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THORSKINSON'S ISLAND (P.

Rick dresses in his finest summer attire (first
making sure the heating is on full, of course), to
continue his Warhammer Campaign.

GOLDEN DEMON

winning entries.

Slayer Sword winner Matt
Parkes describes the feeling
of winning the painters’
ultimate prize.

? Well,
We talk
srrienced
latest
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 CORRESPONDENCE We welcome comments about White

Il Dwad, Games Workshop games and Citadel miniatures. All

\Wliss sxcept subscriptions and Mail Order should be
addressed 1o The White Dwarf, Games Workshop, Howard
Mouse, 18 Castlie Boulevard, Nottingham NG7 1FL

Fiease murk you: envelope clearly with the name of the game

VOU SIS Wiiling 1o us about. |f you wani a reply you must

onciose A sslf-addressed stamped envelope (overseas
j _rmloe-ta Soule nclude IRCs). We receive an enormous
i :\rnuuﬂl “l mal We do read every letter, but it may take a little

{0 us 1o teply 10 you, so please be patient!

"-u “an find Games Workshop on the World Wide Web at the
§ lohowing Intemat address: hitp:/Awww.games-workshop com

;g_ams_smns All material submitted to us for publication is
Ty Becepied on the assumption that the copyright In it is, by

_-*_ehfuam of submission, unconditionally assigned by the
{jarnh;rr a\::u beneﬂclaO.u\gvner and with full titte guaranteed to
oy :rkshop Limited. We also retain the right to edit
k. i Amand afl ma}ena! as we see fit. So, if you do not wish
. . .'1 iaign :opyr!ght in this way, please do not send us your

SURTISsInn. We're afraid we cannot work in any other way!

(L3 ]

A brief look at some previous Golden Demon

Jervis tells you everything you ever wanted to know
about this year's Grand Tournament.
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COPYRIGHTS AND TRADEMARKS
All subject maiter 11 ‘Ahite Dwarf 1s
© Copyiight Games Workshop Ltd 1997
All artwork 1n all Games Workshop products, and all images contaned
therein have been produced either in-house or as work for hite The
exclustve copynight in the arfwork and the images It depicis s the preperty
of Games Workshop Ltd. @ Copynght Games Workshop Lid 1997 All
nights rsserved

REGISTERED TRADEMARKS
The ‘ollowing ara all reg d ke of Games P Lid

Aimageddon, Blaod Bowt, Chivalry. Citadel. the Citadel logo. Daik Angels,
Dark Future Dsathwing Dungeonguest, Eidai Eldar Attack Epic, the
Games VWarkshop logo. Games Workshop, the GW logo, The GW Flame
logo, Genestealar Slottabase, SpacesFleet, Space Manne Tahsman.
Tyranid, Warhammer and Warmaster & isa d

of Marauder Miniatures Ltd. Used with parmission.

TRADEMARKS
The following are all trademarks of Games Workshop Ltd
Aspect Warrior, Attila, Avatar, Blood Angels. Bloodlettei Bloodthirster.
Cadian, Catachan. Codex, Daemonette. Dak Reape:. Death Zaone.
Dragonmasters, Dungeonquest, ‘Eavy Metal, Exc Armour. Ezarch. Eve of
Terror, Farseer, Fire Dragon, Flesh Hound, Gargant Gobbc Great
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Khorne, Knights Panther, Leman Russ, Lichemaster, Lightning Claw, Lora
of Change, Madboy, Man O War, Mekboy mighty Empites. Mordian,
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TORNEO NAZIONALE DI WARHAMMER 80

What is it that drives adventurers to wander carefree
in far off and dangerous lands? Tuomas Pirinen
discovers that ultimately people the world over are

after the same thing!

ILLUMINATIONS -
JOHN WIGLEY 83

A look at some of
John’s favourite work.

MAIL ORDER SECTION 92

New models, special deals, advance
orders, army deals, White Dwarf
subscriptions... Well, isn't that enough?

Nacromunda, Murgle Nurgling, Ogryn. Old World, Crk. Painboy,
Plaguebearer. Plague Fleet, Psyker, Rating Ravenwing Sea oi Blood
Skaven, Slaanesh, Slann. Snotiing. Space Hulk, Space Wolves, Squai,
Squig, Swooping Hawk, Stiking Scorpion, Tallara Terrainaior, Thunder
Hammer. Troll Slaver, Tzeentch, Ultramarines, Valhalla. Warhammer
Quesi. Weirdboy, White Dwart anc the Whita Dewart figure, Knights of the
White Wolf. Worldeater

The Citadet! paint pot is UK registerad design No 2033236

Scatier dice are UK registered design No. 2017484

Product Code: 60249999210
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zd you
spill my
BEER?”

Greenshorough -
Latest Games Workshop
Store to open

As our Retail Juggernaught
continues its unstoppable
charge across Australia, more
bastions of the Emperor’s Light
(Games Workshop stores!)
spring up it its wake. The
Latest of these is in
Greensborough, Victoria.
Check out the ad is this issue
for the store’s details.

. Uhless you are a drunken Dwarf with a sack over your

head you'l notice a few changes in this issue.!

After eighteen months at the helm of White Dwarf
. Jake Thomton has gone on fo put his falents fo work
! t’g{ in the edlitorial department on our growing seris of
& Warbanmer Campaign Packs and Army books. The
first of these 1o get Jake's red pen treatment Codx

% Assassing will be avaiable towards the end of the year

" lefi fo their own devices, the regular Pwarfers, fogether

with new man Matt White. have thrown caution

SCHWOOOM!

Shown below is figure
painter Richard Potter's

conversion of an Eldar Fire

Dragon Exarch riding a

Jetbike. The project is still in

its early stages, with
Richard stifl planning a few

more mjnor conversions
before he starts painting. -

The conversion has been
constructed out of various
metal and plastic

components, together with
a modelling putty known
as “green stuff”, which the
Citadel designers use to
sculpt their miniatures.

10 the wind and come up with 4 stonking
looking edtion of the mag, and o it’s
onwards and’ ypwaras/

} *
e
/ Kobin Dews

THE GREAT OLD

WORLD ARCHERY
TOURNEY

The Mail Order Deal of

the Month is “The
Great Old World
Archery Tourney™.

This Deal provides rules
for playing small archery
skirmishes, and battling
for the prize, the famed
“Golden Arrow”.

It also has special deals
for building up your
archery regiments.

To check out this

tournament style scenario
and some great army
building deals give the
Mail Order Trolls a call on
(02) 9829 6111 so you
can test your aim.

Al
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Our  first
BIlack
Library Tour
continues
the stores this

around .
month, featuring the mighty
Thunderhawk Gunship!

The Thunderhawks provide
the Space Marines with
such a fast response rate
that enemy counter-attacks

THE RECAPTURE
OF MIRANDIS 111

THE BLACK
LIBRARY TOUR
CONTINUES!

are often stifled before they
have a chance to take hold.

The awesome Thunderhawk
Gunships are landing next
at our new Greensborough
store on the 2nd and 3rd of
August, followed by
Chatswood store on the 9th
and 10th of August, and
concluding the tour in Castle
Hill store on the 16th and
17th of August.

caeeCe

_ BIG CLUB USED
 T0 ROUND UP GAMERS

L3 ' e". recelved .
interesting - httle
report from a chap

" hours using 250,000 points

called Nelson who works

with Jervis Johnson, the
man who organises all of our -

tournaments and other such
events. Apparently, he'd had
a call from a chap called

Kelvin who needed some .

help puiting on a big
Warhammer game. ‘Why of
course we’ll help, replied
Nelson, ‘how many points
are we talking then?’ ‘Er, a
quarter of a million, says a
proud - Kelvin.
scurried  off - with. some

gaming boards and terrain
scoutmg ,

for an _initial -

mission. ,
Apparentiy, it a!l started

beginnings, the idea
quickly blossomed into a
club - of over 20
members. - Games

regularly in Kelvin's big

for Children in Need. With

help from lots of peopie,

including . Scarborough

Nelson -
printed in their book (feel

when Kelvin's son asked him -

if he could invite some of
his mates back home for a -
game. From these humble -

cellar. Then came the idea
of a big battle to raise money -

The attempt took the form of
a - massive - - game of
Warhammer that lasted 96

of troops! After the army lists
were written and the hordes

- of troops deployed (not a
. small task in itself) the game

was off, with the forces split
into good guys and bad
guys. The Guinness Book of

- Records have now officially
- recognised the new record

set by Kelvin's : huge
wargame, but have said that

- the result is not of broad

enough public interest to be

free to write and tell the
chaps at the Guinness Book
of Records just how popular

our| hobby is!).

Over the course of the battle
thousands died, and few
became  heroes, but
gveryone . enjoyed the

- monster bash. In the end,

the forces of evil (411 victory
points) were - eventually

* driven off by the good guys
started to take place -

(498 victory points).
Al in all, this was an
astonishing - project

“ organised by Kelvin, with

help from many others, and

_together they raised £300

football club who came up . pounds for Children in Need.

: Dea%_hof “éith agoom forthe blattle._lfgek " If you would like to make a
is “The . idea became reality. The . ;
e This Warhammer 40.000 | farget was to_break e Grien in ‘Need cpect
b campaign is in full swing record of the largest and eivin on 01723-363596.
Jentrilos and the Chaos hordes are longest wargame' using the i i
i under attack. ~Several (s adeis cverl s son all
{ battling decisive battles have been i
1e famed won in the Emperors
name, but many heavy
cial deals losses were suffered.
up your More reinforcements are
is. needed every Thursday
KA this Games l.\light and Sunday
s scenario at our Miranda store.
3at army Talk to the staff for details
give the of how you can join this
; a call on campaign and be

1 so you
n.

prepared for battle!




THE RETURN OF THE
ARMY COLLECTING CARDS

You may remember last year
when we released the first
batch of Army Collecting

Cards. These proved to be
very popular, with many Space
Marine companies and hordes
of Orky Waaaghs springing up
all over the place.

Well, we're very close to
releasing the second wave of
Army Collecting Cards, a few
minor decisions are left to be
made (such as which armies
to cover, maybe even the ones
pictured below). So keep an
eye out at your local Games
Workshop store.

ARMY COLLECTING CARD

ELDAR

SWORDMASTERS
OF HOETH

Not = only do the
Swordmasters of Hoeth have
a higher weapon skill than

normal High Elves,

kDismissed.

‘ATTE N’l‘l()\"

utside a fortified

bunker in Cyprus
are Staff Sergeant
Smiles (left) and
Lance Bombardier
Bushell. They are both
members of 74
Battery ‘The Battleaxe
Company’ and as you
can see are both fans
of Games Workshop
and White Dwarf.
Bombardier Bushell
also told us in his
letter that he has a

squad of Space Marines painted in his Battery
colours, black and silver.

they are also so skilled with
their double handed weapons
that they can use them just
like normal swords, and
deflect missile fire aimed at
them! A command group for
the Swordmasters, and a set
of High EIf transfers are also
released to
complete this
great new
regiment.

Close, but
no banana

In the Sisters of Battle featurg
this month, you'll no doubt
notice the Preacher. Well, wé
know they're not available yet§
so don’t write and tell us! You'll
see them on your store shelves
soon. The Missionary figuré
shown below is availablé
however, but we didn't have
' space to squeeze it
/" in anywhere else!




. RAGING
INFERNO
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ifi Is one of Inferno! —the new Warhammer world, whilst
e ;;’ustt:lszation of Warhammer and ~ Mark’s 40K story focuses on
Cyprus 40K action and adventure the last days of a planet being
= stories — has been a scorching  overrun by Chaos.
nd success and now issue 210N There's also loads more to
rdier its way! In this new edition,  enjoy, so you can't afford to
are both there's 12 pages of missit
4 Bloodquest, the_ comlcdstrép Fy Inferno, Issue 2 out soon!
jattleaxe Gordon Rennie an olin
1 as you MacNeil that you may very w_eII
oth fans have seen previewed in White
rksho Dwarf 210. There are also

P stories by our very own Gavin o N ,
bl Thorpe and Mark Brendan. -
ushell Gavin's story is set in the
i his
nas a _
- ’'s Warhammer releases
| 4 # 21 This month
¥ :—‘ UNDEAD
Mounted Wight (x1) $13.95 Blister pack

ailable yelj
ell us! Youl
ore shelves
ary figure

available

$13.95 Blister pack
$13.95 Blister pack
$13.95 Blister pack
TBA

Mounted Wight Champion (x1)
Mounted Wight standard bearer (x1)
Mounted Wight Horn Blower (x1)
T-Shirt (x1)

'JJ
i

BRETONNIA

Brztonnian Duke on Pegasus (x1) $39.95 Boxed set

HIGH ELVES

Sword Masters of Hoeth (x3)
Swordmasters of Hoeth Champion (x1)
Swordmasters of Hoeth Command (x2)
High EIf Transfers (x10)

$14.95 Blister pack
$11.95 Blister pack
$13.95 Blister pack
$13.95 Blister pack

S LS ey \5«

Mine’s bigger than yours!

he news this

month has a
particularly large feel!
Whilst we were writing
the bit on the 250,000
point battle, Citadel
designer Gary
Morley came
over {0 show
the White
Dwarf team some photos that
he’d come across on his
travels. What we saw was
astonishing. Standing at the
feet of this model is a
normal 25mm
Warhammer
40,000 miniature,
just to give you
some sort of idea as
to just how huge the
Titan is! The man responsible
for this massive, scratch
built

The Titan tdwers over this
. 25mm model!

didn’t have
squeeze it
ere elsel

battle on
horseback and
fighting with a
lance, but some
powerful lords
choose to ride more
exotic beasts, like the
Pegasus. Well, it is a bit
like a horse after all,
even if it has got wings!

Chivalryh
from the <
skies

Mon dieu, qu'est ce-que
c'est? Knights of
Bretonnia can most often
be found charging into

Alan Perry was the
Citadel designer
responsible for

Tvn

the gallant and knightly
rider, while renowned
sculptor of all things bestial,
Trish Morrison, took care of
the steed.

Although  designed 1o
represent Duke  Gilon
d’Aquitaine from the Circle
of Blood Campaign Pack,
this brilliant new model can
equally well be used as the
army general or as a hero in
any Bretonnian Army.




AUSTRALIAN
TRADE SALES

Do you want 9-5 office hours, one hour for lunch, a sensible working
environment, constant supervision and no responsibility at all?

If any of these things appeal to you,

STOP READING NOW!

The Games Workshop Australian Trade Sales Team are looking
for a few dedicated, hard working goal achievers.

If you think you're capable of joining the cutting edge of Games
Workshop in telesales or as a road rep, then give us a call NOW!

Call us on (02) 9829 6000
or send an application to:
Personnel Officer
Games Workshop
PO Box 576
Ingleburn NSW 2565

CLEANSE
AND BURN

“Prayer may cleanse the soul, but pain
cleanses the body. Both are necessary for
the survival of humanity.”

Confessor Ganinimus

From the 25th to the 29th of August, we will be running

afternoon games in all of our stores, pitting the brand new
Sisters of Battle against the heretics and foul beings that
dare to turn away from the Emperor.

Contact your local Games Workshop store for details.




g Dem Bones
S Dem Bones

Heavy cavalry with 3 wounds each and

N immune to psychology — interested?
rEl That's exactly what the new mounted
Wights (now available in blisters) have
1o offer 1o the evil forces of the Undeac_j.
This areal new regiment is released with
ooking their own command group makipg them
an impressive sight on the gaming
hoard. Oh, and don't forget, after the
ames Wights have charged with their spears
naw! Ihey can use their magical Wight Blades

10 attack the enemy. Bonus!

The Studio Necromunda
campaign, last reported on
back in issue 209, is really
starting to hot up! Although
figure painter Martin Footitts’
Van ‘Saar gang, the Grim
Reapers, is still on top with a
gang rating of 3110, Owen
Crisp’s “brutal ' Redemptionist
gang, are quickly catching up
and could soon be making a bid

to knock the Van Saars from
their pedestal. To quote figure
painter  Jonas  Ekestam,
Arbitrator of the campaign, “the
Redemptionists.are just flaming
the complete place at the
moment!”,

The figure shown to the left is
just one member of Richard
Potter's Spyrer team which he’s

BURN BABY BURN,
NECRO INFERNO...

been using in the campaign
(busy man, Richard... see his
Jetbike conversion earlier). This
Jakara conversion was made
by attaching the head from an
Escher ganger to the body of a
Howling Banshee. Various
scratch built additions, such as
the shield and shoulder pads,
were then added.

“his month’s Warhammer 40,000 releases
SISTERS OF BATTLE

Sisters of Battle Codex Book $34.95 each
Immolator (x1) $54.95 Boxed set

Battle Sister with heavy bolter (x1) $11.95 Blister pack
Battle Sister with heavy flamer (x1) $11.95 Blister pack
Battle Sister with melta-gun (x1)  $11.95 Blister pack
Battle Sister Cannoness (x1) $11.95 Blister pack
Transfers and Banners $13.95 Blister pack

Imperial Confessor Kyrinov (x1)  $17.95 Blister pack

ARHAMM

J

Imperial Missionaries (x1) $11.95 Blister pack

Seraphim (x5) $49.95 Boxed set

Poster (x1) $19.95

T-Shirt (x1) TBA










CINNESRW.ORKSHOR)
WANTS YOU!

RETAIL STORE MANAGERS

We're looking for experienced Retail Managers who are
enthusiastic about the Games Workshop hobby and
have bucketloads of energy, drive, and determination.

You'll have to be people oriented, being able to effectively
manage your staff. Training and developing your team is
an important part of the job as you strive to make your
store the premier centre for the Games Workshop
hobby in your area.

We offer excellent structured training, the possibility
of moving to another city, state or even country! All
this plus a range of company benefits provides
excellent prospects for the right people in our
exciting and expanding company.

If you are interested in this position,
or any other, then write to:

Personnel Officer
Games Workshop
PO Box 576
Ingleburn NSW 2565

and ask for an application form. zﬁ‘(/
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is special feature on the Adepta Sororitas contains three scenarios
along with pages taken from the new Sisters of Battle Codex.




SCOURGE OF THE DAMNED CONSISTS OF THREE SHORT
SCENARIOS WRITTEN BY GAV THORPE FOR THE SISTERS OF
BATTLE. PLAYED AS SEPARATE GAMES, OR LINKED
TOGETHER TO FORM A MINI-CAMPAIGN THEY’RE AN
EXCELLENT WAY TO START PLAYING GAMES WITH THE
SISTERS OF BATTLE.

WE'VE ALSO THROWN IN SOME HINTS AND TIPS ON
MODELLING AND CONVERTING YOUR SISTERS OF BATTLE!
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Restricted Archive Beta 47790 4] Y SEGMENTUM
i R OBSCURUS g
Bucharis, with the aid of the renegade N
I Admiral Sehella and Colonel Gasto,
carved an immense Empire to the NI
galactic west. AVIGNOR
& DIOCESE OF .

FENRIS ARMANDUS HELFIRE

Hyd '

MORDIAN

. b FENRIS #

B | \cuiros SPACE WOLVES !

NECROMUNDA AR HOM5NET }
CADIA oy i o
N E

HYDRAPHUR ARMAGEDDON
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""" SEGMENTUM
, SEGMENTUM SOLAR ;
be Beretic and PACIFICUS

Blagphemer can
offer no excuse for their
crimes. Those who are
pardoned mevely live to
further shroud Bumanity

MACHARIA

©

COLCHA

METHALOR

g from the Light of the

of their souls.

Emperor with the Darkness
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RHANNA

GATHALAMOR
DIOCESE OF
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CHIROS

HOME PLANET OF .

CONFESSOR DOLAN

NECROMUNDA

From the Sermons of , @
Cardinal Beneficta - : Ml-;mm%
OPHELIA VI e _
CONVENT

SANCTORUM AND
SYNOD MINISTRA

URLIAH JACOBUS

VRUN
SOLSTICE SEGMEN'"_
VICTORY OF TEMIPES
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Segmentum Solar
~

THE GRAND PILGRIMAGE

“The most faithful followers of
the Imperial Creed will ambark
| on the Grand Pilgrimage from
|

|

EARTH

Ophelia VI to Terra, passing
through Chiros and
Gathalamor, The journey
generally takes around nine
years, once the pilgrim has
salely reached Ophelia VII"

GATHALAMOR

CHIROS

OPHELIA VI

Historica Pilgrimage, Chapter |

== S =TT W

FORMUND

HAR DUNIASH

Just as Andy Chambers
invented a simple
background for his Piscina
campaign, (in White Dwarf

ULTIMA

199), you can invent planets
for your games and add
them to this map. Using a
map you can add an extra
dimension to your games by
plotting the victories, (and
defeats), of your armies.

MACRAGGE
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In this Scenario the Sisters of Battle hay
been called upon to defend a holy place
containing Relics sacred to the Empero;
from an enemy of superior numbers. ‘
Both players choose their armies from any
appropriate Codex list and neither army may

&
4
'1 E > include allies. The Sisters of Battle may only
) choose a force worth half the points of thejr
! » opponent’s army...
N i BERE =L et

Deployment and Terrain set-up
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ften a Genestealer or Chaos cult will mark out the Ecclesiarchy as the first target for its attention. In the more civilised places of le

Imperium this offensive will usually be political in nature, trying o reduce Ministorum tithes, undermining the influence of f1e
Cardinal or Preacher, and so on. In the more lawless regions though, open terrorism and attacks are moere normal. Under cover of darkness
the cult’s members will attempt to destroy the local shrine and Kill its members.

Also, Imperial Shrines form main defence points against an alien invasion. If a Chaos, Ork or Eldar army descend upon a planet, the
citizens would usually rally around the Frateris Clergy and defend their Shrines and temples frem the alien invaders.

Terrain set-up

Players should set up the terrain m any mutually agreed
fashion. The only stipulation s that the centre of the table
should be occupied by the Imperiai Shrine iiself. Don't
worry if you haven’t got a piece of terrain to represent the
shine because we have got one for you' In the card section
you will find a model of an Imperial Shrine. Details of how
to assemble the shine are discussed in the modelling section,
fater on 1n this article.

Deployment

The Ministorum player sets up his amy within an 18"x18"
square in the centre of the table. The attacker then sets up his
forces within 15" of the shori edges of the tuble (see the map

above).
If the attacking army contains trogps which can infiltrate.

they may not use this ability. The surprise attack doesn’t
allow these traops time to work forward to a better positior
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Victory conditions

nd ol the battle, caleulate victory points to see who
n. Use the victory points tables from Dark
“anm o work out the points for destroyed and broken
roops. Characters Woith less than fifty points are worth |
Victory point if they are killed in this Scenario, "

“IE are no altacking models within the Shrine, the
Hstorum side gains +5 victory points. The' attacker

5 +1 viclory point for every three unbroken models
thin the Shrine at the end of the battle.

letending forces have at least one squad with- at least
ol its original number left. the Ecclesiarchy player
* an addional number of victory points equal to the
POIS value of each surviving unit (¢.¢. a unit worth

imn ored oy ST - A
potnts scores 2 victory peints for the Ecclesiarchy).

o




KEEPERS OF THE FAITH

t the head of each of the Orders Militant are the §
Canonesses, shining examples of purity and dedication
of purpose.

Each Canoness is a formidable figure in her own right, charged with
overseeing every aspect of the running of her Order, and with leading her
troops into battle. Each Canoness rises to her position through a
combination of leadership ability, shrewd tactical genius and sheer
overarching faith in the Emperor.

A Special and heavy weapons. '
From left to right: Melta gun, Extra fleurs de lys have been added to this Sister Superior’s gloves. Painting »
Heavy Flamer, and Heavy Bolter. exira detail on models is a good way of distinguishing characters from regular troops.




SISTERS OF BATTLE

A Our Seraphim are painted the same as all our other Battle Sisters. With

e S rovevs: i lrce o1l oy s e SERAPHIM

B e pas of thess Sersptirs. he Seraphim are the elite shock
troops of the Orders Militant,

comprised of the most battle-hardened

and worthy of the Battle Sisters of

each Order.




4 In this Scenario a Relic has been stolen b
> enemies of the Imperium, and the Sisters
l E I a l Battle must recover it. '
> Armies are chosen from the appropriate Codg,
¢ army lists. The Adeptus Ministorum force my
tbe E l[ not contain any allies (news of th
Ecclesiarchy’s loss must not be allowed fy
A A & spread beyond the organisation).

T SN oo e e e Y

Deployment and Terrain set-up
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@ ceasionally an important symbel of the Ecclesiarchy will fall into the hands of the enemy. This blatant affront to the dignity of il
Emperor cannot be allowed to continue and the Ecclesiarchy must recover the stolen item at all costs.

Terrain set-up Deployment
Players should set up the terrain in any mutually agreed The two armies deploy as for a normal Warhammer 40,000
fashion. The terrain we have used above is simply what we battle (24" apart and 12" from the neutral table edges)

thought would make for a good battle, and 1sn’t ‘official’. according to therr strategy ratings.
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Victory conditions
AL the end of the battle, calculate victory points to see who
4% won. Use the victory points tables from Dark
Millennium 1o weork out the points for destroyed and broken
troops. Charaeters worth less than fifty. points are worth |
Victory point if they are killed in this Scenario.

| addition; the army with possession of the Relic gains an
iditional £5 victory points,
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| 4
> This Scenario is a reconnaissance
mission for the Adepta Sororitas,
] y tb B requiring them to push beyond the

front lines of the enemy.
Both players choose their armies from

' &N A"I any appropriate Codex list and neither
P a army may include allies...
& < ,VH PRy

Deployment and Terrain set-up
/l' = ,'i /

]

\

gg’ the farces of the Ecelesiarchy often form the first line of defence against attackers, it is extremely important that they discover the
&% extent of the threat they face. Deep strikes past the front lines of the enemy army help the Adeptus Ministorum commanders gather
information so that they may pass on this intelligence to Imperial Guard and Space Marine commanders when (or if... ) they arrive.

Terrain set-up Deployment |
Players should set up the terrain in any mutually agreed The two armies deploy as for a normal Warhammer 40,000
fashion. The terrain We have used above is simply what we battle (24" apart and 12" from the neutral table edges)

thought would make fora good battle. and isn’t “official’.

according to their strategy ratings.
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Victory conditions

the end of the battle, calculate victory points to see who

won. USe the wvictory points tables from Dark
fennium 1o work out the points for destroyed and broken
; . Characters worth less than fifty points are worth 1
victory pontaf they are Killed in this Scenario.

Mil

Wdinon, the Ecelesiarchy: gains a number of victory

s equal 10 the value of any squads exiting the opposite

able “ll'!:c fwhrked out using the Dark Millennium tables).
other uAmy sains | victory point for every unbroken

- With under 50% casualties it has in its own

Hoyment zone.;

———
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SISTERS OF BATTLE

THE IMPERIAL PRIESTHOOD

&Y Ithough the priesthood of the Adeptus Ministorum are not given the training that
g Battle Sisters receive, many Preachers, Confessors and Missionaries are none
the less accomplished warriors. They are quite able to defend themselves and the

|mperium from aliens and heretics.

<« Spiral patterns have been
painted over Kyrinov’s cassock
and the long black sash around
his neck. The pattern is the
same on both, but the colours
are direct opposites, so that on
the black sash the pattern is
picked out in gold, whilst on the
white cassock the pattern is a
pale, almost silvery grey. White
lines have also been added to
Kyrinov's Icon of Chiros and
the haft of his Mace of Valaan,
making both items appear to
be crafted from veiny stone
resembling marble or
malachite.

A There are millions of Preachers throughout the Imperium,
and the styles of dress they adopt, as well as the colours of
their garb. are numerous and diverse.

< This Missionary
Champion has benefited
from lots of detailed
painting on his book and
his tattered robes.

sater A Roe

dian - ‘mptor Kyrinov inspires a squad of Valhallan Ice Warriors to even greater heights of bravery in the face of the enemy.




Ceclesiarchy Comversions - By John Blanche

The Citadel Annual lists numerous miniatures which can

be converted into exciting Ecclesiarchy characters. Dark Angels
Space Marines, Necromunda Redemptionists, Warhammer
Wizards, or any kind of robed figured can be used to good effect. “’* i) T e

' Exorcizandls - High Lord of Lastrati, "

have been added.

Use Mephiston, Blood Angels Lord of Death Grails are from Apothecary Corbulo, using 8 = e
plasticine to create the fire. Replace Mephiston’s shoulder pads with plastic skeleton

< Alternative hand weapons from Warhammer or Necromunda models P i' |

¥ Brignadius The Pious. Y Altemative heads from 4
] Eldar Warlock, with added Warhammer or Necromunda 'i
B, _'"'"'*‘-\ Bretonrian models .
) Knight helm, Empire Standard,
. ae} an1d Liber Bubonicus from
Skaven Lord Skrolk Eldar

filed away, and foil punty seals

e

heads and add a Chaos plasma pistol and a Chaos Terminator power maul

» Equitius -
- Bishop of Metalfica
Use Ahriman the

- Chaos Sorcerer

Swap head for that of
a Bretonnian Knight
Erant Add grail arm
from Morgiana Le
Fay, a Chaos plasma
. pistol and a Chaos
banner pole. Shroud
is made from foil

® Heironymus Vulcanis.

Using Fabuus Bile, the head of an

> Tortus Bubonicus. Emprre Outrider, plasticing

Basic figure is 8 R ’(@ shoulder pads, tof purity

Necromunda . seals. plastic skeleton
* Redemptionist, with ; 4 skufls and a Space

added skufls and the R (A Wolves boit

small bell from a

Skaven Screaming

Bell Litany parchments

are cut irom foil,

» Guido Noctula - Priest General of
the Iron Brotherhood.
Made from ihe torse of a Space Marine
Chaplain, with the arms of an
Impenal Guard Sergeant and the
lower body of Ezekiel, the Dark -
Angels Grand Master of Libranans
The Impenal eagle has been filed
away trom the model's chest
Ezekiel's book. keys and
other paraphernalia are
very svocative of ihe
Ecclesiarchy

¥ Barbarosa Mallficarum - Confessor Absolutus.
Imporial Jade Wizard with plastic Chaos plasma pistol, Dark Angels and !
Chaos Terminator
]1 banner poles,
7 (‘ plastic skeleton
3 bones for refics and.

‘ S tin fol ltany papers
¢ ;f

S Necromunda Escher gang figures

" can easily be converted inio Battle
Sisters Here the hair has been filed
away from an Escher figure,
and a Chavs bolt pistol and
punty seals made from
foil have been

.

Emprre and Brefonn@n banners can be used as Adepta Soronitas baniers, A
- SRR H SRR HAAAARARAS
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ASSEMBLING
THE SHRINE

This page gives you all the instructions you need to assemble
your cardboard Ecclesiarchy Shrine. We should point out that
this Shrine can be used as a piece of terrain in just about any
game of Warhammer 40,000 you care to have (you could even
use it in your games of Warhammer as a chapel!) and isn’t
limited to playing the Defend the Shrine mission alone. With
that in mind, this Shrine can make an interesting focal point for
many different types of scenario, so why don’t you get your
thinking caps on and come up with your own games leading on
from the ones we have printed in this article.

You don’t have to go overboard when you make your Shrine
and it will be perfectly adequate for gaming with if you just
follow the instructions on the right, but if you fancy more of a
challenge then Andy has had some ideas for improving it...

Adding a base to your shrine to match the colour of your
gaming board can make all the difference. The base I have
given the shrine 15 made from card and panted gobiin
green and then flocked. This also gives the model more
strength and rigidity. The gargoyle
heads and pillars are made from
things I found in my bits box. The
gargoyles are simply plastic
Saurus  heads from  the
Warhammer boxed set, and the
pillars, well, I wasn’t sure where
the pillars came from, but Mark
tells me they are from
Man O'War!

3INO
JOVLS

@  ow
Py i
oy @ P
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Stage 1: Pop out 1,2 and 8 and glue together as shown to make the

Shrine’s walls.

Stage 2: Pop out all the rectangular card sections and fold along the

creases as shown. Carefully glue in the tabs to form boxes.

Stage 3: Pop out 4. Glue 5 to the top of 3 to form the Shrine’s steps. Glue

7 to the closed end of 8 to make the Sepulchre.

Further Assembly: Glue the steps to the front of the Shrine like in the

photograph. Giue 4 to the end of 2 to make a corner and glue 6 into the

corner. Glue the
Sepulchre between 9

and 1,running along 1.
Similarly, glue 10 so

that it runs along 2.



The best way to use the flamer template
is to carefully cut it out from the page
and glue it onto card to make it a bit
more sturdy. Any sort of card will do, a
corn flakes box, (or any other cereal
\  box), is perfect for the job.

e N

to make the TH E

Id along the o IMMOLATOR

s steps. Glue y The Immolator Flame Tank is
N v the standard battle tank of the

1e like in the . e .

ue 6 into the Adeptus So_rontas, anq it is unique to

ilue  the / their organisation. In addition to having

between 9 e troop carrying capacity, on account of

f'"?uzl‘i%g;é 7 being built around a standard Rhino chassis,

’ugs along 2. the Immolator gets its name from its special,

) turret mounted twin heavy flamer. This rather
. unusual weapon has been the downfall of many an
';! - invading force repelled by the efforts of the Ecclesiarchy.
It can be fired in two different ways giving different effects
on the battlefield. The enemy can either be targeted with a
| E tightly focused beam which uses a single heavy flamer
| ’ x 7 ' template and hits models underneath it twice, or as a wide
' spread hitting more models once, illustrated by the template

shown on this page.
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["AZEALAND STOCKIST

NEW ZEALAND $EOCKESTS

All of the following stores stock a range of Games Workshop
games and Citadel miniatures. If you have difficulty in
obtaining any partucular games or models then our Mail
Order service will be happy to help!

THIS MONTH OUR NEW
STOCKISTS ARE AT...

Toyworld

Shop 156 Manukau City Centre
Amersham Way entrance
Manukau City (09) 263 4175
Toyworld

Shop 56 Hunters Plaza
Great South Road
Papatoelog (09) 277 5925
Toyworld

245 Selwyn Streel

Timaru (03) 684 8540

Stockists marked in biue carry

a full range of Epic 40,000

Card Crazy
Shop 12 Downtown Plaza
Worley Place, Hamilton (07) 839 6930

City Toys & Nursery
Shop1, 68 Willis Street
Wellington (04) 473 0226

Conway’s Paper Plus & Toyworld
186 High Street
Rangiora (03) 313 7812

Frankton Models
72 Kent Street
Hamilton (07) 847 5292

Headquarters Hobbies
Centrepoint Mall
Blenheim (03) 578 1458
Heroes For Sale
11 Totara Avenue
New Lynn (09) 827 2870

Home Entertainment Centre
West Plaza

96 Grey Street

Tauranga (07) 578 6239
Imagination Books & Games
Phoenix Arcade

16 Bridge Street

Nelson (03) 548 9580

J & N Gifts &Hobbies

106 Main Street

Upper Hutt (04) 528 3456

Kohi Hobbies & Toys

Shop 1a Eastridge Shopping Centre
215 Kepa Road Mission Bay
Auckland (09) 528 4456

Kapiti Games & Models

Shop 218A Coastlands Shoppingtown
Paraparaumu, Raumati (04) 298 9025
Mark One

33 Dee Street

Invercargill (03) 218 4314

Mark One

225 High Street

Christchurch (03) 366 0771

Mark One

142 Heretaunga Street

East Hastings (06) 878 7987

Mark One

551 Victoria Street
Hamilton (07) 839 3728
Mark One

124 Dalton Street
Napier (06) 835 2328
Mark One

20 The Square
Palmerston North (06) 356 6779
Mark One

301 Tutanekia Street
Rotorua (07) 348 5899

Mark One

114 Devonport Road
Tauranga (07) 578 1895
Mark One

1 AMA Building

Cnr Lake Road & Como Street
Takapuna (09) 488 0744
Mark One

183 Victoria Avenue
Wanganui (06) 347 7391
Mind Games

635 Columbo Street
Christchurch (03) 365 5487
Mind Games

73 Princes Street
Dunedin (03) 474 1044
Mind Games

Mid City Centre
Wellington (04) 382 8978
Mind Games

469 Khyber Pass Road

New Market, Auckland (09) 522 1905

Newmarket Hobbies
19 Remuera Road

New Market, Auckland (09) 524 8369

One Stop Models
25 Vine Street
Whangarei (09) 438 8778

Outer Limits
145 Devon Street East
New Plymouth (06) 757 4655

Pendragon

Lvl 1 Country Wide Bank Centre
280 Queen Street

Auckland (09) 303 2321
Pendragon

Shop 2/16 Manners Street
Wellington (04) 801 9088
Pendragon Games

86 Saint Andrews Street
Dunedin (03) 477 5878
Sciascia Books & Souvenirs
198 Oxford Street

Levin (06) 368 6891

Toyworld

71 Clyde Road

Browns Bay

Auckland (09) 478 9464

Toyworld

The Mall

Pakuranga

Auckland (09) 576 7415

Toyworld
79 Mackay Street
Greymouth (03) 768 5758

Toyworld
225 High Street
Hawera (06) 278 4926

Toyworld

254 Trafalgar Street
Nelson (03) 548 0959
Toyworld

91 King Street
Pukekohe (09) 238 5853

Toyworld

Shop 20 Shore City
Takapuna (09) 486 3781
Toyworld

Broadway Stratford

Toranaki (06) 765 6687
Toyworld

Pacific Plaza )
Whangaparaoa (09) 424 4515
Vagabonds Novelties & Collectables
Shop 26, Takapuna Village
Takapuna (09) 478 0503




This price list contains fantastic new releases
and top selling box sets for New Zealand Games
Workshop fans.

EH BOXED GAME $179.95 — ==

MER MAGIC e _ WA R H A M M E

srkshop OF BLOOD (CAMPAIGN PACK) $49.95
ty in oL OF GORK (CAMPAIGN PACK) o e & @g@ @@
" Mail UDGE OF DRONG (CAMPAIGN PACK) $49.95

'ARHAMMER 40,000 BOXED GAME $179.95 _

BRETONNIANS DARK MILLENNIUM $89.95
'MEW! BRETONNIAN DUKE ON PEGASUS $69.95 NEW! CODEX SISTERS OF BATTLE $44.95
A\ LEONGOEUR, KING OF BRETONNIA (boxed set) _ $69.95 e Rl o
'BRETONN WMEN $19.95 CODEX ELDAR 44.95
‘Boxad st ( g:t:u?s 8 plastic Bretonnian Bowmen — YT :44'95
-Msat E;J;E 2R iglélt\fc Knights of the Realm i CODEX ORKS $44.95
gﬁTONNMN SORCERESS $16.95 CODEX SPACE WOLVES $44.95
mn BRETONNIAN SORCERESS $18.95 CODEX TYRANIDS $44.95
| REPANSE DE LYONESSE $20.95  CODEX ULTRAMARINES $44.95
; CODEX CHAOS $44.95
HIGH ELF WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES ~ $44.95
JEW! SWORDMASTERS OF HOETH $18.95
u!m_é\_\}ORDMWETiERS OF HOETH CHAMPION $14.95
| 14EW) SWCRDMASTERS OF HOETH COMMAND  $17.95
HIGH ELF ‘IRANOC CHARIOT (boxed set) $49.95
UNDEAD
MEW! MOUNTED WIGHT CHAMPION $14.95
' WEW! MOUNTED WIGHT STANDARD BEARER $14.95
MEW! MOUNTED WIGHT HORNBLOWER $14.95
MEW) ARMOURED SKELETON WARRIORS $18.95
WEW! ARMOURED SKELETON COMMAND $17.95
 MEWI MOUNTED WIGHTS $14.95
. INTED WIGHTS $59.95
) Boxed set contains 4 mounted Wights
ectables

————\WRHHAMMEP T—

i j = SISTERS OF BATTLE
IL L NEW! IMMOLATOR (boxed tank kit) $74.95

3Z M3IN S30ldd ANVIVaZ M3IN S3J14d Kl Al Eraw El

j NEW! BATTLE SISTER WITH HEAVY BOLTER $14.95
| EPIC 40,000 BOXED GAME $149.95 NEW! BATTLE SISTER WITH HEAVY FLAMER $14.95
| GREAT GARGANT (boxed sef) $54.95 NEW! BATTLE SISTER WITH MELTA-GUN $14.95
ORI GARGANT (boxed set) $49.95 NEW! BATTLE SISTER CANONESS $14.95
 WASLORD TITAN (boxed set) $54.95 NEW! SERAPHIM BATTLE SISTER $14.95 |
 FLOAR WAR HOST (boxed set) $19.95 NEW! SERAPHIM BATTLE SISTER WITH FLAMERS $14.95
 ORK BATTLEWAGONS (boxed set) $19.95 NEW! SERAPHIM SISTER SUPERIOR $14.95
| ORKMOB (boxed seti $19.95 NEW! IMPERIAL MISSIONARY $14.95
| SPACE MARINES BATTLE GROUP (boxed sef) $19.95 NEW! REDEMPTOR KYRINOV, ARCH-CONFESSOR $22.95
SPACE | SPACE MARINES TANKS (boxed set) $19.95 SISTERS OF BATTLE (boxed set) $59.95
'“'RAINHD SWARM (boxed set) $19.95 Boxed set contains 6 Sisters of Battle
Oﬂta&rr £ FORTRESSES $24.95 '
ORK lem ‘BOMMERZ $19.95
_ELDAR | FALCON GRAV TANK $19.95
ELDA& 'N'AVE SERPENTS $15.95
| SPACE MjﬁlNE ATTACK BIKE $19.95
 SPACE MARINE LAND SPEEDERS $19.95
Mlﬂ DOMINATRIX $26.95 -

TYRANID HIVE TyRANTS $19.95
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Paul Sawyer, Editor of the Citadel Journal, has been playing Orks in Epic battles for years. He Sayg:
the thing he loves most about Orks is their unpredictability. “You either win hands down or gél':
slapped all over the battlefield,” speaks the voice of experience. Paul’s core force consistg o

a huge detachment of Boarboyz, backed up with several smaller Kults of Speed ang lote

of Gretchin and Pulsa Rokkits. His detachment of Fighta-Bommerz destroyed three

of Jake Thornton’s nine Land Raiders in one deadly ground attack. He noy

calls them the “Lucky Sixes” because Land Raiders have an armour rating |

6+. As you can see, Paul prefers to design each of his detachments aroung a

specific purpose — this makes them easier to handle on the tabletop. 1
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WAAAGH! GRISHNAK - KULT OF SPEEL

ADRIAN WOCD

\ -

Adrian: Collecting and fighting with a

brand new army is really exciting. It has to

be said though that when | decided to collect

a small points value Epic Ork army 1 was a

little mystified where to start. Everyone |

talked to had good advice but it was Robin

Dews who suggested that | base my

detachments on my Warhammer 40,000 Ork army,
Waaagh! Grishnak.

This seemed like a great plan and | began to organise my

Waaagh into detachments, approximately 200 to 300 points strong.

These detachments were small enough to be manouverable but large

enough to take a pounding without being rendered useless in a fight. With

an Ork Warband representing the core of my foot troops led by Grishnak, | added

three Kults of Speed, two consisting of battlewagons and one with Warbikes and

Speed Freeks. In battle the force is dead shooty, able to blast the enemy to pieces from

~adistance, inflicting large casualties. The battlewagons make the horde hard enough to send
my opponent’s detachments retreating from the assault in tatters.

| decided to paint my army in a very dark moody style. The models were undercoated black, then drybrushed with Bottgun Metal. | then
built up the red armour first using Warlock Purple, then Crimson Gore, and Blood Red, varying the degree of colour from one modeito
another. | have also used this darker, moodier look on my new 40K Orks as well.
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Chris’ army is quite different in many
respectss. Unlike the other armies

we’ve looked at, Chris’ Ork

detachments don’t contain a lot of

conversions as

such, “Radio

aerials are

about as far as

I'll go really. The

Ork range of plastic
battlewagons has

such a diverse
assortment of close
combat weapons,

turrets, rollers and
battleclaws that there isn’t
any need to do any serious
conversion work. There is
already plenty of variety.”

However Chris has got a
number of converted

Rhinos in his force, although
once again these are simple
turret swops.

Fay

e s
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Firstly, my Waaagh!
Grishnak detachment
is the only warband in
the army, the rest are
Kults of Speed, full of
battlewagons and
warbikes. This is an
example of how you
can base your Epic
40,000 army on your
Warhammer 40,000
force, and even expand
it, as | have done. it contains six units of Shooty
Boyz, three units each of Boyz, Gretchin and
Nobzmobs as well as the legendary Grishnak

GREAT LOOKING ARMIES;

0 IDEA TO[PICK OUT THE

f
]

|

In  contrast to my
w.arband, Jonas’
Bigtooth detachment is a
Waaagh seriously tooled
up for close combat. It
includes single units of
Stormboyz, Nobz and
Kommandos with four
units of skarboyz. The
force is backed up by
three Dreadnoughts, two
Stompas and two

battlewaggns I Trul [P
: y this is a close
monster detachment at 385 points. SR

himself and is worth 217 points.

R

Unlike both mine and
XOna’s’ detachments,
B(r:dys ) Nazdreg’s

Mmmas is a multi-role
detachment, which is
the style he really
prefers. As well as
qudreg himself, seven
units of Nobz take care
of business in close
combat whilst five big
gunz and iwo Pylsa

Kommandos, Boyz,

Skarboyz, Stompas,

battlewagons  Nobz,

Stormboyz, Gretchin,

you name it, Chris will

build a truly huge
detachment out of it!
Chris prefers really big
500 point detachments
with a broad spread of
different troops in
them. This idea comes
from his complete Uliramarines chapter that
he’s made in Epic scale. “I'm so used to fighting
with complete companies that my Waaagh just
has to be as immense in size!”
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Below: And you thought you
were keen! These two eager
gamers were first in the door after
arriving at 2am, seven hours
before the opening time. No
wonder he can't hold his White
Dwarf the right way up!

Above: The calm exterior of the Ringwood Store,
seconds before the assault of the plundering hordes!
Below: Many frothing loonies cry out as a flock of killer
White Dwarfs swoops down from the skies.
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Above: Limitless enthusiasm and a great set of
lungs helped this frother lead his fellow
gamers in countless battle cries and keep
everyone entertained (deafened).

Below: Waaaaaaaaaaaaaaaaaagh!

Above: Some of the lucky prize winners
holding aloft their autographed lreasures: S|
Tim Livingstone (Wood Elves), A\

Peter Conversano (Ultramarines) and
Tom Frost (White Dwarf 207)
Below: Don't forget Games Night every
Friday Night and there are loads of other
events happening, so check out Ringwood!

CAR PARK

GAME
WORKSH:
Shop L44, Eastlands

Shopping Centre,
(03) 9876 0099
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GAME'S

AUSTRALIAN RETAIL

STORES

The huge range of Citadel miniatures and the
complete range of Games Workshop games are ail
available at our Australian stores. Each of our
stores is staffed by friendly gamers who will be
more than happy to chat about what’s new in the
hobby, play an introductory game with you, and
also show you how to paint and model your
miniatures. On late night shopping evenings we
have a special Games Night where you can come
along and join in a game of Warhammer 40,000,
Warhammer or Epic 40,000.

AUSTRALIAN CAPITAL
TERRITORY

BELCONNEN: Shop 128A
Westfield Shoppingtown
Belconnen ACT 2617
Phone: (06) 253 4747

NEW SOUTH WALES

CHATSWOOD: Shop 447A
Westfield Shoppingtown
Chatswood NSW 2067
Phone: (02) 9415 3968

CASTLE HILL: Shop 495
Castle Towers
Castle Hill NSW 2154
Phone: (02) 9899 8188

MIRANDA: Shop 1048a
Westfield Shoppingtown
Miranda NSW 2228
Phone: (02) 9526 1966

NEWCASTLE: 197 Hunter Street
Newcastle NSW 2300
Phone: (049) 262 311

SYDNEY: Shop GO5
City Centre Mall
(Pitt Street entrance) Market Street
Sydney NSW 2000
Phone: (02) 9267 6020

SOUTH AUSTRALIA

ADELAIDE: Shop 25
Citi Centre Arcade
145 Rundle Mall
Adelaide SA 5000

Phone: (08) 8232 7611

VICTORIA

_GREENSBOROUGH:
Shop 3.19, Level 3
\, Greensborough Plaza
Greensborough VIC 3088

MELBOURNE: Shop G5/6
Centrepoint Mall
283-297 Bourke Street
Melbourne VIC 3000
Phone: (03) 9654 7700

RINGWOOD: Shop L44
Eastlands Shopping Centre
Ringwood VIC 3134
Phone: (03) 9876 0099
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Hi! Robin Dews
here again with some
more crazy terrain ideas.
This time I've made... /

' 64 square feet of
¢ terrain for under
l-orty Pounds!

lmposs:ble
I hear you cry?
Well, just read on
and I'll tell you how £
P you can do it ‘




More madness!

| explained how the release of the

develop the terrain project a little
further.

looks fantastic, for most people it
set-Up games roem or are a me

storage space. | now store all

pt to

g altem
miera in & desP of
o cal

rselessty for 1!

B in pose I , home, | have a room that | use for fighting battles
an and F*Ubrg sla ing 8 98M° -

Epic 40,000 game had inspired me to
create a new set of modular terrain boards
over which to fight my battles. Lots ot yoy
have written in o say how much you
enjoved the article (thanks in particular
to Matthew Prentice) and so | decided tg

Although the fully modelled tarrair:

simply too difficult to store uniess
have access to a large garage, =

of a games club or wargaming
that meets regularly in a hall win

“Ash Waste" terrain at the Des g

Studie, which is fine if you hav
Design Studio available, but mos!
the time | also have to work within
the confines of the available space. /

couple of issues of White Dwarf bac

W

/ou
ully
noer
oup

hey 3 y but it also has to double up as a painting area as well as providing

took like t storage for my ever growing collection of games and books. [ therefore wanted t

make myself some new terrain that | could store flat, (under a bed, up against a wall, or tuckec

behind a wardrobe), that would provide me with a good variety of set-ups and be relatively straight forward and
cheap to build. Very few people have an unlimited budget for their hobby and given the choice, many people wo!

ld

prefer to spend their hard earned cash on additional modsls for their armies rather than shelling out time, money and
effort on making terrain. However | am a bit of a terrain nut and for me, the look of a nicely modelled landscape does

truly bring the battle to life.

With all this in mind, | therefore set out with the triple aims of building a brand new gaming set-up that would provide

me with a minimum of 32 square feet of playing area (the equivalent ¢f an 8'x4' table top), that could be easily <
away behind a bed or wardrobe) and would cost less than £40 (US$60).

| decided from the outset that | wanted to make the terrain modular and construct it out of four 2'x4' boards. This
approach would instantly solve the problem of storage, as it is much easier to find the space to keep four 2'x4'
of timber than a single 8'x4' board. Because | wanted to stack the boards fiat on top of each other | had to rule
constructing any terrain features other than roads and rivers onto the boards. All of the hills, woods and buildin:
would have to be modelled separately and placed on top of the boards each time | played a game. | didn’t minc
too much as it would also provide me with more variety in my set-ups.

I'm currently playing loads of Epic games and really like the way in which ths ruies for moving on roads provide ar

important additional tactical element to the game. They also reinforce the scale of Epic battles by linking differe
parts of the battlefield together and providing points of interest for the placement of objectives. As anyone who
ever read any material on historical wars and campaigns will know, baitles are rarely, if ever, fought on an oper
Occasionally, particularly in ancient battles, opposing armies would engage each other simply for the purpose
forcing a decisive encounter, but most of the time armies meet and fight because of the need to capture and h:
other kinds of objectives, for example, river crossings, road junctions or for the possession of important towns -
cities (however this is an aside to which | will return in a future article).

The plan therefore was to create four 2'x4' terrain boards, that were marked out with rivers and roads that wo!
link together in a ‘realistic’ way whichever way the boards were placed. With all this in mind | headed off dowr
local DIY store to see what | could find.

As | wanted the boards to be stackable, they would need to be tough which pretty much ruled out polystyrene =
material - it's simply too fragile. | therefore decided to buy 4 sheets of 2'x4' chipboard ( approximately 1/2" or
thick) at the cost of £1.25 (US$2.00) as my base material. Chipboard is a compressed composite of woaod sha
and glue which is both tough and cheap. If you are using long lengths of it (more than about 8') it will general
battons screwed underneath to support it, but for our 2'x4' sheets this is simply not necessary, Aimost all DI
hardware stores sell this type of material. Most often they supply it in 8'x4' sheets, but will usually be more th
happy to cut it down into 4 2'x4' sheets for you before you leave the store.

red

ill
y




The trick with il
roads on modular terrain
is of course getting them

. LRSIV S0 to match up with the rest
ranted this to be a more classical "gree of the boards. In my original
axt 1 ~aE afore was a3 o article in White Dwarf 209,
AT B S5t 5 | explained how to do this but
T 3 = I thought it would be
HXef. md € OU Ce Co3€ 4 worthwhile going over
de range d the n for vo the basics once again...
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Lets get going...

reshly back from the DIY
1 store, | now have four 2%
sheets of chipboard, green
paint, PVA glue, some packeis
of flock and a couple of pois
of Citadel paint.

aving . f
2 | Mead
through Robin's -~

hastily typed

instructions, Steve sets out lo prove

that it really can be donel He staris by

covering his tabletop with newspaper and then

getting down to work with his paintbrush and the tin

of green paint. All four boards were painted in this way
and then left to dry. He then flipped them over and
painted the other sides lo produce a massive 64 square.
feet of playing areal

close up of Steve’s brush in action... Go
3 man go!

efore you get started, give some thouaht
4 to what colour you want to paint your
boards. Although Steve painted his terrain
green, you may prefer to paint them grey,
brown, pink or any other colour (we!l maybe not pinkl)
adepending upon whether you are playing
Warhammer, Warhammer 40,000 or Epic and what
kind of terrain your batties will be fought over. You
could also ehoose to paint the two sides different
ey colours fo represent different landscapes. Its entirely
|~ tp to you!

inally; when all of the boards were thorotghly dry, Steve |
5 began to paint on the rcads and rivers. When | made
my set of boards, I first cut out some 2°x4" paper
rectangles and pencilled a network of roads and rivers
onto them. Once I'd arrived at a sensible plan and was sure that
everything joined together even when rotated, | used them as a
guide to work from when | painted onfo the boards.

s ey .
f—iew——SH). W

Not all of your roads have fo extend
all of the way across the board. The
only imporiant thing to remember is
that they should enter and leave at
the same six fixed points. As soon as
you start putting your boards togsther
you'll find that roads that just stop
after 2 or 3 inches are very useful as
the focus point for a set of bulldings,
an abandoned mine, or other terrain.




H ere Steve is painting on a river. All of the same

"} lprinciples apply as to the roads etc. make. sure

A {heyenter and leave the boards at identical points, but
twist and turn as much as you like within the boards.

how he hasn’t taken the road all the way up to the river.
¥s you to later place a bridge model'over the crossing,

: lt as a ford. You can even pl'ice a bndge and men b.'ow

N ow that you've finished painting on the roads
and rivers, its time to get sticky!

You'll find that your work has created a series of

il areas on each board that are bounded by the roads

ers. Thin down your PVA glue with water until it has the

teney of milk and then brush it aver one of these areas.
tely pour on a generous amount of

fand put it aside to

jlyou work

. find that by the
aLi've worked on the

Lone. the first is ready for

r area. Don't rush this. Be
nd take your lime. As each
rigs, pour the flock back into a
Lox ready for the next section.

uld of course instead of flock, use sand,
st or any other fine material to surface your

@ids or not do this stage at all. It's your choice!




Building it all up...

f course, making the terrain boards is only half the story. There are three other scenic items that no

seli-respecting wargamer should be without and these are buildings, hills and woods. In the photos of my terr-i

boards, you'll see that I've also modelled up the buildings from the Epic 40,000 game and created some wooded
sections and hills that | painted and flocked in the same way as the game boards so that they would fit in with the
overall look of the landscape. This was very easy to do and so here we go again in eight simple stages.

card for four simple reasons. First of all, it looks good as you can mode!
the base with sand and gravel to create the effect of rubble. Secondly, it
makes the pieces more robust and less likely to get damaged. Thirdly, by
adding in bits of road and flocking the edges they tie more closely in with

on the terrain piece, then it gets the benefit of any cover conferred by that
L\ | terrain. Having the woods and buildings mounted on card makes this very
| 5. clear and avoids the “Those infantry aren't in the woods!” type of argume:

bat. This was so that

the same brown paint as the
roads and it would blend in
nicely. | also sliced the edges

he next job wasto |- -
2 begin to build up the |~
ruins. [ wanted to create | 1~

Stanley knife. This provides =

s iackofa ruinod i o nicely bevelled edge so that 1
faness O Ldeh P eca and ' base will blend in well with the
simply glued the plastic surface of the terrain boards
buildings from the Epic 40,000 _
game in place with PVA. You \\ =
can order more ruins from Mail '

Order if you want. 3 he third stage
was to brush
PVA mixed with
water around the edges «
the ruins and then pour
some rough sand o represen!
fallen rubble and masonry, Leave

this to settle for a few minutes an

- : e the model to dry:
4 Once evmfb‘rfng is dry and ko Note: Once the glue has dried, you mus
settled, simply spray the paint over the rubble again with a further coat
whole base with Black

PVA mixed with water and a drop of washing up liquici
(washing up liquid breaks the surface tension and allows the glue/wate:
mix to flow around the grains of sand) in order to seal the surface. If yo.
don't do this, then as soon as you start to drybrush your model, the sz,
will begin to come offf Once you've finished, leave the model to dry

overnight.
NS U e o

undercoat and then drybrush
first with Shadow Grey followed by a
final hightight of Skull White. Use a big
soft brush and build up the highlights
slowly, taking your time.

Idecided to base the buildings from my Epic 40,000 game onto pieces of si

\ _ ZI\ rest of the terrain. Finally, | like to play a house rule that says if your mode
) T
\

First ofall, | cut oui 2
piece of card in the
shape of a table tenn:

could |ater paint the ‘handle’ vi

my card at an angle with a st

then pour off the excess and leav:

' 4 25

]



Tain

of
" O

1

Snakebite Leather/Vermin

5

d pouring on the flock.

To finish off the piéces, | painted the road in the same

| roads on the main terrain boards and then flocked around the
adges by painting them with PVA

Fur combination I'd used for the

of chap, | like to make my own! | used a

tin the same Cactus Green as the rest of the terrain and then once again
decent hill shape with a sharp knife, but do take care. Always cut away from yourself and work on several thicknesses

possible.

And woody
- _00"-

' ¥ now you

7 should pretty
much be getting
the hang of this
approach and so knocking
Up = few woods? — It's

Its getting very hilly in here...

6 H ills were the next thing and dead easy they were
too. You can of course simply go along to a Games

Workshop store and buy a few, but being a creative sort

‘hot wire' polystyrene cutter to form the basic shape of the hill before painting

flocking it with PVA. You can hack out a

of paper. Cutting polystyrene with a knife also makes a horrible mess so | would advise working out of doors if

How to make a hill in four easy

stages...

1. (Left) Cut out shape with hot
wire cutter.

2. (Below) Paint your hill green.

3. (Right) Brush the newly
greened hill all over with PVA
glue.

4. (Below right) Flock it!

------

BRHOLSTERED

FURNITLIRE

easy mate!

" nce again, | cut out a rough shap

some great litile miniature trees

tha you can buy from model railway and hobby stores. It consists
and then dyed green and looks great as miniature trees. Once the paint
scissors so that it had a roughly fiat edge and then glued the material do

but for Epic scale games | prefer the

& In card and then painted it green (Cactus Green of coursel). Citadel make

look of lichen. This is a modeliing material

of an actual organic lichen that has been picked
was dry, | cut the lichen with a2 pair of
wn to the board with PVA. Repeat this as

many times as
you like until you

| buildupa
credible [ooking
wood and then
leave it to dry.
You can then
finish off by
flocking the
whole base and
bingo! You have
an Epic wood.




=]

Well
that’s about it...
Adrian is standing
over my shoulder saying
“When are you going to
s finish this article then?”
So I'd better
end here!

|hope that this has shown you a cheerful and entertaining approach to making

gaming terrain, because |t really is both easy and a lot of fun. Of course when we

did the article, we had to go back and re-make some of the pieces so that we could

pholegraph them being built stage-by-stage, but everything was built as you see it

witi1 only the listed materials and no special technigues or tricks. b o

The terrain you see above, is now being used by me almost every week and |'ve
fought some great battles over it (in fact Andy Chambers is coming round tomorrow
night to seek his revenge for my defeat of his Orks last month!). As | said in the
intro, all of the pieces are also all double sided, so that | can {lip them over and
create even more variations and my next project is to see if | can use a jigsaw to
cut shapes out of sheets of chipboard to create some wide valleys... I'll let you
know how it goes!
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THIS MONTH OUR

NEW STOCKISTS
ARE AT...

pundaberg Bundaberg Hobby

Charlestown The Games Shop NSW

Dee Why

Innistall

Leomgatha

Melbourne
Mt Gravatt
St. George

\Wangaratia

Centre QLD
(071) 527 286

(049) 478 848
Spectre Bark
Games NSW

(02) 9971 6097

Melicks Toyworld QLD

(070) 612 477
Hawley's His

&

Hers Hobbies VIC
(03) 5662 4448
Dendy Games VIC
(03) 9591 0422

Gabba Hobbies QLD

(07) 3844 7735

Golders Toyworld QLD

{076) 253 323
Toy Kingdom

vic

(03) 5722 2362

AUSTRALIAN STOCKISTS

All of the following stores stock a range of Games Workshop
games and Citadel miniatures. If you have difficulty
in obtaining any particular games or models then
our Mail Order service will be happy to help!

NVITVdLlSNY
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\ISRALIAN RETAIL STOCKISTS AUSTRALIAN RETA|E STOCKISTS‘

AUSTRALIA

Stockists marked in blue carry
a full range of Epic 40,000

Lismore Toy Kingdom (066) 213 473
Lithgow Toyworld (063) 513 872
Liverpool Phantom Zone
(02) 9601 2622
Maclean Maclean’s Cards Are Us
(066) 453 866
Macksville ~ Toyworld (065) 681 594
Maitland Toyworld (049) 335 034
Merrylands  Angus & Robertson
(02) 9637 6430
Mona Vale  Toyworld (02) 9997 1915
Mudgee Express Hobbies
(063) 723 779
Newcastle  Frontline Hobbies
(049) 291 140
Nowra Uncle Pete's Toys
(044) 210 962
Orange Parkers Toy Kingdom
(063) 621 486
Parramatta  Tin Soldier (02) 9689 3522
Penrith Tin Soldier {(047) 314 623

Port Maquarie Port World of Models
(065) 841 223

Port Macquarie

Toyworld (065) 840 322

Toy Barn (045) 781 264

Riverstone Stationery,

Hobby and Music

(02) 9838 1108

Richmond
Riverstone

Sydney Atlantis Gaming
(02) 9264 5615
Sydney Games Paradise
(02) 9267 2069
Sydney Tin Soldier (02) 9231 5668
Taree Mal’s Toy Shop
(065) 513 613
Taree Toyworld
(065) 522 697
Toronto Toyworld (049) 593 584

Tweed Heads Toyworld (075) 524 5090

Ulladulla Toyworld (044) 552 764
Wagga Logical Choice Games
(069) 215 505
Wallacia Feelin’ Crafty (047)739 194
Windsor Hawkesbury Toyworld
(045) 773 234
Wollongong Tin Soldier (042) 294 534
Woonona Toys Ahoy (042) 837 747
NORTHERN TERRITORY
Casuarina  Comics NT (08) 8945 5655
Casuarina Enchanted Worlds
(08) 8945 5544
Nhulunbuy  Nhulunbuy Newsagency
(08) 8987 3088
Palmerston Comics NT
(08) 8932 7614
Palmerston Enchanted Worlds

(08) 8932 4211

QUEENSLAND

Aitkenvale

Aspley
Boonah

Brisbane
Brisbane
Brisbane
Brisbane
Brisbane
Brisbane

Broadbeach

Bundaberg
Caboolture
Cairns

Cairns:
Capalaba

Capella
Carindale
Dalby
Emerald
Gladstone
Gympie
Hervey Bay
Ipswich
Mackay

Maryborough
Mt Isa

Nambour
Noosa

Games Exchange

(077) 254 661

Hobbyrama (07) 3263 8122
The Emperor’sLegions
(07) 5463 0256

Ace Comics & Games
(07) 3229 5197

Daily Planet (07) 3221 8064

Comiics Etc (07) 3229 4446

Nothing But Games

(07) 3847 4999

Mr Toys Toyworld

(07) 3221 1344

Napoleons Military

Bookshop (07) 3229 1903

Gameatron

(075) 5381 711

Toyworld (071) 512 326

Toyworld (074) 957 100

Cairns Hobby Centre

(070) 512 676

Toyworld (070) 314 265

The Music Shop

(07) 3245 2799

Here Be Dragons

(079) 849 447

Toyworld (07) 3398 2360

Toyworld (076) 622 656

Toyworld (079) 824 477

Gladstone Toyworld

(079) 724405

Gympie Toyworld

(074) 821393

Toy Kingdom

(071) 245 644

CdJ Vogler & Son

(07) 3281 1440

Games Room

(079) 578 055

Toyworld (071) 224 411

P+R Electrical Servicing

(077) 433 354

Toy Kingdom (07) 5441 1669

Toyworld (07) 4741 511

North Rockhampton

Nundah
Pialba

Redcliffe

Robina

Toyworld (079) 213 121
Critical Hit (07) 3256 7560
Hervey Bay Toyworld
(071) 245 945

Toyworld QLD

(073) 284 2981
Toyworld (07) 5578 7588

Rockhampton Capricorn Modethouse

Roma
Salisbury

Sarina

Southport

(079) 221 507

Toyworld (076) 221 084
Wargames Warehouse
(07) 3216 6499

Sarina Hobbies & Books
(079) 431 438

Toyworld (07) 5591 6255
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springwood  Mr Toys (07) 3208 9750 TASMANIA v m
2:3':’:’9""6 'Il;oyworldlé076) 812043 Burnie Toyworld (03) 6431 7244
rathpine ragons Keep q
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Toombul  Toyworld (07) 3260 5666 Hob Let e Moonee Ponds —
Toowoomba Toyworld (076) 391 705 obart et’s Play Games Emanuels Toyworld F
(03) 6234 2530 (03) 9370 3206
Toowoomba Mack Campbells . . .
(076) 382 030 Launceston Birchalls (003) 313 011 Moorabbin  Military Simulations
.y Townsvile  Fun and Games Launceston  Legends (003) 347 373 - (ellea g m
146 (077) 716 473 Mornington  The Ple_d Piper Toys
Townsvile  Toyworld (077) 790 277 VICTORIA haSE —
Warwick Toyworld (076) 611 144 Altona Gate Toy Kingdom (03) 9315 1402 Se
: ) ymour Toyworld (03) 5792 3122
Woodridge Swap Cardz QLD Bairnsdale  Toy Kingdom (051) 526 506
(07) 3208 3355 Baimsdal T id v Shepparton  Toyworld (03) 5831 2835
B::Irzrsata N M‘;‘:‘:‘("gne(((z)sfg) 532238::'3)2 Traralgon  Toy Kingdom (051) 741 817 n
23 Traraigon Toyworld (051) 742 088
SOUTH AUSTRALIA Ballarat Toy Kingdom (035) 331 1483 Wamifna Sth Gayn:;s wf,r,d) x
Adelaide  Military Hobbies Belgrave  Toyworld (03) 9752 5200 (03) 9887 3262 .
(08) 8231 4772 Benalla Londons Toyworld Warragul Toy Kingdom
Adelaide  Tactics (08) 212 5977 , (035) 762 2272 ) (056) 231 746 m
Blair Athol  Hobby Habitat Bendigo Bendigo Sports and Hobbies  werripes Futuristic Games q
(08) 8349 6242 , (054) 435 086 (03) 9742 4493
Elizabeth  Toyworld (08) 8287 0900 Boronia Franks Toy Shop Wonthaggi  Toy Kingdom (056) 723 767 m
Inglefarm Dragon’s Bane . (03) 9720_ 3340
(08) 264 8519 Box Hill Metropolitan Model & WESTERN AUSTRALIA
Hobby Centre (03) 9
Inglefarm  Toyworld (08) 264 5650 Box Hil M‘.’ d‘é en reo(a Leggﬂ 11;;4 Albany Toyworld (098) 422 122
Kadina Toy Kingdom (088) 821 3171 e ind Games (03) Belmont Games World (09) 479 4707
— ) Castlemaine Toy Kingdom (054) 705 368
) Millicent Toy Kingdom (08) 733 3500 T
Chadstone ~ Games World (03) 9568 8002~ boulder  The Hobby Shop
Morphett Vale Model Mania (08) 8382 4957 o ne Ra es World (03) (090) 933 536 :
Morphett Vale The Wargamers Supply Line hewton anters (054) 706 220 Booragoon Games World (09) 316 0330
(08) 8382 6722 rovden Mincl= oagiors Bunbu Youngs Booksho
; o 03) 9723 2293 ry g P
Mount Gambier Keegan Miniatures Dand g World (097) 215 004
] (087) 239 444 andenong  Games World (03) 9793 9955 Cannington Games World (09) 351 8426 4
Port Lincoln  Toy Kingdom (08) 682 1658 Dandenong  The Hobbyman
(03) 9794 5999 Claremont  Claremont Toyworld
Port Lincoln  Toyworld (08) 8682 4450 (09) 385 1220
Pt Noarlunga Hippety Hop (08) 8327 1399 Doncaster Game.s Shop (03) 9848 9180 Esperance  Toyworld (090) 712 504 >
Salisbury Card Arena (08) 8281 9515 Echuca Toy Kingdom (03) 54582 2172 Fremantle  Intergalactic Trading Zone
Ech Toyworld (054) 802 913 b i
Salisbury  Mark One (08) 8285 5300 chuca oyworld (054) (09) 430 6817 -
Stirling Oak Plaza Newsagent and Eltham 1:oyworld (03) 9439 9162 Fremantle  Toyworld (09) 335 3396 -
Toys (08) 8339 2699 Frankston ~ Mind Games ((_)3_) 9783 8054 Geraldton  Xcaliber Games
Whyalla Steve’s Hobby & Model Frankston  Models and Miniatures (099) 645 995 >
| Supplies (086) 441 488 (03) 9783 8993 Geraldton Town Towers Toys
Geelong Mind Games (052) 222 133 (099) 645 446 z
1669 Geelong West Tates Toy Kingdom Joondalup  Games World (09) 300 3503
Gladstone Parl((052) 224 201 Kalgoorlie Games World (090) 917 475 w
Wonderiand Video Games Ealgoohe 1(;oyworl‘7v (OIQ:) 0291 2231111 59
o Paradise (03) 9330 0013 arinyup ames World (09) m
Greensborough Katanning Toyworld (098) 212 141
Games World (03) 9434 7733 Mandurah Games World (09) 535 3528 q
Horsham  Toy Kingdom (053) 811 923 Mandurah :\gg;\gg;a;;zyworld >
Hamilton Milton Thomas T
(055) 725 orons s Toytown Morley Games World (09) 375 3751 | ]
Kew East Hobbycraft (03) 9817 3241 Narrogin Toyworld (098) 812 162 F
Kyneton Toyworld (054) 221 925 Northam Northam Toyworld
(096) 221 630
Lakes Entrance 204 1000 |
Toy Kingdom (051) 551854  Perth GamesWoni(eo W
Malvem  Mind Games (03) 9500 3174  Perth Taclics (00) Lo el -
; Melboune ~ Mind Games (03) 9663 4603  Rockingham Games World (09) 592 5442 .
Melbourne  Dungeon of Magic Subiaco Toyworld (09) 388 1575 °
(03) 9650 5815 i Whitfords Toyworld (09) 402 5044
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Welcome to the second
part of our summer
campaign feature, Refurn
to Thorskinson's Island!
Last month we kicked off
with a summary of the
rules for fighting the
campaign and the first
round objectives. This
month we draw the first
round games to a close, and
in the Chronicle we set out
the objectives for the
second round.

By Rick Priestley

ISLAND "*"*

FUNNY GOINGS ON

As you will doubtlessly recall, the first round divided the
players into three groups — namely Goldstrike on Black
Thunder Mountain, Exploration Inland, and Search for
Ancient Ruins. My players dutifully signed up for the
various groups. This proved entertaining in itself, with
everyone trying to avoid being in the same group as the
daemon Italian Warhammer players David Costa and
Alessio Cavatore! As it turned out David plumbed for the
Goldstrike and managed to win every game he played...!

WORKING OUT RESULTS

I asked my players to keep track of the games they fought,
whether they won, lost or drew, and who they played. The
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Dark EIf hordes Vdid
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Daemonic legions
anding at East
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for this Old
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first round was drawn to a close at a convenient moment
and 1 calculated who had won each group by awarding
points as follows:

A win —3 points for the first victory against a player this round.
A second win against the same player — 1 point.
’ A third or subsequent win against the same player — 1/2 point.

A draw — 1 point if you haven’t already scored points off
that player this round, otherwise nothing.

Defeat — nothing.
PLAY OFFS

I then arranged for the two highest scoring players in each
group to play off for a special territory. These games
involved a few special rules as described below, with the
winner earning the unique territory for that group.

In the case of my first group, Goldstrike on Black
Thunder Mountain, there was only one player who

1the
Yack managed to score points... namely the ferocious David
Costa. This is a tribute to David, who bravely fought

1 for
'{he against and defeated every contender in his group!

Sadly, none of his rivals managed to get it together to

;w tlht}; fight anyone else, so no other players scored amy

and points. I therefore decided to award David the special

I the territory straight-out, without a play off. This was the

. Black Thunder Mountain Gold Mine described on the
following page.

In the case of the other groups there were clear pairs

aght, of contenders for the prize territory. In the second

The group, assistant games developer Iain Compton and

WARHAMM

points. However, I've included the full play off rules for the
territory for the benefit of players following the campaign.

ON WITH THE SECOND ROUND

Players who need to take part in play offs should preferably
complete these before proceeding to the second round.
Otherwise all players are now free to take part in round two
of the campaign! If new players wish to join in they can do
$0 now or at any stage simply by generating three territories
as described in last month’s issue.

In the second round the players have two options, either to
pursue the inland routes to the island’s centre or explore the
ominously named Phantom Gorge. These are covered in
this month’s Island Chronicle.

L0
(™"

figure painter Rich Baker outshone their rivals, whilst
in the third group design manager Alan Merrett and
“scan man” Owen Crisp finished well ahead of the rest
of the field.

Of course, it’s not impossible to find several players on
level pegging, in which case I'd have favoured players
fighting more games over those fighting fewer games —a
system I prefer as it means that even losing a game can
actually do you some good.

ARRANGING THE PLAY OFFS

The play off games were arranged as follows. In the case of
the Black Thunder Mountain Goldmine 1 awarded the

territory to David Costa as none of his rivals scored any
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GROUP 1 -
Goldstrike!

As rival armies clash in the region
of Black Thunder Mountain, two
contenders emerge as claimants
for its lordship. The two players
who scored highest in their first
round games must play each
other to decide who claims the
territory, together with its rich
seam of gold. Set up a game in
the rocky region around Black
Thunder Mountain. Use at Icast
three hills and add D6 extra hills
to represent the hilly uplands
around the mountain. Do not use
any other scenery. Otherwise the
game is a pitched battle as
described in the Warhammer
Battle Book. No territory is
staked in this game — whoever
wins automatically  takes
possession of the Black Thunder Mountain Mine.

Black Thunder Mountain Mine — The income from the
mine allows the owning player to include 1 magic item
worth up to 100 points in his army in a comparable way to
Trade Routes, Silver Mines and Gold Mines. In addition,
each time you play a game in the future roll a D6 after you
have fought. On the roll of a 6 you have struck more gold
(hurrah!) and can add 1 extra magic item worth up to 100
points. The Black Thunder Mountain Mine can therefore
entitle you to include 1, 2, 3 or even more magic items —
the more games you play the greater will be its potential.
However, you can never be entitled to more than 6
magic items. Once you have 6 items the mine
automatically runs out after your next game, and the
territory must then be discarded.

GROUP 2 - Storms Subside

The top two armies make it through to the upland pia

. ) .
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GROUP 3 - Ancient Ruins

Two rival armies confront each other over the ancient

ruins of an Old Slann Temple. The two top players in the

group must fight a battle to establish who will control

the Old Slann Temple. Set up the game with a large area
of ruins in the centre and D6 woods to be placed within
12" of the table edge (this represents a jungle clearing
with the temple in the middle). Otherwise the game 1s a
pitched battle as described in the Warhammer Battle
Book. No territory is staked in this game — the winner
takes possession of the Old Slann Temple.

WARHAMMEP. |
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Special Rule - place a sacrificial altar or
something similar in the exact dead centre of the
tabletop (you can just use 2 large stone to
represent the altar if you don't have a suitable
piece of terrain). This represents the focal point
of the temple’s power. Any wizard model within
3" of the this point at the start of his turn rolls a
D6 and takes that many power cards — these are
a bonus and are added to the player’s hand that
turn. In addition, a wizard who is within 3" of
the altar and also the closest wizard to it at the
end of the game may take | extra Winds of
Magic card in all subsequent games until such
time as he is slain or until the territory

changes hands. Durin
e : g each magic phas ,
de?llltfevx::dsaOf Mag1g Fards as norfnal, E:i::gf;
o usabiar one additional card. Note that this
gand | availaglonly by the wizard in question, and
cloh Runese tgl any other wizards in the a’tmy.
Eo purposénu S are counted as wizards for
5 S€S. as are units of daemonic troo
can normally cast spells i

old

hiddgxlla:;:; Temple — The temple is a source of
include upg:c‘,: >5T:1§ player who controls it can
50 points, in his anf:l}'/: items, each worth up to

WD63
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Being a veport of the rumours and Disicoberies made upst the \gtand, conpiled for the Benefit of abvenfurous lords i theiv seatch for
foealth, sorrerous Debites, any wotldly potoec. Price one ghilling.

There are two different
reports currently
circulating. One 18 the
discovery of a mysterious
gorge, the other a more
general report of jungle
trails revealed following
recent storms. Each player
may choose t0 investigate
one report this month.

Report 1 - Phantom
Gorge! It 1s rumoured
that Dwarf adventurets
have uncovered 2 secret

| gotge. a massive cleft

deep 1n the bed-rock of

o Thorskinson's Island. The

gorge 1s said {0 be haunted

. by soul-sucking monsters,

" but that is just the sort of

thing gold-greedy Dwarfs
would say 1sn't it! The
word is that the goIge 15

_ nothing less than the
- gateway

to the fabled
ruined Lizardman city of
Xhezeuotzit. Players
brave enough to do so can
search for the Phantom
Gorge-

Report 2 - Jungle Trails.
Recent  storms have
revealed numerous trails

e =

into the jungle.
Anyone can
explore these
trails inland
towards the
volcanic plateau.

Each player can
choose to pursue
cither one of these
reports by
informing  the
Controller that he
wishes to do so.
Any players who
pursue the same
report can fight
each other over
the course of the
month, playing as
many battles as
they wish agamst the same
or different opponents
This  tepresents the
competing armies
clashing as they 1ace
towards their objective.
Territories are staked and
won for each battle as
described n the
Warhammer Battle Book.
Players must keep track of
how many games they
win  against which
opponents, as the player
who wins the most battles
for each report will gain a
gpecial  territory, or
uncover a unpique reward,
or learn something 10 his
future  advantage  as
described in the next
Island Chronicle-

CONTROLLERS’
NOTES

These notes are mtended
as a gwde for the
Campaign Controller but
it does not matter if
players read them. .. they
are not secret as such' See
last month’s notes for

general comments
regarding the pumber of
players in the campaign,
how to tailor the
objectives to suit the size
of your own ganung
group, special characters,
and coping with allies.

Overall Winners

Within each objective
group, the player who
wins the most games
overall 1s deemed the
victor. Points will be
awarded in the manner
described for the first
round results. The effect
this has on the progress of
the campaign Wwill be
revealed n the next Istand
Chronicle.

Number of Territories
The total pumber of

territories a player can
hold is limited to 12
territories — but the

controller can make this
more ot less as you please
The general rule is that the
more territories you allow
the greater the difference
between the best and

worst armies, and the
parder it is for players to
join in as the campalgn
Progresses.

Fighting Battles

Players are free 1© decide
for themselves which of
the Batfle Scenarios from
the Warharomet Battles
Book to fight. Players
usually opt for the straight
Pitched Battle m my
€Xperience. but that’s
entirely up to them at this
stage.

Elites and Veterans

Remember, all the elite
and veteran rules in
Warhammer apply SO
players must keep track of
their troops’ progress trom
battle to battle. This has
already thrown up 2 few
notable  heroes and
dangerous regiments it
our campaign — insist that
your  players give
characters original and
entertaining names before
allowing them bonuses!

Don’t Forget

As controller you

are bound by only
one rule -

can change ©f
improvise fules
governing the
campaign, and

interpretations for
the players 1
SOTDe cases

¥

,;.A

-

may need to nake

ki

whatever you say -'
goes! As such you
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|
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NEW RULES FOR EVENTS!

One of the things I enjoy about being Controller is the
opportunity to inflict entertaining events upon players who
have innocently signed up for my campaign. Of course, you
don’t have to adopt this in your own campaign, you can
always ignore it altogether if you wish... such is the power
of the Controller!

The idea behind Events is to make the campaign more like
areal place, where misfortune can suddenly strike a player
out of the blue. The Events are not necessarily too
dangerous, but they are certainly inconvenient and a
considerable source of amusement for players who are not
directly affected!

HOW EVENTS WORK

Events are triggered from the Territory chart and work like
this. After a game the players randomly generate one new

territory as normal. However, if the roll is a double there is
a chance that an Event has occurred. Note that this makes
no difference to the territory rolled and that the players must
continue to re-allocate territory before sorting out events.
Once territory has been allocated both players roll a D6. If
either player rolls a 6 then an event happens to the other
player. So, if player A rolls a 6 and player B a 5, player B
must roll for an event. If both players roll a 6 then the scores
cancel out so roll again.

Events are rolled using 2D6 on the following Events chart.
Note that events can only be generated following a battle —
not when a player generates his initial three territories. If
you generate an event which does not affect you because
you do not have the territories concerned then you escape
without penalty.

Dear Father,
uncomi’g:g,l?le on
e enco
with Arabian pirate:nm
arrived at the island safely.
Journeyed inland, byt have
so far been unable to find
any baboons. Will be most
disappointed if this
situation continues.
Your son

Wilhelm




2 — Plague!
Your territory has been stricken by a deadly disease. This is a highly contagious condition in which the
victim breaks out in festering sores, raves insanely for a week about biscuits, and finally expires noisily in
a dyspeptic fit. This is known as the Dwarf Plague because other races ascribe its origins to a group of
demented Dwarf Miners recently arrived on the island. Dwarfs, however, refer to the condition as Grungni's
Revenge for reasons which remain unexplained. All armies are affected by the plague except for the
Undead who must roll another event instead.

Roll a D6 for each settlement you hold. Villages are destroyed on the roll of a 4 or more. Towns are reduced
to villages on the roll of a 6. In addition, you must abandonione other teritory of your choice. Destroyed
villages and abandoned territories are lost forever. If the plague leaves you with less than 3iterritories you
must immediately abandon all your territories, giving up the area to the plague, and generate three new
territories from scratch — you migrate to a new site away. from the plague.

3 — Pirates
Arabian Pirates attack the island, looting shrines, assaulting temples, and carrying off booty from sacred
sites! None are safe from their evil predations'and your people hide in terror whilst the rampaging corsairs
have a high old time at your expense. '

Roll a D6 for each'Wizard’s Tower in your territory. On the roll of a 4 or more the Wizard's Tower is looted
and destroyed. Aiso, roll a D6 for each Sacred Grove, Shrine, and Temple. On the roliiof a 6 the territory is
reduced to a Wizard's Tower. Any destroyed territory is lost forever. If this leaves you with less than 3
territories you must abandon all your remaining territories and generate three new ones from scratch - you
have been driven away from your lands by pirate raids. /

4 — Bandits

Wild bands of Skink bandits appear out of the jungle and attack your trade routes, roads, bridges and
passes, looting and burning before vanishing back into the island’s interior. Their persistent raids make it
impossible to use your main communication highways.

Roll a D6 for each trade route, road, bridge, or pass in your territory. On the roll of a 4+ it is rendered
untenable and must be abandoned: Abandoned territories are lost forever. If this leaves you with less than
3 territories you must abandon all your remaining territories and generate three new ones from scratch -
you have been driven away from your lands by the raiders.

5 -~ Fire!

Fire breaks out in one of your towns reducing it to smouldering ashes. If you have no towns, one of your
villages is burned to the ground instead.” Once burned the settlement contributes nothing towards your
army, but you must retain the territor; 2nd may attempt to rebuild it. You cannot stake the burned settlement
in a game. After each subsequent gai::e roll a D6 and add +1 if you won the battle. On the score of 6+ the

settlement is immediately. rebuilt and counts as normal from then on.

6 — Mine Exhausted
One of your Silver or Gold Mines is exhausted and must be abandoned. If you have several mines then you
may choose which you will abandon. 1f this leaves-you with less than three territories then you must move
elsewhere, abandoning your remaining temitories and generating three new ones.

7 — Scandal

Scurrilous rumours of your past dealings reach the ears of your troops casting doubts upon your honesty:
moral integrity, and ability to lead. These rumours are, of course, nothing but a pack of lies invented by
jealous rivals (honest... would | lie to you?) but the affront to your pride caused by these unjust yarms sl
smarts... especially the one about the goat and the three legged stool.

'EVENTS

k.
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Until these storigs are scotched the morale of your army is severely affected and your General must fight
with a Leadership penalty of -1. Furthermore your General loses any General’s Victory Bonus he may be
due, and cannat @arn another until he has put a stop to the scandal. The only way to end the scandal is to
win a victory — so the next time you win a battle the scandal is ended and your army’s faith restored.

Tropical Storms — 8

Tropical storms lash your lands reducing roads and other routes to mud and driving your people to the
shelter of their homes. It becomes almost impossible to direct your armies, withitroops bogged down by the
tropical storms and supplies sodden by the rain.

The next battle you fight you are unable to use any of your roads, bridges or-passes. Any bonuses from
these territories are ignored and they may not be staked in the battle.

Rebellion - 8
Yes... your people really are revolting! Rebellion and insurrection are rife throughout your land. People are
unhappy withi taxes, conscription, enforced labour, the occasional living sacrifice, or whatever perfectly

reasonably conditions you have imposed upon them for their own good. The ingrates have seized one of
your settlements and proclaimed their independence.

Rebels have seized one of your towns or, if you have no towns, a village. The settlement remains part of
your territory but contributes nothing towards your army. You cannot stake the rebel settlement in a game.
The only way to end the rebellion is to win games. If you win, a game then the rebellion in one settlement
is put down, if you have several revolting settlements then village revolts are always put down down before
those in towns. Hawever, if you lose a game then the revolt.spreads to another town or, if there are no other
towns, to a village.\This means it is possible for a rebellion to spread and take over all your settlements if
you are a partlculaﬂy unsuccessful general. Once all settlements have been returned to your rule the
insurrection is over and no further rebellion rolls are required.

Earthquake - 10

An earthquake shakes Thorskinsonis, Island causing wndespread destructlon Sadly for you the most
severely affected area lies within your territory where your Temple is toppledto the ground and destroyed.
If you have no Temple then the sarthquake destroys.one'of your Shrines, if you have no Shrines a Sacred
Grove is destroyed, and if you have no Sacred Grove 'a Wizard's Tower. If this results in you having less
than three territories then you mugi abandon the muins of your land and move elsewhere;, losing=your
remaining territories and generating three new ones instead. =

Volcanlc Eruption ~ 11

At the centre of Thorskinson’s Island lie ntimerous, actwe vo!canoes whose smouldering tops can be seen
over the dense green jungle. One ‘of these volcanoes erupts spewing molten lava, ash and other
unpleasantness over one of your towns. Your #&wn is destroyed, buried beneath tons of lava and ash. If you
have no towns then a random tefritory is dee‘coyed insteadl If the eruption leaves you with less than three
territories then you must abandon your remiaining territories and start -again from scratch by generating
three new ones — you have been driven away by the. volcanees :

Hurncane 12

Being a tropical island Thorskinson’s Island is fraught with hamrds of which hurricanes are one of the worst,
A devastating hurricane rips indiscriminately through theisland leaving much-of your territory in ruins:Roll

WARHAMMER |

a D6 for each terntory you hold. On the roll of a 6 the territoryis destroyed;fiattened by the hurricane, buried',

beneath mud-slides, or flooded by pouring rain. If you are Iucky enough to avoid losing territory to the
hurricane then the last item rolled is automatically a failure... in other words you will always lose 1 territory
come what may so be careful not to leave your best terrltory untillast. If the hurricane leaves you with less
than three territories then you must abandon your remaining tefritories and start again from scratch by
generating three new ones — you have been driven away by the hurricane.
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Arayed * below - is  Games
Workshop astist Paul Smith's Wo
EIf campaign army. Paul used a
limited palette of colouss, and a single
spiral device to give the army a unified overall
are based around the

appeatance. All the models
heme — you’ll even notice that

same green and white colour sc
it's the same tone of green used throughout, from Orion’s skin o
the cloaks of the Archers. Paul has pa ted everything over a black

undercoat, even the characters, for speed. This also gives a more
anted his army to Jook darker and

brooding feel to the army — Paul w
more savage than the traditional Elven image (don’t forget to check out
the tartan trousers on the Wardancers — they're Paul’s favourite bit!).
s general. Paul is particularly fond

The model to the nght is Paul’
the hindquarters of the

of the snow leopard pattern on
Griffon. This seemed much more

appropriate for a Wood Ef &
army. To the left is a '
converted Wood Elf Mage,
using a Chaos Beastmen
standard for the bead, a
_plastic Saurus sickle, and
loads more besides!
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Phoenix Lord
By Neil Thomason

Banelord Titan
By Marcus Riley

I,

END

This page shows just a
small selection of the
winning entries
throughout the ages.
So, do you think
you’ve got what it
takes to have your work
join this hall of fame? If
so, then fill in the form
at the end of this article.




I love the Golden
Demeon painting
competifion, always

have done! For me it’s
the highlight of the
Games Workshop year.
When else do you have
the opportunify to get a
close-up look at some of
il the finest painted and

converted models from
all across the world in one place and at one
time? I’ve been going along for eight years
now and I’'m always impressed by the
increasingly high standard of the entries, it
just seems to get better from year to year.

Report by GW Photographer
Anthony Bath

“When I was first thinking about the
diorama I definitely wanted to do
something that was fresh and new, not to
use anything that I'd seen

before and at the time the

Imperial Guard
and Landspeeder
models were both
fairly new. I

MATT'S BIG DAY OUT

In 1995 Matt Parkes won the Golden
Demon Slayer Sword, the prize awarded
to the outright winner of the entire
competition. Since then he has joined
the Design Studio’s Eavy Metal team,
so I decided to talk to him about his
winning diorama and asked him to cast
his mind back to the day itself...

really liked the Catachan Jungle Fighters
so this formed the basic idea; a
Landspeeder crashed in the jungle with
crewmen under attack. I didn’t want to
over confuse it with too much narrative,
the priority was purely aesthetic, to make
it look great. The next thing was to decide
upon the enemy and this was easy — Orks.
I reckon they’re one of the most
characterful and dynamic races in 40K.
Orky terrain is also very easy to make!”

“The first thing I had to do with the
model was hollow out the wooden base to
create the depth for the water, the ground
was built up with Milliput modeliing
putty and then the wooden platforms were
built using balsa wood. The tree in the
centre is simply a small twig and this
helps to give the diorama a sense of
height that balances off the platforms. In
fact all the materials used are really
simple things; balsa, paper, Milliput,
brush bristles and plastic rods, nothing
too technical.

“It’s very important to ensure a
connection and interaction
between the figures,”

After the base was

done it was time to work

/  on the models themselves
" With a piece like this it’s
very important to ensure a
connection and interaction
between the figures, that they are
looking at each other or at least
doing something  relevant.
Luckily there were no really
major  conversions justa
few bends and tweaks.
The part I really put the
most effort and work
into was the supef
detailed personal
touches, this is what
will ~make your
model stand out from
others, after the
quality of its painting
and composition-
Once everything was
put together, the models
painted and on the base, 1t
was finally finished after thre€
months worth of evening’s work!
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[ was really very happy with the
diorama when it was finished, I
knew that it was good and that I
had done as well as I could but I
gidn’t have any expectations of
how it might do. This was the
first year I had entered so it was
a prefty exciting day, I'd been to
the early Games Days before,
but never as a competitor.

After registering at 9 o’clock I
had to spend the whole day
trying not to think about it too
much. I played a few games and
bought some of the new
releases, but spent a lot of the
time chewing my nails down to
the bone! At last it was time for
the judging, and having seen the
other entries I wasn’t too
confident. Three entries from
each of the categories were
selected and put into the winners «“ ’ . s

“abinet and [ was amazed to find I can’t explain the feeling when that
mine was one of them. Whatever

happened, though I remember through this competition.

else happened from then on I grabbing the sword as fast as I could  gowever, like all contests in life,

was happy enough to be in the in case they changed their minds.” winning is not what it is all about.
top three. When they announced Entering into the Golden Demon
the order I was astounded to find fecling when that happened, though I ~ competition is about taking part and

out 1 was in first place, this was remember grabbing the sword as fast as I
incredible. I was walking away from the could in case they changed their minds.

face when they finally declared the Whole day was persuading British Rail t0  gaiying to abont the winning model!
Slayer Sword winner. I can’t explain the let me on the train with a 7 foot sword!”

The embattled Catachans

So there you have it. Matt’s Big Day
Out at Golden Demon ’95. After
winning the best Necromunda gang at
last year’s event he applied for a figure
painting position at the Games
Workshop Design Studio and has now
been here for 7 months. In fact there
are several numbers of the *Eavy Metal
Team who have been discovered

feeling that you are participating in the
whole event. So grab those brushes and
g . get these figures painted and whe
stage ready to go home with a grinonmy  In fact the only problem I had on the  }oows, soon it might be you T’ be

Entry
Number............ccovvvnnn..

OFFICIAL ENTRY FORM

_ Please fill in a separate entry form for
- each entry
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Above: Detail of the exhausts, wing
gunners, and the batile ecannon gunner.
Above Left: This massive assault
vehicle takes to the skies!
Below: The Thunderhawk has landed!
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WARHAMMER GRAND
TOURNAMENT

my last J Files, which is a

shame really, because |
rather like writing long,
rambiing. articles to explain
why We do things the way
we do at Games Workshop.
So. when the White Dwarf
team started hassling me to
writé an article about the
upcaming 1997 Grand
Toufnament. | thought I'd kil
two birds with ene stone and
writé a J Flles article
explaining the reasoning
behind the Tournament
special rules and army list

It's_;{lb‘gen quite a while since

this year's Grand
Tousnament.

Before | get down to the
nitty=gritty details of exactly
what dreadful restrictions
I'veleome up with to torment
the players this year, I'd like
to-spend a little bit of time
explaining why special rules
and limitations are important,
and also why they should
change from tournament {o
totrnament.

i with an army that... erm,
i how can | put this... let's just

say an army that makes very
‘creative’ use of the flexibility

i of the army lists. I'm sure
i you know the kind of thing a
: mean, for example the

player that takes four or
more Pulsa Rokkits for his

: 1500 point 40K Ork army. or
i includes half a dozen

! repeater bolt throwers in a

i 2000 point Warhammer High
i Elf army (both true

i examples, by the way).

: Now don't get me wrong, |
B o j : i see absolutely nothing
limitations that I'll be using at £ wrong with this kind of thing
i when it's done against a

i reqular opponent who will

i get the opportunity to have

i his revenge in another

! battle. In fact, playing in this
i way against a regular

i opponent can be a lot of fun,
i a bit like a game of

i paper/scissors/stone with

i each player coming up with

i a new combination of troops,
i characters, and wargear or

i magic items with which to

: battle being decided by a

i tunning combination of

: things from the army list

: before the game even starts!
© | think this provides for a

: much more satisfying game
¢ In a situation like a

¢ tournament, and more

i importantly, it's far less

: frustrating for the players.

i This is very important to.me,
: because my primary reason
 for running tournaments at

i all is to get players together
: so that they can have a fun
i time and meet others that

i share the same interests — |
: den't wantanyone to go

# away with ‘a bad taste in

! their mouth® if | can possibly
i avoid it.

However, this isn't the only

: reason | use special rules

: and limitations. What I'm

i also trying to do is come up
| with a new ‘puzzle’ for

players to solve...

Ithough | do my best to
ensure that players

have an easy-going

: and fun time at any of the

't “df'

N

With the annual
Warhammer
Grand Tournament
once again fast
approaching,
Jervis reopens his
enigmatic ‘J Files’
to give the run
down on the limits
and restrictions
he’ll be imposing
this year.

‘You do your best to come up with the best
possible army and tactics’

™\ pecial rules and army
B list limitations are
o important in a

totrnament, because a
tolitnament Is not a ‘normal’

of playing a casual game
against a regular epponent

club or Games Waorkshop
store, you'll be facing a
player you've never met
before and asked to fight a
batile to a conclusion in two
and a half hours or less. The
pressure can be intense,
egpecially if you meet an
opponent who has come up

i erush their erstwhile

i opponent. However, what

i can be a lot of fun against a
i regular opponent tends to be
<4 : Sk ! viewed as very bad
SaNLgcyonEn: (S od : sportsmanship in the context :
: of a tournament, and guite

¢ rightly too!
inour home or at your local i Sl

i This then is the main reason
i that | include special rules

i and army list limitations in

i the tournaments | run. What
i I'm trying to do is provide an
i environment where strategy
: and tactics over the course

i of several turns will decide

¢ who wins, rather than the

i tournaments | run, it doesn't
i change the fact that at the

¢ end of the day (or weekend)
¢ every tournament will only

: have one winner. Exaclly

¢ how you go about winning

: the tournament can be seen
i as being a bit like solving a
! puzzle. You do your best to
i come up with the best

i possible army and tactics,

i while staying within limits

: imposed by the tournament
i rules. The player that best

i solves this ‘puzzle’ will win

¢ the event. Note that this

¢ year's ‘puzzle’ is going to be
i particularly difficult. Not only
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am | going to impose the
army restrictions I've given
here, but I've also come up
with a number of alternative
scenarios that will be used on
the day.

to set up Games Workshaop
tournaments so that, in order
to win, a player needs to

hich brings me to my
final paint. If | left the
: tournament special

i rules and army list limitations

the same for every
tournament, then players

; oo 1 would soon start to learn how
Bearing this in mind, I've tried : .

to solve the ‘puzzle’. This
would mean that the test of
the tournament would be

: reduced. There would be a

¢ ‘extreme’ armies that rely on

i outlandish tactics in order to

i win. In order to do this it's

i easiest to apply restrictions

i on what a player is allowed to
: take from an army list. These
: restrictions are called

: ‘limitations’. For example, a

: common limitations is to say

i that players may not use any |
i Special Characters. And here

‘Most of the players I talk to are
searching for the perfect army’

come up with a solid
combination of tactics, game
knowledge, painting and
army selection. In other
words, I'm trying to test a
player in his overall ability in
the Games Workshop hobby,
rather than just at his ability
to win games. Now, although
any specilal rules or army list
limitations | come up with will
have little or no effect on the
tournament points a player
may earn for painting or
game knowledge, they do
have a profound effect on his
army selection.

This then is why | look on
these things as a puzzie that
| set the players, In fact, you
can look at almost any game
of Warhammer or 40K in this
way — most of the players |
talk to are searching for the
‘perfect army” which will win
every battle it takes part in!
It's exactly becalise players

| think that special rules and
army limitations are so

changing the parameters by
which an army can be
chosen and used, you
confront players with a whole
new set of problems to solve.
The ability ta solve this
puzzle is what makes for a
great tournament player —
combined with a charming
personality, an ability to paint
like a god and a complete
understanding of the
background and rules, these
are what make for a
tournament winner too!
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i chance that somebody could
i be shown, or read up, how to
i win, which is not what | want
: at all. After all, great generals
¢ are noted for their innovation,
¢ their ability to think quickly

: and cope with sudden

: changes of fortune, fo make

i do with the resources they

: have available, and to come

¢ up with a new plan at the

¢ drop of a hat. It is therefore

: only fitting that the winner of

: the Grand Tournament should :
: need these virtues as welll

. Because of this it is very

¢ important that the special

i rules and army list limitations
i that apply to'a tournament

i are in a constant state of flux, !
i and never remain the same

i for too long. If you're thinking
i of setting up a tournament

i yourself (and | very much

: hope that some readers will

¢ feel inspired to do so), then

i this'is well worth bearing in
are doing this allthe fime that ot oo to1Der OES, EYOU
i own, then come up with your
: : own set of special rules and
important to a tournament. By : ymy st imitations instead of
i Just copying mine. as this will
: give the players in your

i tournament a real test. It's

i also a whole lot of fun!

i But enough waffle and

i explanation — what exactly

: are the special rules and

i limitations I've come up with

i for the '97 Grand Tournament
i | hear you cry...

s I've already
mentioned, the purpose
of army list limitations is

i to try and cut down on a
i player’s ability to create

i are the limitations [l be using
i atthis year's Grand :
: Tournament...

he limitations for the
Warhammer tournament he Limitations for the
' I Warhammer 40,000

are:

No more than 2,000 points
i may be spent on the army.

: Armies may include one
i Special Character. However,
Special Characters with 3 or

more Wounds may not be

: chosen. Special Characters
: that come in ‘teams’ count as |
i a single Special Character for :
i the purpose of this rule so :
: long as no individual

; character has 3 or more

i Wounds, Characters riding

i monsters may be taken. no
i matter how many Wounds

i their mount may have, as

i long as the character does

i net have 8 ar more Wounds:
: Any Special Character must
i be chosen ‘as is" and cannot
i swap or change equipment,
i magic items or mounts.

Wizards with a magic level of
i § may not be used, even if

| commander, you may.(

the 5th magic level is ; Ned
from a magic item (like the
Book of Nagash).

Greater Daemons are
counted as being Speg
Characters in this -
tournament, so only oni ay
be taken, and no other
Special Characters mayibe
taken if a Greater Daemian is
included in an army. Noté thay
in this case the 3 Wound rije
does not apply. P

Total Power is barred. Ifithe
card is drawn from the Spell
deck, discard it and draw a
replacement. r?

No allies are allowed.

M

No more than 1000 poifi

may be spent on scarce
troops & items (see beldy

Instead of your usual afm

any character or indivi
with at' least 2 Wounds {¢
lead your force. This

simulates an upper echg
hero being given commal
a small task force with'a

Special Character. Howe\
Special Characters witfii8 or
more Wounds may not b€
chosen. Bjorn the Fell=
handed and Fabius Bilg'e

as having 3+ Wounds:fer
purpose of this rule, An
Special Character mustbe
taken ‘as |s' and cannot swap

or change equipment sﬂ“
wargear,
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|mperial Assassins and

Chaos Greater Daemons are :
i i and tactically demanding

: games, rather than the

i ‘Whole battle being decided

¢ 'when a 'super-character’

i dies on the roll of a dice. In

i order to'do this I've limited

¢ the amount of points that

i players are allowed to spend
i on 'scarce’ troops to 1000

¢ points in the Warhammer

i fourmament and 750 points

¢ inthe 40K tournament.

¢ Players must add up the

i total points value of all of the
i scarce troops and items in

i their army, and the total

: must not exceed the limit. In
i order fo monitor this at the

! tournament, players will be
). = i required to list the total
psyehic abilities (not powers) i points value of all of the
: scarce troaps and items
i they've included in their
: army, and we'll double-check :
i the values for the leaders

i just to make surel Note that
i characters includes the

: points value of any

i eguipment or special abilities
i such as Knightly Virtues or

i Exarch powers, etc.

counted as being Special
Characters in this
{oumament, so only one
may be taken, and no other
Special Characters may be
taken if an Assassin/Greater
Daemon Is included in an
army. Note that in these
cases the 3 Wound [imit
does not apply.

There will be no psychic
phase! You can still field a
Psyker if you want to, and
they still gain strength

bonlises for force weapons,
put there will be no rebate
for the psychic powers they
can't use. Zoanthropes and
similar troops that have

whieh are normally used
during the psychic phase
caf use these abilities in the
shooting phase instead,
However they cannot ‘boost’
thelr powers with additional
fofce cards.

No allies are allowed, with
the exception that Space
Marine and Imperial Guard
armies may include
Assassins or Sisters of
Battle as allies.

i on. | hope that this will make

for more closely balanced

I've got a feeling that this

ule will affect Eldar armies

: more than any other, as it

I'l?l ]1 l"|ll 1q
1E | TTLES

! to hear what readers have to
i say about the chaice of

i scarce troops and items, and
i if they think there is anything
i that shouid have been

¢ added to the list!

Scarce troops and items are
i defined as the following...

i For Warhammer: All

i characters and magic items,
: and any monster, war engine
i ‘orchariot that costs over 50
: points (after upgrades etc).

¢ For Warhammer 40,000: All
: characters, allies, and

i wargear, and any single

: vehicle or support weapon

‘] want to try and make players spend most
of their points on ‘ordinary’ rank and file
troops, rather than maxing out on
characters, war machines, tanks and so on’

Ne more than 750 points
may be spent on scarce
troops & items (see below).

Space Marine armies are
allowed to field five man
Battle Squads (see below),

Sj}’ategy cards, the Tyranid
event table, and mission
cards will not be used.

===or this tournament |
want to try and make

players spend most of

their points on ‘ordinary’ rank
i the 40K tournament, so ‘
i things aren't that bad! In any
: case, I'd be very interested

and file troops, rather than
maxing out on characters,
War machines, tanks and so

i will severely limit their ability
. to take lots of powerful

i Exarchs and skimmers all in
i the same army. As they will  :
i also be affected more by the i
i ‘no psychic phase’ rule than
i other armies, | anticipate a  :
i bunch of hate mail from irate :
i Eldar generals: However,

¢ they should remember that

i they no longer have to take

i a Farseer or Avatar as the

i commander of the army, as
i any character with 2 or more

Wounds can command in

i that costs over 50 points
i (after upgrades etc).

if any member of.a unit is
i scarce, then count the full

points value of the whole

¢ unit against the number of
i points that can be spent on

scarce units and items. For

i example, if a Lizardman

i Stegadon includes additional
i Skink crewman, the points

i for the Skinks are counted

i against the points that can

: be spent on scarce units and
i items, since the Skinks are

i part of the same unit as the

Stegadon, which is itself

i scarce.
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in tournaments so far, it's

been noticeable that the
Space Marines have done
rather badly. The general
consensus of opinion about
this is that the Space Marine
army lists are not as flexible
as those for other races.
This, combined with the high
cost of Space Marine units in
a 1500 point army, means
that they can’t be fine tuned'
to suit a player’s style of play
to nearly the same extent as
other armies.

I f the Eldar have done well

In order to try and alleviate
this problem, I'm allowing
Space Marine armies to
purchase five man Battle :
Squads at half the peints cost :
of normal ten man squads.
Weapon options are not cut
in half, so the full range of
options allowed to the original :
unit are allowed to the Battle
Squad, it being assumed that
these are the remnants of a
full sized squad and so they
could have held on to all of
the squad’s weapons. So, for
example, a Tactical Battle
Sguad would cost 150 points
and would include five Space
Marines, one of whom may
be a sergeant, one of whom
may have a special weapon,
and one of whom may have a i

heavy weapon. Note that you @
can only split up ten man
units, you can't split up

Terminators, Long Fangs and :
S0 on.

i every game. For example, in
i Warhammer the: Black Amulet
i is.so common | get the

i feeling that there must be a

i Wizard somewhere that does
i nothing except chumn the

i things out! | also wanted

: players to be a bit more

i imaginative in their choice of
: items, rather than picking the
: same old things again and

i again.

¢ In order to achieve this I've

¢ come up with the ‘Veto Rule’.
: The idea of the rule is really

i very simple. At the start of a

: battle, before either side

i deploys, each player must lay
i out all of their magic item and
: wargear cards in a row, so

that their opponent can see

i them. The opponent is then
: allowed to veto up to two of
: the cards. However, each

card that he vetoes gives his
opponent 1 victory peint. So,
if you vetoed two cards, then

: Vetoed cards are put to one

side and may not be used

i during the game. On the

other hand, the character
using them does not include
the points value of the item

i when working out victory
: points if he is slain, For

example, a character worth
(say) 150 points who had a

¢ 50 point magic item vetoed,
i would count as being worth

b 4

¢ cards will be very vulnerabie
: to having one card vetoed,
i making the other next to

i useless, For example, a

i popular combination of cards
¢ in Chaos armies is the Helm

i of Many Eyes (always strike

i first) and the Executioner’s

i Axe (kills automatically.on a

i fo hit roll of 6). By vetoing the

your opponent would start the axe; dho helm is rendered

i battle already having eamed
i 2 victory points!

i pretty much pointless! On the
i other hand, I'm hoping that

¢ this rule will encolirage

i players to try and come up

: with clever new combinations
i of items, where the individual
i cards look pretty innocuous,

i but when combined they

: create a deadly effect. The

i trick will be to come up with a
: combo your opponent won't

i be likely to spot. Note that

: many of the magic items

i carried by Special Characters
i are heirlooms, and therefore

‘I get the féeh’ng that fhere must
be a Wizard somewhere that
does nothing except churn the

things out!”

aving (I hope!) forced
H players to take |ofs of

rank and file troops.
and helped out the Space
Marines, | also wanted to try
to do something about
stapping the use of ‘common’ |
magic items and wargear.
What | wanted to deal with
was the way that certain
magic items in Warhammer,
or items of wargear in 40K,
seem to crop up in almost

WwD78

only 100 points for working
i out victory points.

i Note that you don’t know who
i will be carrying the cards at

i the point that you veto them.
i Also note that players are not
: allowed to ‘swap’ cards

i around amongst their

¢ characters after some of

i them have been vetoed. This
¢ should mean that certain

i common combinations of

: cannot be vetoed since they
i do not appear as cards.

inking to the rule above,
I'm going to require

Dwarf, Bretonnian,

i Tyranid and Eldar players to

i make cards for the Rune

i items, character Knightly

i Virtues, Biomorphs and Eldar
i Exarch powers they'll be

i taking. Each card will need to
i list the virtues or Exarch

i powers given to a single

: character, or the runes. A
i embossed on a single item.
: Opposing players will bet™
i allowed to use their vetolgn
 these instead of on othef™
i cards, if they wish. Noteithiat
i Bretonnian players only fia
: fo list the powers given t6
: characters — regiments %l

i when getting to move fiFst
i getting to move second, €an

 give a powerful adyantage fo
i one side or the other. This'is
i ok, but what's not so good is
; that the choice as to who'

i gets the first move is. mor
: often than not, determined by

i have their virtues cancel
i by a veto! ]

nother thing | wani‘ﬁﬁ to
do was to try and

down-play the fl

: importance of moving firstor
i second in Warhammer afi
i Warhammer 40,000. In g:er

i game, there are certain fimes

. ar

a single dice roll. The thought
that the winnerofa
tournament might be degided
by the single roll of a dice
was not something | wa;'_!'i'f\_rery
happy about, so | camg-ﬂlp
with the following alternative
method of deciding Whg;"igets
the first move. ,

. In the Grand Tournament.

; after both sides have

i deployed. each player mﬁjﬂ be
: required to secretly write:

i down if they want to move

: first or second, and hows

i many victory points theywill

i bid in order to do so. Players
: can bid any number of Mictory
i points from 0 to 10. Far

: example, a player mightt

¢ secretly write down "M’Gﬂe

: second. 3 victory pointst

: meaning that he's williggHo




hat
ave

0r

her
2
, or
an
1o
IS
d is

il
18

give up 3 victory points at
the end of the game in order
to ove second.

Aftgr both players have

rea&arded their bid, then both

m:gs__ are revealed. If one

player wants to go first and
i

i encourages players to work
i out units that have a points
i value that remains below a

i certain break point. For

i example, in Warhammer, a

: 199 point unit will only give

i up 1 victory point, while a

THE

i whole new set of limitations
i and special rules. After all, |
i wouldn’t want players to

i have too easy a time of it,

: now would I..
i laughter slowly recedes into
i the distance).

. (sound of evil

b ]
FILES
AMan

‘Next year’s tournament will have a whole

new set of limitations and special rules’

the other second, then that
is exactly what happens —
the player that recorded
‘Mave First' gets the first
tum, and the player that
regorded ‘Move Second'

mare, neither player has to
give up any victory points.
On the other hand, if both
players want to move at the
same time (ie both want to
go first, or both want to go
acond) then the bids must
be compared. The player
that bid the most gets the
move he wanted, but his
oppenent gets the victory
points that were bid. |f both
pﬁ\yers want to move at the

same time and bid the same
i 199 point unit will give up
: 199 victory points if

: destroyed, while the 200

amount, then the normal
rules for determining who
goes first will apply,

For example, two players
b@th want to move first. One
bids 2 victory points, the

olher 4 victory points. The
player that bid 4 points gets
the first move, but his
opponent gets 4 victory
points. Note that the player
that made the lower bid
does not give away any
victory points!

sort out for this year's

was the way that the victory
pﬁlm system works.
Currently in both
Narhammer and 40K, the
Qralnts you score for killing
the enemy are worked out
by taking the points value of
an enemy unit and dividing
by about 100. The result
gives the number of victory
points scored.

This causes problems
sometimes, because it

i 200 point unit will give away
i 2. The same kind of thing

i happens in 40K —a unit

i worth 99 points will not give

up any victory points if

n reduced to half strength,
gels the second tum. What's © ynije 2 ynit worth 101 points
i will give up 1 victory point if

i reduced to half strength.

i Inorder to get round this I'm
i going to change the victory
i point system for Warhammer
i and Warhammer 40,000 so
i that units give up victory

i points equal to their true

: points value, rather than the
¢ value divided by 100 (or

whatever). Returning to the
examples from Warhammer
above, this means that the

point unit will give 200
points: To keep things
balanced I've multiplied the

i victory points for things like
i capturing standards, etc, to

keep them in line with the

: new values for killing units.
i Note that this means that the
¢ points paid for vetoing items

and bidding for the first turn

i have been multiplied up as
i well (I know, | know, | tell

here was one last thing |

| that|really wantedto |

_ ' ¢ same arlicle!)

Grand Tournament, and that :

: nd there you have it,
this year's set of
: special rules and army

: list limitations for the Grand

i Tournament. | hope that they
i will make for an even more

i enjoyable weekend for the

i players, while at the same

i time providing an enjoyable

you about a new rule and
then change it in the very

‘puzzle’ for them to solve.

i This said, there is one thing
i I'm absolutely certain about,
i which is that next year's

i tournament will have a

wD79




Vodka swilling, cow
eating barbarian of
the north, Tuomas
Pirinen tells us
about his travels to
the far off land of
Tilea. With him
went two
companions,
veteran mercenary
and traveller Nigel
Stillman, and
Tilean cultural
advisor Luca
Bernabei.

The Italian
National
Warhammer
Tournament is

what they found...

land of Tilea, itis a
tradition that the

greatest generals gather

each year to find out the
foremost champion

‘amongst their number.

This meeting is known
as the itatian National
Tournament, and is now
being held for the fifth
year running. Word of
this great gathering
travelled to the distant,
cold and damp island of
Albion, where the
Games Workshop team
was hard at work.

And so it was that
myself, Nigel Stillman,
and Luca Bernabei
heard that we would be
heading to Genova. In
preparation we studied
game rules long and
hard in the Games
Workshop scriptoriums,
fully aware that the

tax our memory to the
fullest. We packed our
bags with new Army
books, unreleased
models, and scenery,
and headed to the
airport to catch a plane
to Tilea.

Landing in Milan, we
were greeted by two
members of the ‘Blues
Brothers’ chain of
games stores, Alberto

that roughly 50% of all

ltalians are called Luca). :
Having been driven from :
Milan to Genova by our

NAZIONALE
VARHAMMER

ar, far away, in the i
Fsun‘ny and beautiful

hosts fatser than anyone
| have ever known, we
were taken to the Star
Hotel where the
fournament would be
taking place.

ext morning, it
was the big day.
The tournament

was fought in five
rounds, with roughly

i three hours allocated to

each battle. The games
were fought over two
days, testing the skill,
luck and endurance of
the participants to the
fullest. As the battles
raged all aroud us, we

i judged armies, solved
i rules disputes, and (of
i course) ate large

: quantities of excellent
i [ltalian food.

he principle task
for the three of us

at the tournament

was to award points for

S : ;. army composition. There
guestions and queries of :

the Italian gamers would ; o awarded. which

i represented 20% of the

i total points which could

i be gained. And so we

i set about examining the
i 120 army rosters, which
i took up the greater part
i of the two days, along

: with judging the best

i presented army and

i acting as umpires to

i interpret rules in unusual
; situations.

= i It takes skill to choose
and Luca (it is my theory ! an army to fight in a
i tournament, armed and

were up to 20 points to

the best possible

i judging, many players
i asked us what makes
: for a well chosen army
i and so | will now

i summarise what our

i thoughts were on this,
i s0 anyone thinking of
i entering a tournament
: take note!

e saw all kinds
of roster sheets
i varying from a

chance of victory, while
at the same time not
only looking good, but
truly representing the
realm or race to which it
belongs. 1t is in fact, part
of the art of the game to
be able to do this and
those who do it well
deserve some
consideration in
tournament points. The
points we awarded
ranged from 3 to 18 out
of 20, reflecting the
great diversity among
the army rosters we
looked at. After the

few notes on a small
piece of paper to

; carefully made scrolls
i which were an

impressive work of art in

: themselves.The most
¢ impressive and

imaginative roster scrolls
gained 2 or 3 points just
for their excellent
presentation!

Every amy has at least

: one troop type which

i may be considered as

i the ‘core’ of the army.

: These are the troops
i e it . with good fighting

equipped so as to give it | qualities which would b8

! raised most quickly and




, While
not

1, but
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which it
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lame to
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rom a
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rolls

f art in
nost

*scrolls
its just

t least
lich

d as
my.
mps

uld be
ly and

jeast one unit of such

i troop types in them. We
: became concerned that
! the Skaven did not

: seem to be breeding

i enough Clanrats!

i Generals’, where the

: commaders of the two
: armies fought a duel to
i the death. ltwas a

: closely run thing, but in

It is my theory that rbughly 50% of all

[talians are named Luca!

troops, so we always
awarded points for the
presence of core troops
in the army.

expect to encounter
characters equipped
with the most awesome
magic items they are
allowed to have, so no
one can really be
blamed for coming
prepared with their own
favourite artefacts to
redress the balance.We

who had been more
imaginative in their
choices, since there
were many magic items
which would make an
army equally powerful.

if the magic items did

so for example a Wood
Elf general riding a
Warhawk and armed
with the Executioner’s
Axe would be a very
unlikely Wood ElIf
general indeed!

A real army would be a
balanced force
containing a variety of
troops and characters
typical of the realm or
race it represents. It

would need to be so that

it could fight effectively
in any situation in which
it might find itself. We
awarded points for well
balanced armies with a
reasonable variety of

ur other task was
to choose the
best painted

: army. But it was more
In a tournament you can :
. we needed to take into

¢ account, with so many

. armies displaying

i imaginative model

i conversions, sculpted

| bases and awesome

i banners. It was really a
! choice of the overall

i most impressive army in
i the tournament!

awarded points for those | The winner was an

i awesome and striking

¢ Dark Elf army. This was
: not only well painted in
i an unusual but

; distinctive colour

We also deducted points : :ﬁaezr?neg,‘: Létcﬁ::?egad
, i bases and an

not seem to fit the army, * overwhelming array of
: spectacular banners.

i The army presented a

; stunning sight even from
: several tables distance!

: It is good when a

{ tournament army is

; exciting to look at,

i aspiring to be a work of
. art as well as a battle

i winning force.

I n the end two

than just painting that

Generals, Andrea

Oliverio and Aloisi
Gianni, were left with
exactly the same

: number of Victory
; Points! The overall

: the end the Vampire

: Lord of Aloisi

i vanquished the Wood
i EIf general.

! All in all | have to say

: that the standard of

i gaming was very high

: indeed! A team made up
: of the five top Htalian

: players will travel to

: England to compete in

: the Grand Tournament

: in August. It remains to

: be seen whether or not

i the Italians will be able

i to take first place again
: this year. Their team will
i be truly formidable, so

; watch out Warhammer

i generals, the gauntlet is
| thrown!

Bues
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Mimatures supplied unpamied. Contents and components imay vary fiom those illustrated
Plastic moulding may vary dus to the complexity and detail of the mould
L

Enter the world of Warhammer, a world of conflict in which each player controls
mighty armies. Great heroes lead regiments of knights and spearmen into battle,
carefully manoeuvring for position as huge winged monsters fly overbead. Mighty
war machines smash gaping holes m the enemy lines, and magical energies
crackle across the battlefield as rival wizards struggle for mastery. Finally, you
unleash your army in a devastating charge which will trample the foe beneath your massed ranks. ..

Citadel, the Citadet castle, Games Workshop. the Game Workshop logo and A7 P
. ; % Warhammer are registered trademarks of Games Workshop Ltd G‘A“Gfs A
CITADEY? Skaven and White Dwarf are trademarks of Games Workshop Lid. K_‘—@H@
MINIXATURES © Games Workshop Ltd, 1997. All rights reserved. : Bl
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Above you can see another of John's sketches with the finiched piece beside it.
John rarely keeps a preliminary sketch once he has completed a picture.

“It would be easy for me to say that the Mad Max movies were an influence on

my artwork for Gorkamorka. Actually they weren’t. The main image in my head

was of Orks riding around on buggies. What would they do? They’d drive ‘round
like raving nutters, shooting at their enemies and erashing into their buggies!”







When John was working out his Preach
illustration for Sisters of Battle. he drew a number
of alternative heads. "All confessors woul
different”, John says, “I've only drawn on
countless Preachers in the Galaxy ministering in
the name of the Emperor.”




This drawing
comaes from the
new Codex
Sisters of Batile.
“1 hiad been given
the finithed green
(the original
souipiure from
which wea casi
our miniatures)
that had just
been completed
by sculptor Brian
Melzon. | didn’t
want to handle
the green foo
much zo | got the
pose right and
then looked to
the green in ovder
to get the fine
detallz right. |
also used some
Valhallan models
from my army
for reference as
well as a picture
of some forked
lighining,”
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If you would like a job in the Trolls’ Lair in
either a full-time or casual position, then write to:

Personnel Officer
Games Workshop
PO Box 576
Ingleburn NSW 2565

and ask for an application form.
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If you are posting your order,
please send it to:

R, PO Bo
ORKSHOP MAIL ORDER,
GAMES.® INGLEBURN NSW 2565

Or you can fax your order through on:

(02) 9829 61 61

GAMES WORKSHOP
PARTS SERVICE

For the last 15 years Citadel Miniatures has been

hard at work creating the biggest and best miniature range in the world. The

Australian warehouse stocks a vast selection of miniatures for all the current
games, however there are models from our old ranges and discontinued
products that have long been unavailable.

Now gamers looking for ancient metal or separate parts for conversions can call
directly overseas to the UK Mail Order Service. Staffed by avid gamers, the UK

Mail Order department will be
UK MAIL ORDER

happy to help you with any
To place credit card orders by phone call

questions you have about specific
miniatures, postage, and the
001144 1773 713213. You can fax your orders
through on 001144 1773 533453. When writing use
this address:

Games Workshop
Chewton Street
Eastwood, Nottingham NG16 3HY England

time it will take to ship your
order. Prices are based at
Australian dollars and all
payments are in
Australian dollars.

The special UK
Archive  Service
does not replace

Australian Mail Order, but instead will augment those services by =
supplying individual parts and old discontinued ranges. y




WELCOME TO TH
TROLLS L e

Mail Order 1Isa great wa;
- y ’ i i
" . way to find out what S happemng in the Ganles WOIkShOp hObby All the quall OIdeI
S dre Keen gamers and are more than happy to adViSe y on any p . .
T ki T ou aspect of the hO])by.

EVERYTHING YOU WANT!

urrent Games Workshop
g all the time and with our ad

. vance ord i
en able to find that elusive fig ore i Jou can have the latest producs

ure you were after just give us Trolls a cail,
SPEEDY!

ave Squigs to ensure that Your order gers

EASY TO USE!

Mail Order is casy to use. Just give us Trolls a cail to pi

What are you after? I jt’s a c
one off specials runnin
first. If you haven’t be,

We use specially trained Red C
to you within two day

ace vour order aver the phone

With the biggest ran
ge of Games
oWork_shop products in Australia, Mail
rder is the best way to get your hands
on whatever you need for your army!

game or Citadel Miniature then we have it. We have 11

DEAL OF THE MONTH

The Great Old World Archery Tourney

From the city-states of the Empire to the swamps of Lustria, there is only one archery prize that is respected
above all others. This prize is the Golden Arrow of the Border Prince, Mad Duke Varlag Hoccleheim.

It's that time of year again, archers and crossbowmen trom all over the known world (and even some from

the unknown world) have gathered to fight for the honour of the “Golden Arrow™.

CALL THE TROLLS NOW ON: (02) 98296111
FOR YOUR COPY OF
THE GREAT OLD WORLD
ARCHERY TOURNEY

« ADVAMCE |
A + ADVANGCE ORDER
VANGE ORDER « ADVARCE DRDE!

AMCE ORDER * ADVANCE ORDER * AD
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 with us for unreleased minmlnr_c-_\ .
v of release by courier which (for th
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o
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i atched on the first da
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" - Y 2= e |
e e C i acke is our nexl release
Eor instance, the f tastic new Storm of Vengeance L‘mllplmgn l:’

or InSlANCe, 8 of Veppeanes S
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.. % 41 (&1l you everything you nee
e us a call on (02) 9829 6111 and our Ladz will tell you n_\cs)lt\lilnr:;&r e
o ‘_ﬂ"ﬁ uth - iting new releases They will be only 100 happy Lo/ tiKE ¥ _
about all the exaiti . releases. They
T " est releases i your grasp us s00n as

st what you need!

i 1e tho of aving the very I
| czin't bear the thought of not having .

So if you
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ADVANCED
ORDER
STORM OF

VENGEANCE
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WARI_-IAMMER_BOXED_ GAME $139.85

SAURUS CHAMPION :_-T-l
" LIZARD SWARM $11.95
Consists of 5 models on a base.
——— UNDEAD
MOUNTED WIGHTS $49 95

_WARHAMMER ARMIES — SKAVEN $34.95
WARHAMMER ARMIES — WOOD ELVES $34.95
WARHAMMER ARMIES ~ UNDEAD $34.95

WARHAMMER MAGIC $74.95 Boxad set contains 4 mounted Wights
CIRCLE OF BLOOD (CAMPAIGN PACK) $39.95 NEW! MOUNTED WIGHT CHAMPION m
IDOL OF GORK (CAMPAIGN PACK) $39.95 NEW! MOUNTED WIGHT STANDARD BEAREF o
GRUDGE OF DRONG (CAMPAIGN PACK) $39.95 NEW! MOUNTED WIGHT HORNBLOWER
WARHAMMER ARMIES — BRETONNIA $34.95 NEW! MOUNTED WIGHT [
WARHAMMER ARMIES — CHAOS $49.95 MOUNTED VAMPIRE LORD
WARHAMMER ARMIES - DARK ELVES $34.95 MOUNTED WIGHT LORD
WARHAMMER ARMIES -- DWARFS $34.95 WRAITHCHAMPION
WARHAMMER ARMIES — THE EMPIRE $34.95 BAT SWARM $11.05
WARHAMMER ARMIES — HIGH ELVES $34.95 Consists of 5 models on a base
WARHAMMER ARMIES — LIZARDMEN $34.95 WOOD ELF
WARHAMMER ARMIES — ORCS AND GOBLINS $34.95

ORION KING IN THE WOODS $39.95

Boxed set contains 1 model.

WOOD ELF ARCHERS
Boxed set contains 8 plastic mmlatures

WHITE DWARF PRESENTS: CHAOS DWARFS $34.95

BRETONNIANS

_NEW! BRETONNIAN DUKE ON PEGASUS (boxed set) $39.85
LOUEN LEONCOEUR, KING OF BRETONNIA (boxed set) $54.85

BRETONNIAN BOWMEN $17.95
Boxed set contains 8 plastic Bretonnian Bowrnen

GRAIL KNIGHTS $39.95
Boxed set includes 3 Grail Knights

THE GREEN KNIGHT $34.95
Boxed set includes 1 mo_unted model

KNIGHTS OF THE REALM $17.95
Boxed set includes 2 plastic Knights of the Realm

HIGH ELF
_HIGH ELF TIRANOC CHARIOT (boxed set) $39.95
NEW! SWORD MASTERS OF HOETH $14.95 for 3
~ NEW! SWORD MASTERS OF HOETH CHAMPION $11.95
 NEW! SWORD MASTERS OF HOETH GOMMAND GROUP $13.95
NEW! HIGH ELF TRANSFERS $13.95
Biister contains 10 High Elf transfer sheeis .
KORHIL, WHITE LIONS OF CHRACE CAPTAIN $17.95
_ WHITE LIONS OF CHRACE CHAMPION $11.95
WHITE LIONS OF CHRACE COMMAND $15.95
WHITE LIONS OF CHRACE $14.95 for 3
SILVER HELM KNIGHT . $13.95
HIGH ELF SILVER HELMS $49.95
Boxed set contains 4 High Elf Siiver Helms.
ELLYRIAN REAVERS $39.85

Boxed set contains 4 Ellyrian Reavers.

LIZARCMEN
SLANN MAGE-PRIEST ON PALANQUIN $69.95
Boxed set contains 1 Slann Mage-Priest.
SKINKS $17.95
Boxed set contains 10 plastic miniatures.
SAURUS WARRIORS $17.95
_Boxed set contains 8 plastic miniatures.
SAURUS COMMAND GROUP $13.95

DRYADS

GLADE GUARD

GLADE GUARD COMMAND GROUP

GLADE GUARD CHAMPION

BRETONNIAN HERO
ON PEGASUS

WARHAMMER QUEST BOXED GAME $139.95 |
LAIR OF THE ORC LORD ADVENTURE PACK  $6295 |
CATACOMBS OF TERRORADVENTURE PACK ~ $6295
BRETONNIAN KNIGHT WARRIORPACK 32295 |
CHAOS WARRIOR, WARRIOR PACK  soe9 |
ELF RANGER WARRIORPACK 52285 |
IMPERIALNOBLE WARRIOR PACK 32295
| PIT FIGHTER WARRIOR PACK 0295 |
TROLLSLAYER WARRIOR PACK 82295
WARDANGER WARRIOR PACK R o)
WARRIOR PRIEST WARRIOR PACK D szesl
WITCH HUNTER WARRIOR PACK §22.95

AAIL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 6111 MAII.‘
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WARHAMMER 40,000 BOXED GAME $139.95
DARK MILLENNIUM $74.95
NEW! CODEX SISTERS OF BATTLE $34.95
NEW! SISTERS OF BATTLE POSTER $19.95
CODEX ANGELS OF DEATH . $34.95
CODEX ELDAR i $34.95
' CODEX IMPERIAL GUARD $34.95
CODEX ORKS $34.95
CODEX SPACE WOLVES $34.95
CODEX TYRANIDS $34.95
CODEX ULTRAMARINES $34.95
CODEX CHAOS $34.95

WHITE DWARF PRESENTS: WARHAMMER 40.000 BATTLES ~ $34.95
SISTERS OF BATITLE

NEW! SISTERS OF BATTLE IMMOLATOR $54.95
Boxed set contains 1 Immolator tank
NEW! SISTERS OF BATTLE SERAPHIM $49.95

Boxed set contains 5 Battle Sisters with jump packs

SISTERS OF BATTLE
SERAPHIM

SISTERS OF BATTLE (boxed set) $49.95

Boxed set contains 6 Sisters of Battle

NEW! BATTLE SISTER WITH HEAVY BOLTER $11.95

NEW! BATTLE SISTER WITH HEAVY FLAMER $11.95
| NEW! BATTLE SISTER WITH MELTA GUN $11.85
 NEW! BATTLE SISTER CANONESS $11.95

NEW! SISTERS OF BATTLE TRANSFERS AND BANNERS $11.95
Blister contains 6 Banners and 2 Transfer sheets.

NEW! IMPERIAL CONFESSOR KYRINOV $17.95
NEW! IMPERIAL MISSIONARIES $11.95

' NECROMUNDA BOXED GAME $119.95
_OUTLANDERS BOXED SUPPLEMENT $62.95
_BATTLES IN THE UNDERHIVE (book) - $34.95

CAWDOR GANG $39.95

Boxed set contains 8 Cawdor gang fighters

-H'ﬁ

DELAQUE GANG
| Boxed set contains 8 Delague gang fighters

Boxed set contains 8 Orlock gang fighters

ESCHER GANG $39.95
Boxed set contains 8 Escher gang fighters
GOLIATH GANG $39.95
Boxed set contains 8 Goliath gang fighters
ORLOCK GANG $39.95

VAN SAAR GANG
Boxed set contains 8 Van Saar gang fighters

CITADEL MINIATURES 1997 ANNUAL

$39.95

CITADEL MINIATURES 1995-96 ANNUAL

CITADEL MINIATURES 1994 ANNUAL

EPIC4C

EPIC 40,000 BOXED GAME

0,000 &

$119.95

NEW! WAA-GRODSNIKS WHEELZ OF DETH
Boxed set contains one Epic Ork army.

$150.00

GREAT GARGANT (boxed set)

$44.95

\!\IARITORD TITAN (boxed set)

$44.95

ELDAR WAR HOST (boxed set)

$17.95

$17.95

ORK MOB (boxed set)

$17.95

| SPACE MARINES BATTLE GROUP (boxed se)
SPACE MARINES TANKS (boxed set)

$17.95
$17.95

TYRANID SWARM (boxed set)

$17.95

 ORK GARGANT (boxed set) $39.95
ORK BATTLE FORTRESSES $19.95
ORK DREADNOUGHTS $15.95
ORK FIGHTA-BOMMERZ $15.95 for 3

ORK FLAKWAGON

$15.95 for 3

ORK PULSA ROKKITS

$15.95 for 5

ORK SCORCHERS

$12.95

ORK SQUIGGOTHS

$15.95

ORK WARTRAKS

$12.95

ORK WEIRDBOY BATTLEI'OWER

$15.95

ORK WAR BUGGIES

$12.95

 IMPERIAL BANEBLADE SUPER HEAVY TANK

$19.95

IMPERIAL HELLHOUND FLAME TANKS

$15.95

_IMPERIAL BASILISK ASSAULT GUNS

$15.95

IMPERIAL LEMAN RUSS BATTLE TANKS

$15.95 for 3

SPAéE MARINE THUNDERHAWK GUNSHIP

SPACE HULK BOXED GAME

SPRCERY %

$21.95

$119.95

IIVIN 1119 6286 (20) & HIAHO TIVIN 1119 6286 (20) & HIAHO IV



MAIL ORDER ARMY DEALS

Last month our Mail Order Trolls put together some excellent army deals for both Warhammer and Epic
40,000. This month the Trollz are featuring Games Workshop artist Paul Smith's Wood Elves, Fy|
details of this brilliantly painted army can be found in the article starting on page 68. These offers are
great for starting a new army, expanding your existing forces, or getting a complete army all in onego!

‘WAA-GRODSNIKS
WHEELZ OF DETH.
Epic 40,000 Ork army boxed set

$150.00

e —&E‘ﬁ? —
e S ARHAMNES. 8

IL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 61




SISTERS OF BATTLE

IMMOLATOR
Paul
lood
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army
1eed
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; being
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Wood
9p and IMMOLATOR GUNNER IMMOLATOR HEAVY FLAMER IMMOLATOR HEAVY FLAMER IMMOLATOR TURRET BASE
ne and 010800501 RIGHT SIDE LEFT SIDE 010800504
A, 010800502 010800503
fend it
ts.
IMMOLATOR FRONT HATCH 1 IMMOLATOR FRONT HATCH 2 IMMOLATOR SIDE HATCH
010800505 010800506 010800507
A COMPLETE IMMOLATOR CONSISTS OF:
s 2 x RHINO CHASSIS SPRUES
2 x RHINO TRACK SPRUES
1 x IMMOLATOR GUNNER
i 1 x IMMOLATOR HEAVY FLAMER RIGHT SIDE
1 x IMMOLATOR HEAVY FLAMER LEFT SIDE
1 x IMMOLATOR TURRET BASE
1 x IMMOLATOR FRONT HATCH 1
1 x IMMOLATOR FRONT HATCH 2 .
2 x IMMOLATOR SIDE HATCHES
1 x IMMOLATOR UPPER TURRET BASE
IMMOLATOR UPPER TURRET BASE IMMOLATOR BLAST SHIELD 1 x IMMOLATOR BLAST SHIELD
_—_ 4 010800508 010800509 1 x IMMOLATOR TRANSFER SHEET
i CITADEL
i MINIATURES

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. Alt models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. Al rights reserved.




| SISTERS OF BATTLE

i |
l | SISTERS OF BATTLE

f SISTER SUPERIOR WITH SISTER OF BATTLE 1 SISTER OF BATTLE 2
, POWER SWORD AND BOLTER 010800403 010800404
1 010800402

SISTER OF BATTLE 3 SISTER OF BATTLE 4 SISTER OF BATTLE WITH FLAMER SISTER OF BATTLE WITH MELTA GUN
010800405 010800407 010800406 010800802

A COMPLETE SISTER OF BATTLE
CONSISTS OF:

1 x SISTER OF BATTLE
1 x SISTER OF BATTLE BACKPACK

SISTERS OF BATTLE BACKPACK
010800401

SISTERS OF BATTLE SQUAD

CITADE]L
MNIATURES

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
i | © Copyright Games Workshop Ltd., 1997. All rights reserved.




GUN

SISTERS OF BATTLE

CANONESS

A COMPLETE CANONESS
CONSISTS OF:

1 x CANONESS BODY
1 x CANONESS ICON

1 x SISTERS OF BATTLE
BACK PACK

CANONESS BODY CANONESS ICON SISTERS OF BATTLE BACK PACK CANONESS
010800902 010800903 010800401

BATTLE SISTER WITH HEAVY FLAMER

A COMPLETE BATTLE SISTER WITH HEAVY
FLAMER CONSISTS OF:

1 x BATTLE SISTER WITH HEAVY FLAMER BODY
1 x SISTERS OF BATTLE HEAVY FLAMER
1 x SISTERS OF BATTLE HEAVY FLAMER

BACK PACK
BATTLE SISTER WITH SISTERS OF BATTLE SISTERS OF BATTLE BATTLE SISTER WITH
HEAVY FLAMER BODY HEAVY FLAMER HEAVY FLAMER BACK PACK HEAVY FLAMER
010800701 010800702 010800703

BATTLE SISTER WITH HEAVY BOLTER

A COMPLETE BATTLE SISTER WITH
HEAVY BOLTER CONSISTS OF:
1 x BATTLE SISTER WITH
HEAVY BOLTER BODY

1 x SISTERS OF BATTLE
HEAVY BOLTER

1 x SISTERS OF BATTLE BACK PACK

BATTLE SISTER WITH
HEAVY BOLTER BODY
010800602

SISTERS OF BATTLE
HEAVY BOLTER
010800603

SISTERS OF BATTLE BATTLE SISTER WITH
BACK PACK HEAVY BOLTER
010800401

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADE].
MININCAIRES




CITADEL
MINTATURES

SISTERS OF BATTLE

SISTERS OF BATTLE SERAPHIM

SERAPHIM SISTER SUPERIOR WITH SERAPHIM WITH
PLASMA PISTOL AND POWER SWORD HAND FLAMERS
010801003 010801005

A COMPLETE SISTERS OF BATTLE
SERAPHIM CONSISTS OF:

1 x SISTERS OF BATTLE SERAPHIM
1 x SISTERS OF BATTLE SERAPHIM
JUMP PACK

SERAPHIM JUMP PACK
010801001

SERAPHIM 1 SERAPHIM 2

010801002 010801004

SERAPHIM SQUAD

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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SISTERS OF BATTLE

REDEMPTOR KYRINOV, ARCH-CONFESSOR

A COMPLETE REDEMPTOR
KYRINOV, ARCH-CONFESSOR
CONSISTS OF:

- 1 x REDEMPTOR KYRINOV BODY

i 1 x MACE OF VALAAN

|?;
-
REDEMPTOR KYRINOV BODY MACE OF VALAAN REDEMPTOR KYRINOV,
010801101 010801102 ARCH-CONFESSOR

IMPERIAL MISSIONARIES

IMPERIAL MISSIONARY
CHAIN SWORD
010801202

IMPERIAL MISSIONARY1 BODY IMPERIAL MISSIONARY 2 BODY IMPERIAL MISSIONARY IMPERIAL MISSIONARY
010801201 010801204 BACK PACK 1 BACK PACK 2
010801203 010801205

A COMPLETE IMPERIAL MISSIONARY 1
CONSISITS OF:
1 x IMPERIAL MISSIONARY 1 BODY
1 x IMPERIAL MISSIONARY BACK PACK 1
1 x IMPERIAL MISSIONARY CHAIN SWORD

A COMPLETE IMPERIAL MISSIONARY 2
CONSISITS OF:

1 x IMPERIAL MISSIONARY 2 BODY
1 x IMPERIAL MISSIONARY BACK PACK 2

IMPERIAL MISSIONARY 1 IMPERIAL MISSIONARY 2

Designed by Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.

CITADEL
MINIXTURES




I \ HIGH ELVES

SWORDMASTERS OF HOETH COMMAND SWORDMASTERS OF HOETH
CHAMPION

| SWORDMASTER OF HOETH SWORDMASTER OF HOETH SWORDMASTER OF HOETH (

STANDARD BEARER HORN BLOWER CHAMPION

| 021005101 021005102 021005001 ‘

SWORDMASTERS OF HOETH

SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER
OF HOETH 1 OF HOETH 2 OF HOETH 3 OF HOETH 4 OF HOETH 5
021004901 021004902 021004903 021004904 021004905

SWORDMASTER SWORDMASTER SWORDMASTER SWORDMASTER
OF HOETH 6 OF HOETH 7 OF HOETH 8 OF HOETH 9
021004906 021004807 021004908 021004909 AT
CITADEL s
) MINIATIRES

Designed by Gary Morley

Not suitable tor children under 36 months due to small parts and essential pointed components. Al models supplied unpainted. |
© Copyright Games Workshop Ltd., 1997. All rights reserved.




WOOD ELVES

ORION, KING IN THE WOODS

ORION’S HEAD ORION’S CLOAK
020400302 020400303

ORION, KING IN THE WOODS

ORION’S HORN SPEAR HEAD
020400306 020400304

P
[ 11| il DN D i

THE SPEAR OF KURNOUS
020400305

A COMPLETED ORION, KING IN THE WOODS
CONSISTS OF:

1 x ORION’S HEAD
1 x ORION'S BODY
1 x ORION’S GLOAK
1 x ORION'S HORN
1 x SPEAR HEAD
1 x THE SPEAR OF KURNOUS

ORION’S BODY
020400301

Designed by Gary Morley

Not suitable for children under 36 months due to small parts and essential pointed compenents. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1897. All rights reserved.

CITADEL
MINTATURES




WOOD ELVES

DRYADS

DRYAD 1 DRYAD 2 DRYAD 3 DRYAD 4
020402001 020402002 020402003 020402004

DRYAD § DRYAD 6
020402005 020402006

DRYAD 7 DRYAD 8
020402007 020402008

CITADE]
MENIATURES

Designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. Al rights reserved.



WOOD ELVES

GLADE GUARD

GLADE GUARD 1 GLADE GUARD 2 GLADE GUARD 3 GLADE GUARD 4 GLADE GUARD 5
020402301 020402302 020402303 020402304 020402305

GLADE GUARD 6 GLADE GUARD 7 GLADE GUARD 8 GLADE GUARD 9 GLADE GUARD 10
020402306 020402307 020402308 020402309 020402310

A COMPLETE GLADE GUARD
CONSISTS OF:
1 x GLADE GUARD
1 x PLASTIC ELF SHIELD

;i GLADE GUARD 11 GLADE GUARD 12 PLASTIC ELF SHIELD SPRUE GLADE GUARD

020402311 020402312 101635

£ CITADEL
MINIATURES

Designed by Aly Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




CITADEL
MINTNCUIRES

UNDEAD

WIGHTS ON SKELETON STEEDS

MOUNTED WIGHT BODY 1 MOUNTED WIGHT BODY 2 MOUNTED WIGHT BODY 3

MOUNTED WIGHT BODY 4
020702701 020702702 020702703

020702704

MOUNTED WIGHT SHIELD 1
020702709

MOUNTED WIGHT SHIELD 2
020702710

MOUNTED WIGHT SPEAR 1 MOUNTED WIGHT SPEAR2  MOUNTED WIGHT SPEAR 3
020702705 020702706 020702707

MOUNTED WIGHT SPEAR 4 MOUNTED WIGHT SWORD
020702708 020702711

A COMPLETE WIGHT ON SKELETON STEED
CONSISTS OF:

1 x MOUNTED WIGHT BODY

1 x MOUNTED WIGHT SPEAR
1 x MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

WIGHTS ON SKELETON STEEDS

Designed by Aly Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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UNDEAD

WIGHTS ON SKELETON STEEDS COMMAND

MOUNTED WIGHT MOUNTED WIGHT
STANDARD BEARER HORN BLOWER
020703401 026703501

MOUNTED WIGHT SWORD
020702711

Ll
.

MOUNTED WIGHT SHIELD 1
020702709

MOUNTED WIGHT SHIELD 2
020702710

A COMPLETED WIGHT
HORN BLOWER ON SKELETON STEED
CONSISTS OF:
1 x MOUNTED WIGHT HORN BLOWER
1 x MOUNTED WIGHT HORN
1 x MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

MOUNTED WIGHT HORN
020703502

—MOUNTED WIGHT STANDARD —
BEARER HELMET WINGS
020703402

RIGHT HELMET  LEFT HELMET
WING WING

[yl

[

MOUNTED WIGHT STANDARD BEARER
BANNER TOP
020703404

A COMPLETED WIGHT
CHAMPION ON SKELETON STEED
CONSISTS OF:

1 x MOUNTED WIGHT CHAMPION
1 x MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

MOUNTED WIGHT
CHAMPION
020703301

MOUNTED WIGHT STANDARD
BEARER BANNER POLE
020703403

A COMPLETED WIGHT
STANDARD BEARER ON SKELETON STEED
CONSISTS OF:

1 x MOUNTED WIGHT STANDARD BEARER
1 x MOUNTED WIGHT BANNER POLE
1 x MOUNTED WIGHT BANNER TOP
1 x SET OF MOUNTED WIGHT HELMET WINGS
1 x MOUNTED WIGHT SHIELD
1 x MOUNTED WIGHT SWORD
1 x PLASTIC SKELETON STEED

WIGHTS ON SKELETON STEEDS COMMAND

Designed by Aly Morrison

Not suitable for chiidren under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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LIZARDMEN

SAURUS WARRIORS

BODY 1 BODY 2 BODY 3 BODY 4
020800401 020800402 020800403 020800404
A COMPLETED SAURUS
WARRIOR CONSISTS OF:

1 x BODY
1 x ARM
1 x SAURUS SHIELD SPRUE

SCYTHE SPIKE PICK
020800406 020800405 020800407 e

/)

SPEAR 1 SPEAR 2 SPEAR 3 SPEAR 4 A COMPLETED SAURUS WARRIOR
020800805 020800806 020800807 020800808

SAURUS SHIELD SPRUE 1 SAURUS SHIELD SPRUE 2
102811 102811
LIZARD SWARM
A COMPLETED LIZARD
Ry SWARM CONSISTS OF:
5 X LIZARDS

LIZARD 1 LIZARD 2
020801301 020801302

7

LIZARD 3 LIZARD 4 LIZARD 5 LIZARD SWARM
020801303 020801304 020801305

Saurus designed by Alan Perry, Lizard Swarm designed by Trish Morrison

Not suitable for chiidren under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. Al rights reserved.



LIZARDMEN

SAURUS COMMAND GROUP

SAURUS CHAMPION 1
020800501

SAURUS CHAMPION 2
020800509

SAURUS STANDARD BEARER 1
020801510

SAURUS STANDARD BEARER 2
020801504

SAURUS MUSICIAN 1
020801512

‘ﬁ"vvw@

SAURUS CHAMPION ARM 1
020800503

A COMPLETED SAURUS
CHAMPION 1 CONSISTS OF:

1 x SAURUS CHAMPION
1 x SAURUS CHAMPION ARM 1
1 x SAURUS CHAMPION ARM 2
1 x SAURUS SHIELD SPRUE

SAURUS CHAMPION

SAURUS MUSICIAN 2
020801507

SAURUS CHAMPION ARM 2
020800502

A COMPLETED SAURUS
CHAMPION 2 CONSISTS OF:

1 x SAURUS CHAMPION
1 x SAURUS CHAMPION ARM 1
1 x SAURUS SHIELD SPRUE

SAURUS STANDARD
020801511

SAURUS STANDARD BEARER ARM
020801506

A COMPLETED SAURUS MUSICIAN

CONSISTS OF:
1 x SAURUS MUSICIAN
1 x SAURUS MUSICIAN ARM

SAURUS MUSICIAN

SAURUS STANDARD 2
020801505

SAURUS MUSICIAN ARM
020801508

A COMPLETED SAURUS STANDARD
BEARER CONSISTS OF:

1 x SAURUS STANDARD BEARER
1 x SAURUS STANDARD BEARER ARM
1 x SAURUS STANDARD

SAURUS STANDARD BEARER

Designed by Alan Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supptied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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BRETONNIA

HERO ON PEGASUS

HERO ON PEGASUS
UPPER BODY
020303701

s

HERO ON PEGASUS LEGS HERO ON PEGASUS HERO ON PEGASUS HERO ON PEGASUS
020303703 LANCE ARM SWORD ARM
020303707 020303702

PEGASUS RIGHT SIDE PEGASUS LEFT SIDE
020303705 020303706

e

PEGASUS HEAD
020303704

A COMPLETE HERO ON PEGASUS CONSISTS OF:
1 x HERO ON PEGASUS UPPER BODY
1 x HERO ON PEGASUS LEGS
1 x HERO ON PEGASUS LANCE ARM OR SWORD ARM
1 x HERO ON PEGASUS GRAIL SHIELD
1 x PEGASUS RIGHT SIDE

=@

=3 1 x PEGASUS LEFT SIDE
g 1 x PEGASUS HEAD
HERO ON PEGASUS 1 x PEGASUS RIGHT WING
GRAIL SHIELD 1 x PEGASUS LEFT WING
020303708

PEGASUS RIGHT WING
020400808

PEGASUS LEFT WING CATE

020400807 Cl _
SREARES i
Bretonnian hero designed by Alan Perry, Pegasus designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




WHITE DWARF
SUBSCRIPTIONS!

Every month White Dwarf brings you the latest news
from Games Workshop and Citade] Miniatures, together
with battle reports, tactics articles, modelling guides,
painting articles, new releases and much, much more.

SO WHY SUBSCRIBE?

*Keep up to date with what’s
happening in your hobby.

«You’ll never miss an issue.

*You’ll receive the
Mail Order special offers
and Advance order flyers.

* You get a FREE box set of
miniatures to the value of $22.95.

* to the value of $22.95

To subscribe, simply fill in your name, address and payment
details on the Mail Order form on the next page, telling us when
you would like your subscription to starl, and which FREE box
set of miniatures up to the value of $22.95 you would like.

WITHIN AUSTRALIA
12 month Subscription: $120 for 12 issues
(plus a box set of miniatures up to the value of $22.95 FREEI)

OVERSEAS

Each issue is only $10,
and is Postage FREE

*You will receive your
copy on the day of release,
delivered direct to your door!

12 month Subscription: $170 for 12 issues
(plus a box set of miniatures up to the value of $22.95 FREE!)

The Citadel Journal is packed full of articles on a huge selection of Games
Workshop games. So if you're looking for optional rules, tactics and a
variety of modelling ideas pick up a copy of the Citadel Journal for only
$15.95 a copy!(overseas $19.95). We have a limited selection of back
issues including 16, 17,18 and 19.

Issue 20 of the Citadel Journal is available from Games Workshop Mail
Order for $15.95 (overseas $19.95) with FREE postage and packing.

A six issue subscription to the Citadel Journal is also available for only $69
in Australia and $99 overseas.

Use the form overleal to mail order Games Workshop products and Citadel
Miniatures from this or any recent issue of White Dwarf. When you have totalled up
your order, please don't forget to add the postage and packing charge. PLEASE
PRINT IN BLOCK CAPITALS AND USE A BLACK PEN

METHODS OF PAYMENT
You can pay by cheque or money order made payable to Games Workshop Ltd.
Aliernatively, we take M ard, Visa, and h i if you wish to pay by credit
card, please fill in the relevant details on the form overleaf. If you have a credit
card, you can place an immediate order by phoning our Mail Order Hotlines — but
make sure you have your card with you when you phone.

DISPATCH & DELIVERY
So that you get your games and miniatures as quickly as possible we always
dispatch your order via our express delivery service. All orders placed before noon
are dispatched on the same day.

POSTAGE & PACKING

Within Australia: Add $5.00
Overseas: Add 40°% of the order value, If you pay by credit card, postage &
packing will be charged at cost if less than this (mintmum P&P $10.00)
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