS AND DARK ANGELS SPACE MARINES PAINTED BY THE BIRMINGHAM STORE STAFF




