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Warhammer 40,000
Battle Report page 71

It's a battle report and a scenario all rolled
into one. Paul Sawyer commands the
Praetorian XXIV Imperial Guard and faces
wave upon wave of Ork Boyz commanded by
Grand Warlord Adrian Wood in a fight to the
death...
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it's been a year and a half since
Warhammer Magic was
released and a lot of battles
have been fought. Now

Rick takes a fresh look at

how to use magic in .=
warhammer and offers a
few different ways touse
magic in your games. o

More Chaos releases this month including
Archaon, Lord of Chaos Undivided and Khazrak
the One-Eye, Beastlord of Drakwald Forest with
his Chaos Hound Redmaw
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The lads make their final purchases for their
armies and, they said it couldn’t happen, Roy
wins a battle! (There’s a first time for everyone
— Paul Sawyer).

MUTIE ATTACK

Gav Thorpe and Paul Muller practice pulling
faces at each other as their Mutie and Digganob
mobs fight.

Unk armed with
demilune

GREEN IS MEANER 53

Gav Thorpe shows how you ¥
can use the different fighting
characteristics of the Ork
clans to put together battle
winning detatchments.

TACTICA IMPERIALIS 11 26

Imperial Guard Colonels are really spoilt this
month. Not only is there a nail-biting battle
report featuring the 24th Praetorian regiment,
but veteran commander Nick Davis talks
about getting the most out of your Imperial
Guard troops and vehicles. And
as well as the new
Imperial Guard
Heavy Weapons,

there’'s also a
feature on the new JEak

Imperial Guard -
Command Tower.

SENTINEL 38

One of the Imperial
Guard’s fastest moving e
and most deadly %
weapons is y
Sentinel scout

walker. Here we -
take a closer
look at this new
Imperial vehicle.
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THE WHITE DWARF BLOKES

Paul Sawyer:
Editor and Fat
Bloke

Adrian Wood:
Orky Bloke

Graham Davey:
Wordy Bloke

Andrew
Sharman:
Beardy Bloke

Anthony Bath:
Photo Bloke

lan Strickland:
Oh dear!

Dave Taylor:
Not again!

Over-exposure to these photographs
By can seriously damage your health.

“The Games
Workshop hobby -
what does it mean?”

Andrew Old, our
Belconnen store manager,
puts in his ‘two cents’.

’ve had a couple of parents in my

store lately, expressing their fears
that their kids haven't really been
engaging in the hobby ‘properly’.
One father was worried that his
two sons were collecting and
painting but didn’t seem to be
playing much. Another was
concemed that his son played all
the time, but wasn't really keen on
painting. I'd like to add my two
cents worth to this discussion.

In my view there are four main
aspects of our hobby and each of
us concentrates more on one
aspect than the others. Sure, we
may enjoy the hobby in every way,
but if pressed, we'll admit to
enjoying one or two more than the
others. These four aspects are:

1. Collecting
2. Painting
3. Modelling
4. Gaming

Now | have to confess to being a
collector. | play a lot of games, |
paint just fine and | love modelling
and converting miniatures, but for
me the biggest thrill is to just have
them. | have every type of
Warhammer 40,000 army,
Necromunda gang, Blood Bowl
team, | have four Epic 40,000
armies, three Gorkamorka mobs
and seven Warhammer armies. |
even have the five ‘other’ loyal
Space Marine Chapters (imperial
Fists, Whitescars. Salamanders,
Raven Guard, and lron Hands)
represented, even though none of
the miniatures are out of their
boxes.

Mad, | hear your say. Crazed.
More doltars than sense. Well, no,

Get yourself on the Soap Box!

Do you feel passionately about some aspect of Games
Workshop gaming? Why not let everyone know! Send us up to
500 words, and include your photo and signature.

You never know, we may even read it!

SOAPBOX!

Andrew l aa .

, a.k.a. Coach
~ Dodgy, leads the team to
viclory at our Belconnen store,

not really. | guess writing army lists
and the charge you get from
purchasing some new miniatures
is the thing that gets me going. |
work with one bloke who’s a mad
keen gamer - probably plays four
or five games a week — but very
few of his models are painted. |
also have regular customers who
don't piay at all, but they love
painting Dragons, or building
dioramas. The point is. we're all
enjoying the Games Workshop
hobby and every one of us is
having the time of our lives.

I doesn't matter that you might
enjoy gaming more than me, or
that you might play with unpainted
miniatures when | can’t bear to, the
only person my hobby has to make
happy is me ~if | did it to make you
happy, it'd be work.

So | say to you what | said to these
worried parents: if they're enjoying
themselves, leave them be — it's
not up to you or | to impose our
idea of the hobby on them. And
who knows? In time they might just
get around to everything. It's a big
hobby.

There's room for everyone.
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us up to

This month's Warhammer releases:

CHAOS
Archaon (One model per blister) $24.95
Khazrak the One-Eye & Redmaw (Two models per blister) $24.95
Chaos Hounds (Two models per blister) $11.95

WARHAMMER

This month’s Warhammer 40,000 releases:
|mperial Guard Command Tower (Boxed scenery pack)  $39.95

IMPERIAL GUARD
Imperial Guard Sentinel (Boxed set) $34.95
| Catachan Mortar (One heavy weapon team per blister) $17.95
Catachan Autocannon (One heavy weapon team per blister) $17.95
Cadian Lascannon (One heavy weapon team per blister) $17.95
Cadian Mortar (One heavy weapon team per blister) $17.95
Valhallan Autocannon {One heavy weapon team per blister) $17.95
Valhallan Missile Launcher (One heavy weapon team per blister) $17.95
Mordian Missile Launcher (One heavy weapon team per blister) $17.95
Mordian Autocannon (One heavy weapon team per blister) $17.95
Tallam Lascannon (One heavy weapon team per blister) $17.95
Tallarn Mortar (One heavy weapon team per blister) $17.95
“Tallarn Heavy Boiter (One heavy weapon team per blister) $17.95

This month's Gorkamorka releases

Mutie Raiders (One model per blister) $11.95
Mutie Raider Unks (One model per blister) $11.95
Mutie Raider Keeper (One model per blister) $11.95
Mutie Raider Seeker (One model per blister) $11.95

This month's releases from the Black Library

Warhammer Monthly 4 $4.95
Citadel Journal 26 $15.95

OTHER STUFF!

Also released this month
Collecting and Painting Wargames Armies (Full-colour book) $34.95

Colour Paint (Individual pot) et
Metallic Paint (Individual pot) $4.95
Ink (Individual pot) o
Smelly Primer (individual pot) $3.50
Varnish (Individual pot) e
Bommerz over da Sulphur River (Boxed game) $39.95

LORD OF CHAOS: If you read Arena
of Death last month, you’'ll know just how
powerful Archaon is. After defeating a
string of mighty special characters, he
was only stopped in a titanic clash with
the Bloodthirster itself. Of
course if your opponent
doesn't have a
Bloodthirster, then
you're laughing
(or cackling
insanely

if you
prefer).

Look out for
this and the
other Chaos
releases later
in the issue.
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NEW COLOURS: This month sees the release
of our complete, reformulated paint range,
including a host of new shades such as Scorched

" Brown, Midnight Blue, and Scaly Green. The new

range is designed so that each colour has two
similar colours, one darker and one lighter, that
are ideal for shading and highlighting.




Tallarn Desert Raiders
Heavy Bolter team

Imperial Guard Sentinel

REINFORCEMENTS ARRIVING: For all Imperial Guard commanders who wish their favourite heavy

weapon was available for their chosen regiment, help is at hand. Michael Perry has been filling in the gaps in
the range, so now you can get your Cadian mortar or Mordian autocannon teams. Also on its way is the
awesome Sentinel, which provides the Imperial Guard army with mobile heavy firepower. Enemies of the

Imperium be warned.

Scribblings from the Black Library

Issue 4 of Warhammer Monthly sees Daemonifuge is undoubtedly
the launch of Kev Walker's latest some of Kev Walker’s finest
project, Daemonifuge. Set in the work to date, so when you
Convent Sanctorum of the Adepta get hold of your copy of
Sororitas, all you need to know about Warhammer Monthly, don’t
this awesome comic strip is that it's  just quickly read the speech
got battle babes, daemons, inquisitors  bubbles and then turn those
and a large helping of intrigue and pages, take a real close
mayhem to boot. Who could possibly look and revel in all the

ask for more?

Kev has already produced three of the covers for
Inferno! and worked on zillions of comics. However,

always ready for a challenge, Kev
decided to put down his pens and
brushes for the Daemonifuge comic
strip. You may find this unbelievable but
Kev did the entire comic strip on a
computer! You could be forgiven for
asking why, especially as Kev is so
talented with more traditional mediums.
Well the answer is simple — the computer
lets Kev work on illustrations miles
bigger than they are printed, allowing
him to really go to town, embellishing
every single frame of the comic strip with
loads of details. For example, despite
them only being a fraction of a inch on
the page. the Inquisitor's purity seals
actually have liturgies written on them.
The monastery where the comic strip is
set is a 3D computer model. This may
sound like a strange thing to do for a
- comic strip, but it means that Kev can

use the same model whenever we see
the monastery. it's a bit like having a
- complete film set in the computer.

gothic detail that Kev has
lavished on each and every
panel.

EVEN MORE CARD SCENERY: Not content with
designing the Imperial Guard Command Tower, out this
month, Simon Burton has just finished this Ork Stockade,
ready for artist Neil Hodgson to create the artwork.
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LEGION OF THE DAMNED: Mark Bedford
and the other trainee miniature designers, Dave
Perry and Mike McVey, are working on Legion of
the Damned Space Marines. They are sculpting
new parts onto existing Space Marine models,
mainly flames, skulls and bones (lots of bones).

BOMBZ AWAY: Jim Butler and painter Torben
Schnoor try out the new game Bommerz over da
Sulphur River. Written by Andy Chambers, it is a
fast, exciting board game that pits Ork Fighta-
Bommerz against Imperial Thunderbolt
Interceptors and ground defences.

and scenarios by Tuomas Pirinen, special seige

equipment models and the Mighty Fortress — a huge,

Plastic castle for your battlefields.

Here Andy ‘the Beard’ Sharman defends his ramparts
against Studio Production bloke Flemming Christensen.

SEIGE WARFARE: Sigmar preserve us! Warhammer
Seige is coming! There will be a new book with rules




WARHAMMER GOES HISTORICAL

Some readers may have heard rumours of a new
Warhammer publication called Warhammer Ancient
Battles — a set of wargames rules for fighting battles in
the ancient world between the likes of Greeks,
Persians, Huns, Romans and sundry long-dead
adversaries. White Dwarf’s spies can reveal that it's all
true — but don't dash round to your local Games
Workshop for a copy.
Warhammer  Ancient
Battles has been written
and privately published
by Rick Priestley, Jervis
Johnson and Michael
and Alan Perry, under
the banner of
Warhammer Historical
Wargames. This is an
entirely new, somewhat
disorganised, and
suspiciously whimsical
venture which aims to
publish occasional
books about
wargaming with
traditional  historical
models.

Anyone interested in wargaming with historical models
will no doubt welcome the arrival of Warhammer
Ancient Battles — but bear in mind this really is a
independent venture by a group of determined
madmen so please don't bombard us or your local
shop staff with questions about it. If you want to
bombard anyone with questions we suggest you aim
your correspondence at:

Warhammer Historical Wargames Ltd
PO Box 5226

Nottingham

NG7 2WT

Warhammer Ancient Battles is a 144 page book of
rules with army lists for Romans and Barbarians, some
colour pages, lots of black and white illustrations, much
in the style of the Warhammer fantasy rulebook as you
might expect. If you want a copy you can order it direct
from the above address at a cost of £15 + £1.50
postage in the UK (write to the address above for
international postage). Please make cheques payable
to Warhammer Historical Wargames Ltd.

ARE YOU CURRENTLY
EMPLOYED OR WORKING AS
A MODEL SCULPTOR?

If so, read on.

Here at Games workshop we are setting up a

new and challenging project. You may have <]
seen our 28mm scale Thunderhawk Gunship,
well we want to make more BIG STUFF! Our
aim is to create an exciting new range of large
super-detailed figures in 90mm & 225mm scale. )

We want to develop a team of the very best
sculptors to work as freelancers to realise our
background and imagery into large collector’s
pieces.

If you think you have what it takes then please
send written details of your previous work, with
photographs if you have them, to:

STARSHIP

Human Resources
Games Workshop
Willow Road
Lenton
Nottingham

NG7 2ws

- TROOPERS:

Here you have it
— exclusive proof
that Starship
Troopers read
White Dwarf.
They’re probably
checking out
Imperial Guard
tactics and how
to beat Tyranids.
These two were
spotted at IMP
Comics in
Mexico City.




nce again, it is time
0 , to spend countless

' hours striving for

excellence. Soon our
bastions of light

shall run tests
of strategy, strength
ome and stoic resolve.

BE PREPARED!

ead o School holidays are fast approaching,
V o f get ready for the following dates: \
q0 L Queensland: June 20th - July 6th '
ara . Victoria: June 27th - July 12th
Tvranid - New South Wales: July 4th - July 19th
A ~ South Australia; July 4th - July 19th

P ~ Australian Capital Territory: July 4th - July 19th
and NEW ZEALAND: july 4th - July 19th

—

~ Ask your store staff for details!
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MAGIC REVISITED

WHAT'S IT ALL ABOUT

I have compiled the following list of amendments for
Warhammer Magic by observing what players do and
adopting ‘best practice’ in each case (i.e. by nicking any
good ideas and immediately claiming credit for them).
If you're going to use these amendments, and I'd
strongly recommend that you do, then make sure all
players are aware at the start of the game. Players who
whisk out any kind of ‘official ruling’ half way through a
battle and wave it under their opponent’s nose deserve
to be horse-whipped, tarred and feathered, barred from
human company and sent to Skegness for their holidays.
Jervis calls these kind of players ‘competitive’. I have
another word for them.

MAGIC ITEMS AMENDMENTS

The following Magic Items change as noted.
Armour of Brilliance is ‘Bretonnians Only’.
Cloak of Shadows is ‘Skaven Only’.
Sword of Justice is ‘Empire Only’.

Sword of Teclis is ‘High Elves Only’.

The Silver Seal is ‘Empire Only’.

by Rick Priestley

s devotees of Warhammer will know it’s a couple of years since we published
Athe latest version of the game together with the all-singing, all-dancing
Warhammer Magic supplement. With that in mind I thought now would be
as good a time as any to look again at Warhammer Magic, go over the most often
asked questions and see what sagely advice our infamous panel of experts could
come up with. So I herded a group of Warhammer experts into a small dark room
and beat them with rubber hoses. I have to say this made me feel much better.
The results of these interrogations have been compiled into this article.

Executioner’s Axe is ‘Dark Elves Only’. In
addition, the rule should read ‘...if any dice roll made to
wound is a 6, the Executioner’s Axe has killed outright,
in which case no armour saves are allowed.” A 6 is
required on the wound roll and not the hit roll as stated
on the card.

Mork’s War Banner. Wizards in contact with the
unit are killed on the D6 roll of a 4 or more and not
automatically as stated on the card. Make this roll as
soon as the wizard touches the unit, and subsequently
at the start of each of the wizard’s turns if he is still
touching.

The Forbidden Rod. Each time a spell is cast using
the Forbidden Rod the bearer suffers D3 wounds on the
D6 roll of a 4+ and the Forbidden Rod is exhausted.
Once exhausted the Forbidden Rod cannot be used
again... it is quite useless thereafter. The card should
include the note ‘Exhausted/D3 Wounds on 4+°.

The Book of Secrets. The reduction of the caster’s
profile should be at the opposing player’s discretion
and not the player himself. The enemy rolls the dice and
decides which characteristics to-reduce. If the wizard
rides a horse, monster or chariot, reducing the rider’s
movement characteristic does not affect his movement.
Once a characteristic has been reduced it cannot be
‘healed’ or regained — the caster has not taken wounds
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value permanently. Note that no
characteristic can be reduced to ‘0’ unless there is no
other option — in which case players will inevitably
choose wounds to ‘kill’ the caster.

Plaque of Dominion is ‘One Use Only’, you can
only use it once per battle and not every turn as
described on the card.

Cloak of Shadow. The Cloak cannot cover a
chariot, machine or mount of any kind, and is therefore
of use only to models on foot. Add the note ‘Models on
Foot Only’. This rule applies to all three ‘cloak items’ as
follows.

Cloak of Mists and Shadows.

The Cloak cannot cover a chariot, machine or mount
of any kind, and is therefore of use only to models on
foot. Add the note ‘Models on Foot Only’.

Cloak of Feathers. Is ‘One Use Only’ i.e. you can
only use it once per battle and not every turn as
described on the card The Cloak cannot cover a chariot,
machine or mount of any kind, and is therefore of use
only to models on foot. Add the note ‘Models on Foot
Only’.

Aldred’s Casket of Sorcery. The correct points
value is 50 and not 25 as stated on the card.

Sword of Destruction. Chaos Rewards are not
negated by magic effects that would normally negate
magic items (as explained in Realm of Chaos). This is
because many are physical attributes that can’t strictly
be cancelled out. However, the combination of Sword of
Destruction and Chaos Rewards is horrible to
contemplate. In this case Chaos Rewards are affected by
the Sword of Destruction, and a character with Chaos
Rewards cannot carry the weapon. The card should
therefore read ‘The wielder may carry no other magic
items, not even Chaos Rewards, as they would be
destroyed by the sword’s power.’

DWARF RUNES

The Rune of Disguise only works on a machine
that is stationary. Once a machine moves the effect ends.
There are two ways of representing this rune. The first
way is to place the model on the table and announce to
your opponent that is has the Rune of Disguise and
can’t be seen. The second way is to make a rough map
showing where the machine is deployed, the machine is
placed on the table in the position indicated when you
wish to shoot or move. Both methods are equally
acceptable but the latter is heaps more fun.

The Rune of Burning can be employed on any war
machine that fires a shot including cannons.

AN ERUDITE NOTE
ON STRIKE ORDER

As we all know, in normal circumstances units which
charge will strike first. They are followed by units in
Initiative order. The exception to both of the above is
that troops with double-handed weapons strike last.

Where
both sides are
armed with

double-handed they
strike in initiative £
order, resorting to a
dice roll if troops so armed
have equal initiative (pause for
breath). So far so good!
Magical weapons of specialised types
(spears, halberds, flails, lances, etc) ignore all

the rules governing normal weapons of that type. The
rules on the card apply instead. These almost always
incorporate the general weapon rule for that type
although in some instances bonuses may be different to
a normal weapon, eg the Star Lance is +3 Strength on
charging not +2. The rules on the card are considered
to be part of the special rules for that item even where
these are the same as a normal weapon of that type. The
rules are included on the card so that all of the
weapon’s qualities can be conveniently considered
together without having to worry whether some apply
or not in particular circumstances. For example, a
character with the Star Blade lance charges a character
with the Sword of Destruction.

Does the Star Blade Lance count as an ordinary lance?
No - the lance simply can’t be used.

All magic items which entitle the wielder to strike first
take priority over the normal strike order — over
chargers and initiative order. So, in the case of Goblins
with double-handed weapons and the Bad Moon
Banner they do strike first. In the case of a character
with the Helm of Many Eyes and a normal double-
handed weapon he does strike first.

Where magic items entitle both sides to strike first then
the card usually includes a note to the effect that the
highest initiative takes priority, resorting to a dice roll
where this is equal. Consider this as a general rule in
such cases.
SOME ADVANCED
MAGIC RULES

A few of the players asked were keen to explain their
ideas for cutting down the number of magic items
allowed to the armies by the rules. This is difficult to do
neatly because the numbers are enshrined in every
Warhammer Armies book, the magic system, and so on.
On the other hand there’s nothing to stop players
limiting the number of magic items available should
they so wish. Unfortunately, many players obviously feel
‘obliged’ to tool up their characters on the grounds that

their opponent is bound to do the same. Why players
can’t come to a gentlemanly agreement about this sort
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of thing over a pie and a pint I shall
never know. However, players who
5% are determined to play with less
magic in a controlled, official,
properly regulated, EEC approved
way, with government health warnings
and all, might like to try out the various rules that follow.
These ideas come from different players, so they are not
necessarily compatible, but I've included them all the
same.
One Item Rule. No character can have more than a
single magic item. A unit can have either a magic
banner (if permitted) or its champion can have a magic
item, but not both.

This is a pleasantly brutal rule that cuts the number of
magic items available at a single stroke! The big
advantage here is that is removes the more dangerous
and controversial combinations of magic items...
because you never get combinations of magic items!

2Veto Rule. A few players were vehemently keen to see
the end to certain specific magic items (Black Gem of
Gnar, Heart of Woe, etc). There is nothing wrong with
these items (says he unflinchingly) only that they tend to
appear over and over again and make the game
predictable. When Jervis Johnson ran a recent
Warhammer tournament he allowed players to remove
magic items from the opposing army at the start of the
game. A slightly modified version of this rule is given
here.

Veto Rule. At the start of the game each player lays out
his Magic Item cards. You can ‘veto’ up to 2 of your
opponent’s items. Vetoed items are removed and are not
used in the game. The first item you veto will cost you 1
Victory Point (your opponent starts the game with a 1
point advantage) the second item will cost you 2 Victory
Points. If you veto 2 items your opponent will therefore
start the game with 3 Victory Points.

Dangerously Free-Thinking Radical Rule. This is
Sstrictly for players with a sense of humour. Remove
all the magic items worth more than 50 points and all the
race specific items from the deck. Shuffle and randomly
deal 3 cards to each side — hard not to look I know, but
it is possible! Unthinkable heresy for all you hard-nosed,
competitive types... but very entertaining for dangerous
free-thinking radicals. Adjust number of cards to suit
tastes if you’'re feeling especially independently minded.
Add the magic cards for the races which are fighting if
you’re in a revolutionary mood.

DFTR Rule. Choose armies without magic items.
Randomly deal 3 non-race specific cards of 50pts or less
to each player at the start of the game.

1 in 500 Rule. This limits the number of magic items
bl{t not their value, and it doesn’t stop you
combining several weapons onto the same character. Of

course you could also
place a points limit and
restrict characters to 1 item
too! If you've really got it in
for magic items you could
go for the 1 in 1000 Rule.

1 in 500 Rule. You are allowed a maximum of 1 magic
item for each 500 points in your army.

Magic Per Level Rule. This is a rule we’re trying out

for potential inclusion in a future version of the
Warhammer Game (Warbammer the Next Generation
kind of thing). The idea is to limit the points value of
magic items available for different levels of characters
aswell as the number of items each character can have.
Under the rule the combined cost of all a character’s
magic items must not exceed the totals shown below.
This reduces the value of magic held by lowly characters,
and cuts down the combinations of powerful items.
Where units are permitted magic standards these are
limited to 50 points.

"™ MAGIC ITEMS PER
LEVEL TABLE

Character Nuomber Total Cost |
of Items Limit

~ Champion 25 pt i

Hero 2 75 pt |

Lord 3 125 pt !

E Wizard 1 0pt
Wizard Champ 2 75 pt

Master Wizard 3 100 pt |
Wizard Lord 4 150 pt
Unit Standard 1 50 pt
/_\rm_y Standard e 1 Unli_mi_tcf:l_

KNIGHTLY VIRTUES/
DAEMON REWARDS

In Warhammer Tournaments we’ve organised at GW
these have counted as magic items for purposes of
vetoes. Whether they should be subject to additional
limitations if the one item or magic per level rules are
used is a moot point. We'll let you know on that one (if
you don’t let us know first that is). The current head-
count is in favour of letting these stand as they are for
now. Not often that the Bretonnians collude with the
Dark Gods of Chaos is it? Sounds like corruption in high
places to me. Nigel Stillman... Bretonnians, Tuomas
Pirinen... Chaos. See what I mean! I of course have a
High EIf army and am above this kind of petty
squabbling... Oh no you’re not... Oh yes I am... no you’re
not... yes I am... no you're not... yes I am... not...am...not...

S



1 also
it and
1 item
jotitin
. could
ule.

magic

ng out
of the
wation
alue of
racters
a have.
-acter’s
below.
racters,
items.
2se are

at GW
oses of
ditional
iles are
one (if
it head-
are for
sith the
in high
Tuomas
have a
f petty

0 you're

_;J-__

RHAMMER |

W

=

A -

RHAMME

——

e —————, .

To— i

x

Some common queries promptly
¥ rounded up and dispatched...

I have the Executioner’s Axe
(always strikes last) and Helm of
Many Eyes (always strikes first).
When do I strike?

Classic contradiction! The rule is
that the two magics are of equal
and opposite potency so sometimes
one will win out and sometimes the
other. So, roll a dice at the start of
each combat round 1-3 you strike
last, 4-6 you strike first.

A

If I double my attacks (eg frenzy, Spider

Banner, Skavenbrew) what happens if I double
them again. Can I double a double? If I have
frenzy and Spider banner do I quadruple my
attacks?

No you can’t double a
double using magic,
spells, frenzy or
anything. The best
you can getis a
straight double. :
Anything on top of _

that has no effect.

Can I distribute hits from a Hydra Sword
amongst several models or do all the hits have to

ih? on one model?

Iff“'a weapon multiplies hits then a single hit struck

4R _against a specific model becomes a multiple of hits

O PO

“against the same model. If you have several attacks

You can split these between any targets in base
contact, so you could inflict one or more hits on
several targets before multiplying up each hit.

Is a shot from a Skaven Warpstone Jezzail
considered to be magical?

Yes it is. The same goes for all the Skaven warpstone
weaponry including jezzails, warpfire thrower,
assassin weeping blades, warplock pistol, poison
wind globes, plague censers, and warp lightning
Jrom a Doomwheel.

Do I really have to take a Potion of Strength at
the start of my own turn? Can I not take it at the

Szl;t of either player’s turn, the start of combat,
etc?

Yes you really have to use it at the start of your own
turn and not at any other time — not in the middle of
haftd-to-hand combat as players often do! At 10
Points it’s excellent value but the downside is you
have to commit to using it at the start of your turn,
Wwhich can mean you waste it (if you charge and your
OPponent flees for.example).

Q
A

Q

A

T use the Black Gem of Gnar to pin an enemy
champion or another model in a unit. Can the rest
of the unit move or is it locked in place because the
champion cannot move.

Once you use the Black Gem, the affected models are X

effectively removed from the game and are ignored.
You might wish to literally remove them whilst the
effect lasts — it makes no difference. The rest of a unit
is free to move and fight normally. In the case of a
champion or a trooper from a unit, this can mean he is
stranded from his unit when the effect of the Black
Gem wears off. Treat the model as a single character,
but you must attempt to re-unite him with his unit if
possible. He is ignored for calculating Victory Points —
if the rest of his unit is
destroyed the entire unit is
deemed destroyed for
purposes of Victory Points.

Isit
mandatory
to drink at
least six
pints of ale
of a friday
evening?
Only if both
players
agree.
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yommerz-was most definitely a game born out of
inspiration — a bizarre mix of miniatures, an Epic
40,000 scenario and watching too many war movies
like 633 Squadron and the Dambusters. Ever since |
painted up a few Fighta-Bommerz for my Epic 40,000
Orks I'd taken an inexplicable liking to them, and the
Sulphur River scenario in Epic 40,000 mentions Fighta-
Bommerz bombing strategic bridges spanning
Desolation Valley on Rynns World. Couple this with war
stories about pilots braving flak batteries, enemy
interceptors and all sorts of other dangers to strike at
some vital target and you've got Bommerz over da
Sulphur River.

Sadly, good ideas are always a lot easier to come up
with than ways to apply them. Nonetheless | liked this
Particular. one enough to keep rolling it around in my
head until one fateful night | had some practical
inspiration and set to with paper and pencil crayons to
Create a board and some counters, |-wanted to keep
the game simple and fast moving so that you could play
two or three times in quick succession, representing
several Bommer strikes and letting the players swap
Sides if they wanted to. | also needed to give the
Bommer pilots some tactics to decide between. rather
than simply having them chugging up the valley.

: . The best idea | could think.of was to make it how fast
$9.95 e Bommerz moved. The faster they went the harder
$4.95 it would be for them to hit the bridges with their bombs,

but in that case why should they bother going fast at

4w

~ over da Sulplulr River

by Andy Chambers

Waaagh! Dakka! Dakka! Dakka! is the only possible way to start
this article. ‘Bommerz’ is our exciting new game of Orky
bombing runs against the Imperial bridges on the Sulphur River.
Skwadrun Leeder Chambers will be your guide for this look at
the new game and its development...

all? So the flak batteries protecting the bridges wouldn’t
shoot them down of course! Since the Orks’ aircraft
would-be unpredictable beasts it seemed appropriate
to let each plane roll two dice and then choose one of
them for its speed. That way a lucky pilot would get a
low roll and a
high one on his
two dice (say 3
and 5 for
example) so he
would have a
choice of going
slow or fast. An
unlucky pilot can
roll a double and
be carried along
exactly as Gork
and Mork
desire.

f The game mcluder
M * 2 Imperial Thunderbolt

Interceptors

Naturally  the
Impenial player
defending the
bridges would
need more to do
than just sit {48 Dice

around waiting » 6 Damage counters
for Ork bombs to » 12 Defence counters
start falling. So * Full colour

the Imperials got 3-plece game board

a number of

q « 4 Ork Fighta-Bommerz




BOMMERZ OUER D

extra flak batteries to position along the valley. To

. make sure the Bommerz couldn’t simply speed
B past these extra batteries | also added in some
¥ rock spires and defence lasers which they would

I have to dodge past (they need to be moving slower
to have a good chance of avoiding damage). At the
start of the game the Imperial player draws a random
selection of counters marked with these
unpleasant surprises and places them faced
down on the board wherever he thinks they

will do the most harm to the Bommerz.

The first few games showed that the
Imperial player still didn’t have enough to
do in his turn so | also added two
Thunderbolt Interceptors into the mix of
Defence counters he draws from. The
Thunderbolts move in the same way as

the Bommerz and can dogfight

up. Having mobile
defenders has
rounded things

out nicely

A SULPHUR AIVER

and made the game a lot tenser for both players. Since
then I've played lots more games of Bommerz and
managed to resist the urge to tweak it very much
because I'm rather pleased with it. It's dangerous work
for the Orks but the Imperials have to be careful about
siting their defences to stave off the successive waves
of Fighta-Bommerz.

The marvellous 40K-scale Fighta-Bommerz built for the
Battle of Big Toof River led on to the idea of doing a big-
scale participaton game of Bommerz at the
Warhammer Open Day. That was great fun and we may
well take it along to Games Day later in the year.




——

Jim Butler and Torben
Schnoor battle it out over
Sulphur River.
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Starting this issue!

| E_phrael stern. sister of battle

)

Plus!
I i 3
I| The dead await us
lj X The spaceship graveyard

Gargant attack!

*THEY'RE BACK...

I Gau

- from Bloodguest,

whne Ghe
Lyl Fly ﬁ,'?y.ﬂg

This month's action packed Warhammer Monthly
sees the start of Kev Walker's awesome new
comic strip — Daemonifuge. Inquisitor Silas Hand!
is called to investigate dark and sinister events at
the Convent Sanctorum. There he meets a battle
sister seemingly corrupted by the taint of Chaos, *
locked away for years in a cell, the
walls covered in her insane, some
say daemonic, scribbling. She is
Ephrael Stern, Sister of Battle.

Plus more mayhem and violence

Titan and
The-Curse
of Dubois.




W MUTIE ATTACK!

A Battle Report by Gav Thorpe and Paul Muller

his month we dragged together the two creators of Digganob, Gav Thorpe, who

penned the rules, and Paul Muller, sculptor of both the Diggas and the Muties,
1o fight a battle between Paul’s own Diggamob, Da Mashers and Gav’s Muties, the
Brethren of Magod.

Paul Muller: O AN L —
. [Foe o = v 7 |
Da Mashers -1 = =
7 Masher (o) 444531417!(!!::\0!%“%%1&&4 B[- A|40 (1} 4 |Kockbek | & | B 3
After a quick warm-up against Adrian e ) 1455 [ (3|18 1| [sogs, ok Kt ool -[s]df1]s v [s |
Wood’s Morkas, Fat Bloke deemed my Wlwein  [4]3)35]s)1]s|i 7 [son e v owld -|s|o]1]e e
ﬂedgling gang ready to face the might of the kO [4]3]3|3)3]1]3]1|7 |owe ke Tk Som e |2 B4 |30 |1 6 |2
' Muties. I had my reservations. After all, my FRPPTR Y Y Y Y X U Y Y Y e P AN T
' opponent was to be Gav Thorpe, author of PP UYL P P Y P Py Paset s P 1O Y Y 1
: Paul Muller  13;,00an0b, This might put him at a slight
(Digganob) advantage! : bt Ve 04 (2 (2 €[ 1 {2 {1 {7 {ooun 06 s |8 2[4 (3]0 |1 ] % 5 |4
Varvea (oof) le{2 (31311 |2 (17 [Pudebas 6 —[3 3|01 |4 3 ¢
Having never played against a Mutie gang before, they
were something of a unknown quantity to me in gaming = :
terms. This much I did know — they’re fast and they have 5~ E
funky weapons. : it w0 [ _ |
B o 5| 8 Trer =
3|8 Wheel/Track o ¥ Engines. l
DA\’ OF THE BATTLE UEHICLE TVPE: Tnik NAME: P Tnkk costs 2 (RHED DEAPON TVPE: GURNES;
= |E pERG : e T e ==
il 4 We were playing a straight forward ‘“We Woz *Ere Furst’ AR e T R TS B
/ scenario. I organised my trukks, bearing in mind that my 2|7 | e 5|8 e FUSTIRIGES CLBSIS 100 PR Shmases
' Digganob and Burt the yoof could prove 2 8L Wewk  felv | e
temperamental due to headwounds. My — - I -
plan? Grab the loot, he—
get the hell
out!

17 Paul’s mob, Da Mashers




MUTIE RAIDERS

Cursed and twisted by the billowing gases and pall of radiation that spread across the
desert after the space bulk crashed, the Muties have come to loathe the greenskins and
the Diggas who mimic them. They quest out from the deepest desert in their boly war
against the Orks, and in their eternal search for the technology of their ancestors.

Muties don’t bave vebicles at all and instead bave vicious scaly beasts, which carry
them vast distances across the desert. In baitle, the Muties are fast and
manoeuvrable, attacking isolated pockets of the &

enemy and annibilating them completely.
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Of the three new
Oddmobs in
Digganob, I think
the Muties are my
favourites. The idea
that outwardly they
are the most
repellent inhabitants
of Angelis, whilst inwardly they are the
most noble and human, gives them a
very deep character with lots of
opportunity for exploitation and
expansion. Not only that, but their
totally unique character (having no
vehicles at all, for example) means that
they play very differently on the
battlefield. Small wonder, then, that I
was keen to show off their prowess in a
White Dwarf battle report...

Gay Thorpe
(Mutie Seeker)

A Mutie mob will never rival the size of
the other mob types, they simply cost
too many teef each. It’s very tempting,
when you’re starting a Mutie raiding
party, to go overboard on getting lots of
snazzy weapons, armour and grenades.
It’s not all that difficult to spend your
100 teef on the minimum of three
warriors. This can be a bit of a gamble —
if you lose one of your warriors, the
amount of your lost investment may
prove unrecoverable. Also, by only
having a really small raiding party, you
maximise the enemy’s advantage of
numbers and you will find it difficult to
fight with flexibility on the battlefield.
For these reasons, I wanted to get four
or even five Muties in my mob.

As I was using miniatures painted by the
Eavy Metal team (Neil Green to be
Precise), choosing the warriors of my
Taiding party was a straightforward
matter of picking out some models from

the Studio’s collection. Luckily for me,
and other would-be Mutie players, Paul
Muller has done a great job giving the
models feasible combinations of
weapons — he was about to find out just
how good, with any luck! You can see
my choices on the Mutie mob roster.
The mix of long ranged guns and close
combat weapons should give me a fair
chance against any enemy, whatever
scenario we ended up playing. The
names were taken from the list of
examples I gave in Digganob.

THE PLAN

After rolling on the Muties Scenario
Table, I had a choice of picking from a
selection of different scenarios,
including Da Trap and Convoy which
allow the Muties to surprise the enemy
and grab their scrap. However, I decided
to keep things simple and opted for We

Gav Thorpe: The Brethren of Magod

Gav’s gang, the Brethren of Magod

Woz ’Ere Furst! Which would pitch my
Muties and Paul’s Diggas into a bitter
fight over scattered piles of scrap. Right
from the start I decided that I couldn’t
match the numbers of the Diggas and
that running around trying to pick up
scrap would leave me exposed and out
of position — far better to give Paul’s
mob a thorough kicking and then pick
up the abandoned scrap when he bottled
out... I deployed after Paul had set up
his mob, opting to put my Seeker (with
his powerful jezail) and the Snaga (with
the caliver) opposite his mob. They
would take some long range shots at his
trukks, with the hope that they could do
some damage, or even destroy or
immobilise them. The other raiders were
set up ready to gallop towards the
central tower to take advantage of the
cover it offered and to stop the Diggas
getting all of the scrap too easily.
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MUTIE ATTACK!

WE WOZ *ERE FURST

DIGGA TURN |

The Diggas raced forward in the
their trukks. As they passed one
of the scrap counters, Neville the
Digga Shaman leapt from the
back to grab it, while the trukk
waited for him to board next turn.
The other trukk sped forwards,
churning up the sand with its tyres. As
the trukk thrusted past the ruined tower,
Vince, one of the Digga-Boys, leapt
nimbly from the back, grabbing the
scrap and continuing his run to hide

amongst the rocks. Steadying his

kannon against the hull of his trukk, the
Digganob fired at the distant Snaga,
getting a lucky hit. The solid shell
slammed into the Mutie, inflicting a
wound, which punched through the
Snaga’s armour. Fortunately for the
Mutie, the force of the hit must have
been reduced at such extreme range, as
it only inflicted a Flesh Wound. With
that singlé shot ringing out, the Diggas’
turn ended.

MUTIE TURN I

Seeing their hated enemies, the Muties
shouted their battle cry and spurred their

ghastly mounts forward, kicking up a
cloud of dust. The degenerate traitors of
the Pyramids could not be allowed to
roam unhindered across the Muties’
domains. Punishment must be exacted!

The Mutie Seeker, Resenter Oviron, and
the wounded Snaga moved forward
slowly, tracking the approaching Trukks
with their weapons. To their left, the
Unks and Keeper galloped forward,
heading for the Digga-Boy who had
leapt from the cover of his vehicle to
skulk behind the rocks. Oviron set his
jezail to maximum power and pulled the
trigger. With a gout of vented steam, the
ancient weapon misfired! Luckily, Gav
passed the required ammo roll and no
further harm was done, though the
Seeker would have to wait a turn before
firing again, as the plasma chamber of
his jezail recharged.

Vaxillus, the Snaga, returned fire at the
Digganob’s trukk, getting one
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shot from his caliver. The beam
of energy sliced towards the
trukk’s wheels, but failed to

AAA

As their trukk bounced and
leapt over the undulating
desert, the Diggas scannéd the
horizon for signs of scrap fo
scavenge. Their Digganob,
The Masher, stood up in the

against the glare of the blazing
| twin suns. “Keep watch, Boyz,
W dis is Mutie country...” The
i shifted  nervously,

[front seat, shielding his eyes
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dismay, the Snaga realised that
the weapon’s power cell had been
drained dry by the first shot, and
he was out of ammunition for the
rest of the battle! Protector
Ignatious levelled his arqueba at
the approaching trukk and let rip.
As the arqueba loosed a bolt of
ravening energy towards the
target, a sudden malfunction detonated
the power feeds, causing the gun to
blow up in his hands and inflicting a
flesh wound on the Seeker! The shot
impacted on the trukk’s engines, causing
the outright strut to snap, immobilising
the vehicle — so the turn was not a
complete disaster.

Limoriah the Unk shot his caliver at the
Digga-Boy amongst the rocks, hitting
him with a single shot. Vince was
punched off his feet by the blast — going
down and dropping the scrap he was
carrying. Like Vaxillus’s caliver, the
Unk’s weapon had also run out of ammo
with that one shot. Gav began to muse

AMMO ROLLS

The Seecker's gun blowing up was
totally unnecessary! A Seeker is
allowed to ignore the first failed
ammo roll he makes (which would
have stopped me having to roll to
see if the arqueba blew up) but I
forgot about this at the time. Doh!

GAUS RAIDING PARTY Da Bal’ﬂt Map PAUL’S MOB - DA MASHERS
BRETHREN OF MAGOD e e 71
a
Seeker S ﬁ' AAAAAAAAAAS \AAAAAAAAAAS ':E)- driven by Dennis
naga P b S i E 5
Resenter ; ; :
, Vaxillus . \ : <
Oviron f ‘The Masher’
‘ Tl | "' s driven by Dirk
Keeper e - “ '
Unk . - i
Protector a . ~—r P Digganob Burt
Ignatious ot g ] @ paNasher Weepyun
- -
L Shamen
Unk [\ 3 ® Neville fince
Buthus . Scedn . : @ Derek Verrvea
’ : cause any damage. With a look of
-
-
-4

gripping their weapons tight |
and peering into the distance
for signs of attack. The
glimmer of sun on metal
sparkled over a dune, and the
nwob headed for it, eager for
the Ioot. Just as they crested
another dune, the wind carried
a haunting, wordless noise that
struck fear into the Diggas’ |
hearts - a Viutie hunting cry!
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between the Digganob and
injured Digga-Boy,
swinging his demilune in
gleaming arcs  while
Limoriah drew his glaive
and charged the Digga

Knives are not the best
weapon to use against an
enemy on a trukk, but
Vaxillus managed to cause a
flesh wound on the Digga-
Yoof who was fending off
the attacking Mutie. Oviron

driver who had dismounted.-
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ith a look B .’ far;ld even lliett:ﬁ in his duel
1th a look of Lo with Neville the Shaman,
calisod Gl AMAAAMAAAMAAAAAARL (oI ith Nevile the Shaman,
‘ell had been 7 . . : ; blow that sent the Shaman
est shot, and whether some kind of battery-eating Every weapon is levelled at ti‘te closing muties toppling from the trukk to
iition for the virus had broken out amongst the (Paul also helps out by shooting Gav). the desert floor.
! Protector raiding party’s equipment. After one o ) ) .
5 arqueba at round of shooting, the Muties had two Qnmac1ng Wlth pain, V_1nce P“_S!led The Diggas made good use of the cover
¢ and let rip, weapons out of ammo, one blown up ~ himself up info a knecling position. afforded by the rocks. Attacking with
2d a bolt of and another recharging after a misfired Don’t worry boss, I'll be alright” he  his demilune, Buthus swept the blade of
owards the shot! It would be down to the vicious promised through gritted teef. his weapon across Vince’s chest,
m detonated huck and slash of close combat to decide sending him tumbling to the ground
the gun to this fight, which suited the Muties just MUTIE TU RN 2 again. However, before the Unk could
;1'nf’}11;:t1ng a e Oviron drew his glaive from its
! The sig] S scabbard and held it over his
i DIGGA TURN 2 head. Bringing the saw-toothed

was not i The Muties were almost upon the  Weapon down in a swinging arc,

saliver at the

<

scks, hitting Masher. Every weapon was levelled at  taking their riders into a vicious :
Vince was the closing Muties, ready to unleash a melee. > 1

?::St n eg(z:;ﬁ devastating volley of fire. Without exception, the entire : <
’carl)iver the Bundling his scrap into the trukk, the Mutie raiding party charged! The  |p <
out of amy Shaman boarded the Masher and  Seeker and Snaga rode up ; -
: i longside the mobile trukk — | /4

gan o muse shout_ed for the driver to get going. As along o | Al
the Diggas on board prepared to fire, the ~ hacking away at the crew with : <

lrukk thrusted towards the Muties,  their weapons. Amongst the |y o |

LS bringing the crew into point-blank rocks, the Unks drove their |p- <
1g up was finge. The other Diggas followed ; | :
Seeker is their Nob out of the back of their > <
first failed immobilised trukk and into the rocks, e st <
lich would grabbing what scrap they could on the :
- to roll to Way. Vince crawled slowly away. = =

up) but I from the Muties, collapsing in a
ne. Doh! panting heap next to his leader.

ms tight

Diggas, fiercely brandishing their
weapons and shouting defiantly. “Give
‘em everyfing you’'ve got!” ordered Da

With a thunderous roar, the Diggas
Opened fire. The combined volley of
blunderbuss, shoota and slugga-fire
drove back one of the Unks and

distance Wounded the Seeker, knocking him
k. The ffom the saddle. Pulling a krak
n metal stikkbomb from his belt, Da Masher
and the shouted out, “Swallow this!” and

ager for
7 crested
4 carried
wise that.

Pro{nptly flung the bomb directly
E)ehmd_him, where it landed in the
*and, hissing dangerously — if anyone
“pproached to close to the misfiring

he signalled the charge and urged
his steed forward. As one, the
Mutie beasts leapt forwards,

Dtgga?" ::_gdigoénb, there was a chance it & Mpes e ra Bt HE L
g cry i H L =
2 e ctonate in their face! The whole Diggamob gathers its firepower to blast the Muties, but only manage to

LA

down the Keeper and push back the Unks!




numerous gashes and cuts across the
Digganob’s chest. As Da Masher
dropped his axe and fell to his knees,
Buthus brought his demilune around in
a wide arc that sent the Digganob

sprawling, spilling blood

— there was no way he
could outdistance them on
foot and he only had one of
his trukks left mobile.
Instead, he launched an all-

lurking behind the rocks. Fortunately,
the unnatural toughness of the Unk
saved him from injury.

DIGGA TURN 3

The Muties were in amongst the
Diggamob now, whopping and
shouting, swinging their arcane
weapons around their heads. Seeing that
escape was impossible, the Diggas
threw themselves at their enemies, their
faces twisted in bestial snarls, their
weapons glinting in the bright light of
the morning suns. Paul quickly came to
the conclusion that trying to get away
from the Muties now would be hopeless

When his Yoof takes down Gav’s
Snaga, Paul breaks into a song and
dance routine.

out attack, hoping that he could settle
the matter once and for all!

The two Digga-Yoofs and the driver of
the trukk that had been attacked leapt
out, trying to pull the Snaga from his
mount and bludgeon him to death.
Picking his way through the swirling
combat, the driver of the Masher
grabbed some of the unheeded scrap
before loosing off a shot at the Mutie
Keeper who was ftrying to get away
across the scorching sands. He emptied
the last of his shoota’s clip into the
downed Mutie, without any particularly
useful effect, other than to vent some of
his frustration...

Incensed by the injury caused against
him by the Snaga, Burt Weedyun the
Digga-Yoof hurled himself at his
enemy, smashing him to the ground
with a flurry of wild blows from his
club (he hit the Mutie no less than
seven times!). Unable to protect
himself, the Snaga curled into a ball
and was promptly beaten unconscious
by the angry Diggas. Limoriah urged
his mount to leap over the intervening
rocks between him and his prey. The
startled Digga was too slow to stop the
powerful Unk smashing him aside with
his glaive, the whirling teeth of the
weapon ripping through his flesh and
causing him to faint. Da Masher
gripped his axe tightly and swung at the
Unk attacking him. However, the
skilled Mutie easily moved aside from
the blow and replied with a storm of
attacks from his demilune, opening up

TYVVVYTVY into the dry sands.
\4
E A2 Yy Clutching the jagged
= wound in his side,
Q P ssown<d | Neville propped himself
< 1 up against the wheel of
- <4 | the stationary trukk,
E : trying to ignore the pain.
- With a rattling breath, he
w > | 4| fell unconscious from
- & S| blood loss, sliding
b= = ' = | sideways onto the ground
= NiEE ;“;““;;“hm““‘g“: : in a small plume of
E : 4 : rippling dust.
finish off the unfortunate warrior, the : m: =
Dlggancabtwlas én hblls way. IgathMasgei > : MUTIE TURN 3
managed to land a blow on Buthus, bu .
the Unk’s thick skin and solid muscles P um «| Although things seemed
A . _ L > | to be going well for the
proved impervious to harm. Limoriah B Shox o |\ futies. two of their five
was also caught off guard as he tried to AEED warrior’s were casualties
hack with his glaive at the Digga driver E’EEJ A AbbA 1o which meant that Gav

had to take a Bottle test.
One unlucky dice roll, and the battle
would be over... Unfortunately for Paul,
Gav managed to pass his Bottle test and
keep the Mutie raiders in the fight. The
Muties pressed home their attack,
engaging the Diggas in close combat
where they could. Seeker Oviron steered
his mount around the back of the
abandoned trukk and rode into the midst
of the Diggas hunched over the
unconscious Paxillus. Limoriah, his
glaive dripping with Digga blood,
spurred his mount forward into the other
Digga driver who had foolishly left the
protection of his trukk. Holding his
demilune low, Buthus ran down the
Digga-Boy who was crawling away
through the rocks, finishing him off with
a sweep of the long blade.

Despite having the advantage of the
charge, Limoriah only managed to land
a single blow upon his adversary, and
that was insufficient to cause any harm.
Resenter Oviron’s attack was more
devastating, his glaive carving apart the
Digga with a whirl of lacerating blows.
Away from the main fight, Protector
Ignatious recovered his senses and
remounted his steed, ready to attack
once more.

Seeing the Muties running riot
everywhere, the few remaining Diggas
opted to flee while they could. Paul
decided that discretion was the better
part of valour and voluntarily bottled
out before he lost anyone else — and who
could blame him?
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RETRIBUTION!

So a great victory over the treacherous
Diggas marks Resenter Oviron’s first
pattle during his sacred Quest. All-in-all
it turned out to be a very rewarding
battle for my fledgling raiding party. As
you can see from the modified roster, all
my warriors except the Keeper (who
was down for most of the short battle)
earned at least one advance. Most
notably, it shows you just how useful
getting into close combat is — with
multiple chances to inflict wounds, you
can really rack up a large experience
bonus. After generating my income and
trading in my five scrap counters, I
ended up with a profit of 8 teef. I could
start saving for another warrior, but five
seem to be enough for now, so I decided
to spend it on upgrading my weapons.
Buthus was turning into a real monster
(with his ordinary Toughness of 4 and 3
wounds!), so I tried to get his demilune
improved. Rather than going to

- (P e o Vg WD )
Mektown, the Muties [ gy | el
take their weapons to the [ i Se— I — ]
ancient artisans and ask o i bren et | 4 8 |- 4|40 [ 1] 4 |cossee| 3 [ F
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upgrade, this cost me D6 € B[4 ~|4]2]1 |4 jumal & |Z |
teef, which came up as a e AR TIPRE
total of 5  teef. iy dr
Unfortunately, I then

proceeded to toll a 1 on

the Upgrade table, which

meant the job had been

bungled and the

Tonu romurs cost | 100

demilune was useless for

the next battle while it
was being repaired. Ho
hum! I spent another 3 teef on a new
demilune for Buthus, and that was it
(when his own demilune comes back,
I'll have a spare one in my stash to give
to any new member I recruit).

Looking at the battle, it could have gone
either way. After such appaling luck in
my first round of firing, I thought I
would just get blown away! Luckily,
Paul’s return fire wasn’t as devastating
as it should have been, only taking down
my Seeker with his first full volley.
After that, it came down to a lot of
combats and hoping for good dice rolls.
Paul’s Diggas were well placed to
accept my charge (the benefits of having
a defended obstacle offsetting my
charge bonus), and it was only a little
bad luck on his part that stopped him
wounding at least one of my Unks
(thank Magod for Toughness 4!). Once
the combats were started, it was just a
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question of who would Bottle first. I
really thought it would be me that ran
away — after all, that’s usually what
happens to me in battle reports.

Paul did well, I thought, especially since
this was only his second game of
Gorkamorka. What really came across
was that he cared very much about his
fighters being injured. This wasn’t
because he was particularly scared of
losing or anything, it was just that if a
model went down, he would have to lay
down his lavishly, painstakingly painted
miniatures and risk scraping them
across the rough, sand-covered table...

Anyway, enough waffle, time to
compose the saga of my first epic
victory; to chant around the campfire
while we taunt our two captive Diggas
before sacrificing them to the great
Magod...

ITER PART OF UALOUR
Not exactly the result I was after. Still, it
was good fun (Da Mashers themselves
might disagree!) At the start, things
Were very promising. The Muties’ long
range weapons had more or less all
malfunctioned or jammed and my
Digganob had managed to floor the
Keeper. On the downside, one of my

DA BE]

trukks had been immobilised. As I'd
planned to get my Boys and scrap back
to the trukks and drive for it, this
presented problems. At this point the
game seemed to go into Gav’s favour.

As the Muties charged, the Mashers
gripped their weapons and prepared for
the worst. But in the combat that
followed the Diggas actually performed
quite well. Da Masher himself went
down (as usual), but

round of hand-to-hand combat. Da
Mashers, unsurprisingly, decided
enough was enough and ran for it,
having taken their first serious beating —
ouch! With two valuable Boys captured,
Da Mashers are in serious trouble.

Will they attempt a rescue? Yes! Well,
maybe after we get a few more Boyz
together...
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Mortals beware, Jor the most terrible Champions of Chaos bave ventured forth
intent on the destruction of those daring to stand against their dark masters...

month we released Champions of Chaos, which chronicled the most powerful
chaos Champions. This month we introduce two of these disciples of doom: Archaon
Lord of Chaos Undivided, and Kbazrak the One-Eye and bis buge Chaos Hound,
Redmaw. Redmaw is not alone bowever, as the bideous Chaos Hound packs bave
also emerged from the Chaos Wastes, bungry for blood.

ARCHAON, LORD OF CHAOS UNDIVIDED

Archaon is leader of the Swords of Chaos, the most powerful Chaos
Warrior warband to scour the Northern Wastes. He carries the Mark of
the Chosen One, setting him apart as the chosen champion of Chaos
Undivided

Tirelessly challenging those unfortunate warbands he crosses, Archaon
wields the most potent of magic items: the Eye of Sheerian, the Armour
of Morkar and the Slayer of Kings. Pray to whatever gods you hold dear
that you don’t cross his path.

KHAZRAK THE ONE-EYE
& REDMAW

Khazrak is the Beastlord of Drakwald Forest
and is one of the most fearsome in history.

He is an expert at raising Chaos Hounds,
4 and the gigantic Redmaw fights at his
i2¥ side. Khazrak wields the dreadful
barbed lash, Scourge,
which is capable of
flaying great
chunks of flesh
from the bones
of even the hardiest
opponents.

CHAOS HOUNDS

Hounds of Chaos are wolflike creatures who are marked with hideous
mutations such as two or even three heads, horns, long tusks, scorpion tails
and other such dreadful aberrations. Both Beastmen and Chaos Marauders
raise these savage canines for war.
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l’ve always enjoyed using the Imperial
Guard on the battlefield. It has
something to do with the diet of Battle
comics and old war movies that | grew up
with. Besides, when the new Imperial Guard
models came out | knew | just had to get them.

The Imperial Guard are always more of a challenge to
play compared to other Imperial troops such as the mighty
Space Marines. The poor old guardsman is truly the
unsung hero of the Imperium. To be fair, you cannot
expect a great deal from a guardsman: he doesn’t have
the unshakeable faith of a Space Marine, he carries a
flashlight for a weapon and virtually everything he faces
has better weapons or is tougher. However if that
guardsman brings along a few of his mates, adds some
tanks for support, bolsters his morale with grim faced
Commissars and courageous Imperial Officers, he
becomes very deadly indeed.

1

Nick Davis

Playing on your Weaknesses

The biggest problem for the Guard is their lowly strategy
rating of 2. | think only Tyranids set up before them. This
means all the rest of the 40K races set up last and usually
go first, leaving you helpless for a turn except to react to
enemy fire. To minimise casualties you can set up your
troops behind cover and they can begin the game in
hiding if you wish. You should also keep your troops within
12" of their respective command sections. I've found that
if you set up in the centre of your table edge and don't try
to cover every inch of the table, your opponent will mirror
your set up the majority of the time. If you keep your
vehicles off the table edge for a turn, not only do you
protect them from fire, but you can make full use of the

_ A M| ME R
TACTIC zInImuAus

This month is a bit of a cracker if you're an Imperial Guard Colonel, what with the
release of all those lovely heavy weapons, the Sentinel and the Command Tower. Weli
we’re not the sort of blokes to let up on a good thing, so here is veteran Imperial Guard
commander Nick Davies, with his view on how to get the best from your Guardsmen.

Preliminary Barrage rule. The Preliminary Barrage is the
strongest weapon you have against other armies’ speed.
Target the largest concentration of troops within your
command section’s line of sight and place all your
barrages in the same place. This will maximise your
chances of hitting and if you’re lucky you can ruin your
opponent’s plans before he even starts.

“What about those lasguns?” | hear you ask — well 'm the
first to say that they are not the greatest weapon in the
40K universe. There are times when you will feel that your
troops would be more effective with popguns and you will
envy the easy stopping power of the bolter, but the lasgun
is not the worst weapon you could have. | always choose
a platoon of men (that’s about thirty to thirty-five men) for
the core of my army. This core always concentrates its fire
on one threatening squad or character. They will all fire on
that target until it is dead and only then do | pick another
target. However much the humble lasgun is scoffed at by
your opponent, point twenty or thirty lasguns at his prize
squad or character, and he soon changes his mind.

As for close assaults, the Imperial Guard are not all that
bad. They can certainly give Orks Boyz and Eldar
Guardians a run for their money, although against heavily
armoured targets such as Space Marines and Aspect
Warriors it's best to give ground and fire your guns at
them. If all else fails, place your troops on Overwatch and
your opponent may think twice before assaulting you. You
can also fight fire with fire by bringing along your own
combat specialists. Rough Riders excel at assaults and
with their hunting lances they are the equivalent to a
Space Marine Captain when they charge, but for sheer,
unreasonable destruction and staying power, the best
choice has to be Ogryns.
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Choosing an Imperial Guard army

When picking an Imperiz_al Guard army | always choose a
minimum of a platoon of infantry squads to give me a good
solid core. | then choose the Command section to go with
this core. | aiso make sure that the command section has
a comm-link, so it is able to call down a barrage or two
during the game. I've found that this little item often stops
the enemy in its tracks.

The platoon of men and its Command section form the
pare bones of my army — now it’s time to give it some
flesh. The first thing is the HQ unit to lead them. I'm a
great believer in the spirit of the game (a belief that has
jost me more than a few battles) and unless | have a
company of troops on the table | normally just choose a
Captain for my HQ unit. As far as I’'m concerned, anything
smaller than a company is beneath the notice of a
Colonel. The HQ unit has a comm-link and | always give
the Captain a refractor field for extra protection. For his
second allocation of wargear | usually give him an
auxiliary grenade launcher, which is very useful,
especially when loaded with krak grenades.

1e

Ao

Veterans

Veteran abilities add a little spice to your army, but they
alone will not win you the battle. One of my favourites is
the Grizzled ability which | normally give to my HQ units or
command sections. With any Guard unit within 12" taking
tests from them, it is important that they don’t Break.

Another favourite of mine is Freedom Fighters for Ratling
Snipers. With the terrain piece they've set up in booby
trapped it becomes more dangerous for your opponent to
flush them out. If possible give Hardened Fighters to your
close assault units as this can make them absolutely
lethal in combat.

Of course you can load up your squads with Dead-Eye
Shot, Slick Crew and even Stealthy. But | feel that this
destroys the main strength of the Guard which is
numbers. A few well placed skills are all you need to
bolster your fighting strength.

Brutal & Sneaky

The Imperial Guard has access to Ogryns and Ratling
Snipers, both of which serve a specialised role within the
army. Lets start with my favourite —
Ogryns.

These are awesome shock assault troops
that can go stomping through virtually any
battleline. When closing with the enemy,
keep firing the deadly ripper gun; at close
range it hits automatically with 2
Sustained Fire dice. This can tear straight
through lightly armoured troops such as
Orks. If you spend a turn hosing down the
enemy with these deadly guns it should
be easy to smash them when you charge.

Ratlings have to be a lot more sneaky.
They can infiltrate right up to the enemy
deployment zone. Place them so they can
see an enemy elite unit and try to keep
them in cover. Then keep firing at this unit
until they are all dead or until all your

=

If | have the points to spare 1 try to squeeze in a second
platoon of men. This time they are mostly heavy weapon
Squads, one with all heavy bolters and one with missile
launchers or lascannons. The third squad though would
still be an infantry unit in case the enemy got too close.
The command section that leads this platoon would
normally have only move and fire weapons such as
grenade launchers and a heavy weapon. This platoon
forms my firebase, around which the rest of my army
deploy.

To finish off my army | choose the more fancy stuff, such
as Ogryns, tanks and Ratling Snipers. It's adding these
additional units that can dictate your style of play. | almost
aI‘_Nays take at least one Leman Russ (two if possible) as
this is a more flexible vehicle compared to the more
Specialised Hellhound. Any additional choices are added
depending on my opponent, for example against Orks |
Would take Ogryns and against Space Marines | would
take more tanks.

Adrian despairs as hfs Ork horde is blown away by Nick's army

Ratlings are dead (I once wiped out an
entire unit of Warp Spiders). This can
force your opponent to spend a huge amount of time
hunting down your snipers or he can ignore them and
watch his prize unit fall to their guns.

Tanks

There is nothing | can say about tanks that has not been
covered by lan Pickstock in the Armoured Brutality article
in the Imperial Guard Codex. Just try to avoid getting your
vehicles assaulted and use your infantry squads to
advance with them. Try not to zoom off to the other side of
the battlefield unsupported unless all the threats to your
tanks have been knocked out.

One thing | have found out is that if you use your tz_anks like
pill boxes, staying in one place and concentrating your
fire, it doubles their effectiveness in battle and can keep
them safe from harm for the entire game.

Hammer & Anvil

This is a tactic that | use time and time again against a
number of opponents. | split my army into two parts. |
mount a couple of squads in Chimeras and support them
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Nick Davis’ 95th Cadian Rifles Imperial
Guard Regiment (The Revenants)

Nick shared his thoughts on using the Imperial Guard in battle earlier
this issue and here’s the army he’s lovingly collected over the years...

he first 95th joined the rebellion on Gideon IV and was
believed destroyed during the final moment before the
planet was sucked into the warp. Since the rebellion the
number ninety-five was considered cursed. However the 95th
was raised again for a campaign on Galthomer 1ll which was
infested with Orks. As the world supported a mix of climates,
several regiments joined the 95th. The

initial planetfall was a disaster and

the Orks were able to

destroy several

transporters. -With his

=% original command almost

destroyed Colonel Fiess

joined with the remnants of the other surviving regiments. He
renamed them the ‘Revenants’ and finding themselves cut off
from the Imperium he led them in a successful resistance
against the Orks for over a year. When additional
reinforcements finally arrived in the shape of Space Marines
from the Star Eagles Chapter, they reclaimed the world for
the Imperium.
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man Russ and if possible a Hellhound.
aced in reserve — these are my
hammers. The remaining troops are placed in a defensive
position near the centre of the table edge, hopefully
behind something hard and heavy. This will create a
strong firebase for me to operate from — these are my
Anvils. Your opponent will normally get the first tum and
will advance towards your firebase, throwing a lot of
firepower at it. Just grit your teeth and dig in (you didn’t
buy that Grizzled skill for nothing). When your second turn
begins, bring on your hammers on your opponents
weakest flank. Get your troops from the Chimeras into a
strong defensive position and use the Tanks to support
them. Your opponent will then find himself fighting on two
fronts and in the middle of a crossfire. All you have to do
is sit tight and keep pouring firepower at him. After a
couple of turns and a bit of luck, your opponent’s forces
should be quite weak and you can then start a steady
advance towards them.

with at least a Le
These units are then pl

Creeping Advance

This is quickly becoming a f
nave found it can complete t
Hold and Dawn Raid, both of which the Guard

good at.

avourite tactic of mine and |
hose missions like Take &
are not very

HEAVY WEAPON
THUNDER!

This month, each Imperial Guard regiment has
its numbers bolstered by the arrival of new

heavy weapons teams, that will leave the
enemies of mankind running for cover!

These reinforcements mean that each regiment
has access to all the heavy weapons in Codex
Imperial Guard. Ready... FIRE!

RHAMMER
—Ef

-

I've found that Ogryns are very useful for this tactic. When
setting your troops up, place the Ogryns near the front
(still try to keep them in cover) —don't worry to much about
them, their high Toughness and multiple Wounds make
them ideal for absorbing enemy firepower. Buddy up your
infantry squads, so when one advances the other can give
covering fire and visa versa. Then start a steady advance
towards the enemy, try to keep everything in a line
(including your Tanks) and when the enemy gets close
use your Ogryns for the close assault and back them up
with an infantry squad. With the enemy kept busy, use
your remaining guardsmen to capture the objective or
break into the enemy’s deployment zone.

Sign off

Well | hope some of my advice helps. Remember the
Imperial Guard’s main strength is its numbers. Now grit
your teeth, dig in, place your faith in your guardsmen and
they will not let you down... Have fun.

N

Nick Davis
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Mordian Iron Guard missile launcher team

e

Tallarn Desert Raiders heavy bolter,

morta

r and lascannon teams

S

Valhalian Ice Warriors missile launcher team

Valhallan lce Warriors autocannon team

L

N
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Between these two poles there are the rest of us -
gamers who love to fight battles with model soldiers
and for whom painting an army is a challenging,
Ircwa.rding and inspiring part of the hobby. For us, as
We paint new regiments for Warhammer or squads for
W?.tl.la.mmer 40,000, it’s as if we get to know the
miniatures and models in front of us, and by the
process of painting them they become our own! The
final part of the book can be thought of as a technical
appendix.

All painters use techniques — drybrushing, colour

:ashmg, highlighting, etc. All of these are best learnt by

Going. What we wanted to provide in this book was an

‘L;l“lght into the range of painting techniques, and how

ofelz’ are used by miniature painters to create the effects
ght, shade and texture on their models.

: a‘nt{ng an army is not a simple task, it is part of a
feative and ultimately satisfying hobby. As you

g:(t)'gress and develop your skills, yow’ll find that with
b lence, practice and persistence, your efforts will be
andsomely rewarded.

— AL

o

Is your army different from the norm in some
way? Or do you have any painting
tips/techniques that would help painters or
gamers worldwide? Why not send us a photo of
your army? We all love to see a well turned out
force and you never know we may even want to
see more of yours here at the GW Studio!




Jeremy Jenkins explains his passion for collecting armies,
as well as his strange obsession with plastic bonsai trees...

he wonderful Lizardman army
that Jeremy has collected and
painted features a number of truly
stunning conversions. How did
he put together such an
impressive looking force and why

Warhammer race he hadn’t
already collected an army for!

Once we'd all gotten over our
respective bouts of envy, Jeremy
explained further: ‘At first I

he thinks would work well
tactically in the army. Because he
has collected so many models
over the vyears, Jeremy has
developed his own particular style
and approach to painting. “To

did he choose Lizardmen? Jeremy thought about collecting an army  begin with I just stick to layers of

explained (with a perfectly
straight face) that the reason was
that they were the only

1
I

made up entirely of Skinks, but in
the end there were so many other
cool models I decided what the
hell — I want them all!”

The composition of Jeremy’s
armies is decided as much by
what he feels like painting as what

flat colour that get progressively
lighter. All it takes is two layers of
paint to create a shaded look.”

It has to be said that if you apply
enough different layers of flat
colour, the results can be very
impressive. As a final touch,
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Jeremy has used cuttings from plastic
bonsai trees to make the bushes on
his bases, but there are many more
things you can use, such as lichen,
pebbles, twigs, cut up bits of cork,
and all sorts of other useful stuff.
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by Rick Priestley

Not content with the release of all those lovely heavy weapons teams, the Imperiai
Guard are being reinforced further this month by the release of the Sentinel scout
walker. Striding across the battlefields of the 41st Millennium its assault cannon
blazes a deadly trail into the heart of the enemy force...

Although the role of reconnaissance is usually fulfilled
by the swift Rough Riders, some regiments prefer to
put their trust in mechanised walkers known as Sentinels.
When used in sufficient numbers, these scouting
machines can also be used to make lightning strikes
against weak enemy positions. These hit and run attacks
have been used to great effect in many campaigns over
the millennia.

The Sentinel is a lightly armoured one-man scout and
insurgency vehicle. it is employed in a reconnaissance

role and also as a close support vehicle in small actions.
For its size and weight it is well armed with a deadly
assault cannon, but its lack of substantial armour makes it
unsuitable for massed vehicle combat.

The Sentinel is a walker type vehicle. lts cleverly
articulated legs enable it to stalk quietly through dense
undergrowth whilst permitting an impressive burst of
speed over open territory. it walks with a strutting motion
and its small, finely balanced cockpit is stabilised with
complex gyroscopic sensors.
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*Eavy Metal painter Martin Footitt explains
how he painted this plastic Lizardman Saurus.

HOW TO PAINT A

LIZARDMAN SAURUS

Martin used the following equipment:
1. Polystyrene cement, PVA glue and modelling [flock.
2. White undercoat and matt varnish sprays.

3. Citadel Paints: Enchanted Blue, Chaos Black,
Burnished Gold, Skull White, Lightning Blue, Blood Red,
Codex Grey, Goblin Green, Blue Ink and Brown Ink.

Saurus together

and clean off

any mould lines
with a file. The gaps in
the base were filled
with Blu-Tac, but
plasticine or any other
modelling putty would
do just as well. 1
undercoated the model
with white spray,
including the shield,
which I left on the

My first job
1 was to stick the

sprue to give me
something to hold on
to and because it would be easier to paint the front of the
Saurus. You could use white paint for the undercoat, but
sprays are quicker, and give a nice, even coat. The fleshy
areas (except for the belly) were painted with Enchanted
Blue, thinned-down with a little water so that it would
cover more easily. As I would be painting over the other
areas, there was no need to worry about being neat and so
this stage was very quick.

1 shaded the
flesh by
painting Blue

Ink over the

areas I had
covered in Enchanted
Blue. This ink wash
was also applied to the
white belly, making it
a paler shade of blue
than the rest of the
skin. If you paint
several models at a
time (I usvally paint
between five and ten),
you’ll find that if you
do one stage on all the
models, by the time you are ready to do wthe next stage,
the first model is already dry. The scales and all the rest of
the detail were painted Chaos Black, and the shield, the
bracelet and the axe head were painted with Burnished
Gold.

Blue was painted

onto the raised

areas. The best
way to do this is to make
sure you only have a
little paint on your brush,
and just flick the tip over
the area you want to
highlight. You will find
that the paint catches the
raised areas, and brings
out the detail really well.
Don’t worry if the effect
is a little uneven; you
won’t notice this once
the model is on the tabletop. I also painted a little Skull
White onto the raised parts of the belly, leaving blue in the
recesses. At this point I glued on the shield, repainting the
areas where it was removed from the sprue, with a little
more Burnished Gold. Then the base was painted with
Goblin Green.

1 would be quite happy to field a regiment painted to this
standard, as I could always add the final details later.

To highlight the
3 skin, Lightning

The final

detailing

consisted  of

painting  the

horns, teeth
and claws  Skull
‘White, leaving a little
black at the edges to
make them stand out. I
painted the eyes and
tongue Blood Red (if
you want them to be
really bright, try
painting them white
first). Then the gold
areas were shaded by
painting over with
Brown Ink, to give a beaten, aged effect. Finally I painted
a little Codex Grey onto the edges of the black scales, to
help them stand out from the skin. I painted a little watered
down PVA glue onto the top of the base and dipped it into
modelling flock. Finally, I sprayed on a light coat of Matt
Varnish to protect the model from the rigours of battle. It
was now ready to carry out the wishes of its Slann Mage-
Priest masters.
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The new Warhammer and
Warhammer 40,000 paint sets are in
the shops now. Both sets include a
brush, a selection of nine paints, five
plastic Citadel Miniatures to paint, plus a
handy guide about painting Citadel
Miniatures.

Although put together specially for the
beginner in mind, each set represents a
great selection of core colours for all
painters.

= g

They also herald the release of a
complete new 75 colour range of Citadel
paints. For the last year, Mike McVey and
members of the Games Workshop
painting team have been testing and
developing them, concentrating on their |
colour, covering properties, drying time
and durability. Now what we consider to
be the best acrylic miniature paints in the
world are ready for you to use. Over the
page is a full breakdown of all the new
colours, arranged for ease of highlighting
and shading.

WARHAMMER PAINT SET

* Blood Red o Skull White
¢ Sunburst Yellow
* Enchanted Blue ¢ Eif Flesh

* Bestial Brown

* Two Paint Brushes

¢ Chaos Black
¢ Goblin Green
¢ Chainmail

* Five plastic Lizardman Saurus warriors

¢ An introductory guide to painting Citadel Miniatures

WARHAMMER 40,000 PAINT SET

¢ Blood Red o Skull White

* Bad Moon Yellow

* Bronzed Flesh

¢ Five plastic Space Marines

= Snakebite Leather
¢ Ultramarines Blue
* Two Paint Brushes

* Chaos Black
= Dark Angels Green
= Boltgun Metal

¢ An introductory guide to painting Citadel Miniatures




CITADIL

This month sees the release of the whole range of new formula Citadel Paints. We think

they are the best acrylic mi
drawn up the chart below,

COLOUR

BLOOD RED

BLAZING
ORANGE

FIERY
ORANGE

GOLDEN
YELLOW

SUNBURST
YELLOW

BAD MOON
VELLOW

BESTIAL
BROWN

SNAKEBITE
LEATHER

vomit
BROWN

BLEAGHED
BONE

DARK FLESH

SCAB RED | BLOOD RED |
BLAZING
RED GORE ORANGE
FiERY
BLOOD RED ORANGE
BLAZING GOLDEN
ORANGE YELLOW
FIERY SUNBURST
ORANGE VELLOW
GOLDEN BAD MOON
YELLOW VELLOW
SUNBURST
VELLOW SKULL WHITE
BESTIAL
BROWN
SCORGHED | SNAKEBITE
BROWN LEATHER
BESTIAL BUBONIC
BROWN BROWN
SNAKEBITE
LEATHER
BUBONIC BLEACHED
BROWHN BONE
vomit
BROWN SKULL WHITE

LEPROUS
BROWN

DWARF FLESH

BRONZED
FLESH

ELF FLESH

PALLID FLESH

NAUSEATING
BLUE

IMPERIAL
PURPLE

LICHE PURPLE

WARLOGK
PURPLE

TENTACLE
PINK

MIDNIGHT
. BLUE

. STORM BLUE

. REGAL BLUE

ULTRAMARINES
BLUE

DARK
FLESH

SHAKEBITE
LEATHER

DWARF FLESH

BRONZED
FLESH

ELF FLESH

NAUSEATING
BLUE

IMPERIAL
PURPLE

LICHE PURPLE

WARLOGK
PURPLE

MIDNIGHT
BLUE

MIDNIGHT
BLUE

REGAL BLUE

- LICHE PURPLE

- REGAL BLUE

niatures paints in the world. To help you paint your army we've
which will help you shade and highlight the new colours.

LEPROUS
BROWN

i |

BRONZED
FLESH

ELF FLESH

PALLID FLESH

SHULL WHITE

LICHE PURPLE

WARLOCH
PURPLE

TENTAGLE
PINK

SKULL WHITE

ULTRAMARINE
BLUE

ULTRAMAR!RE
BLUE

LIGHTNING
BLUE

SHADE & HIGHLIOHT: Recommended colours to be used when shading and highlighting the relevant colour. Where no colour is indicated, we
recommend you add some black to the relevant colour to create a shade, or some white to create a highlight colour.
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EPROUS
BROWH

RONZED
FLESH

F FLESH

LID FLESH

ILL WHITE

IE PURPLE

IE PURPLE

ARLOGK
'URPLE

‘NTACLE
PINK

LL WHITE

iAL BLUE

'AMARINE
BLUE

il

BLUE

{HTNING
BLUE

dicated, we

h

VELLOW

ITAD EL INKS (13 COLOURS. INCLUDING BLACK)

PURPLE

SKY BLUE

ORANGE l CHESTNUT l MAGENTA . BLUE lllAIIH EREJ BROWN

it

| Hl |
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-COLOUR

ENCHANTED
BLUE

LIGHTHING
BLUE

ICE BLUE

HAWK
TURQUOISE

DARK ANGELS
GREEN

SHOT GREEN

SGORPION
QREEN

BILIOUS
GREEN

SCALY GQREEN

JADE GREEN

VILE GREEN

GOBLIN
GREEN

ROTTING
FLESH

CHAGS BLACK

SHADE

REGAL BLUE

ENCHANTED
BLUE

LIGHTHING
BLUE

DARK ANGELS
QREEN

SNOT GREEN

SGORPION
GREEN

HIGHLIGHT

LIGHTHING
BLUE

IGE BLUE m

SHKULL WHITE

SNOT GREEN

SCORPION
GREEN

BILIOUS
GREEN

JADE GREEN |

COLOUR

CODEX GREY

FORTRESS
GREY

SKULL WHITE

SHADOW
GREY

SPAGE WOLF
GREY

GHOSTLY
GREY

BOLTGUN
METAL

CHAINMAIL

MITHRIL
SILVER

SCALY GREEN | VILE GREEN . TIN BITZ

JADE GREEN

SNOT GREEM

e i
SKULL WHITE .

GODEX QREY

|
el

|

| SHINING @oLD

GOLD

BEATEN
COPPER

BRAZEN
BRASS

DUWARF
BRONZE

SHADE

CODEX GREY

FORTRESS
GREY

GHAOS BLACK

SHADOW
GREY

SPACE WOLF
GREY

HIGHLIGHT

FORTRESS
GREY

SHULL WHITE

SPAGE WOLF
GREY

GHOSTLY
GREY

SKULL WHITE




he Games Workshop hobby gives endless hours of enjoyment

and good plain fun to all those who take part. It's all about

playing tabletop battles using armics represented by painted, scale

models. These miniatures are bought, assembled, carefully painted

and arrayed into rcgiments of squads. Each player may pick their
army from a huge varicty of troop types, in order to svit thcir‘_
own battle tactics. Perhaps you've heard players chattcring away

enthusiastically about an incredible shot made by one of their
troops, that turned the tide of a battle, or a heroic action (

that bought them victory. Maybe you have even scen a

game being played, with players moving models around

and throwing lots of dice.

A Games Workshop store is the perfect
place to get started playing some battles. o
The staff are always happy i
to answer your qucstions
and will take you through
an introductory game. It
is also a place where
players of all abilitics *
can get together to A
fcarn new ftactics for
their favourite armics
or pick up painting and
modelling tips. So if you have
questions about any aspect of the
hobby or would like to introduce a friend
who's interested, call in at your local
Games Workshop store now!

AUSTRALASIAN STORES AUSTRALASIAN STC




. NEW sot’]'l']l AR J
WALES

Games Night: Thursday
[ 2 ;

CHATSWOOD: Shop 447A
Weslfield Shoppmgiown
On Chatswood NSW 2067
3 Phane: (02) 9415 3968

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

MIBRANDA: Shop-1048a
Westfield Shoppingtown

n Miranda NSW 2228
3 Phane (02) 9526 1966

NEWCASTLE
ot 197 Hunter Street
Newcastie NSW 2300
F’h@ne (049) 262 311

SYDNEY Shop GO5
C:ty Centre Mall
0 *  (Pitt Street erfirance)
Market Street-
Sydney NSW 2000
Phone: (02) 9267 6020

NEW Il ALA\Tl)

Games nght Friday

AUCKLAND:
™ Shop 4, 280 Queen Street
Auckland NEW ZEALAND

(09) 302 0279

..... ) &

Games Night Fnday s,p' et
ADELAIDE: Shop 25 =%

145 Rundle Mal|
s Adelaide SA5000
. Phone: (08) 8232 7611

F‘horre* {oa) 9654 ﬂodg;

Wesﬂ:ald Shoppmglown ‘
‘Belconnen ACT 2617
Phone {06) 253 4747

Brisbane QLD 70_‘"
(07) 3831.356_5_6}_
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\RISBANE GRAND OPENING PHOTOS BRISBA]

-
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: 8:25 am. How's the breath guys?

8:30 am. James briefs the crowd.

e T

(¢

8:55 am. WAAAAAAAAAAAAAGH!.

9:00 am. The first lucky
guys through the door!

1 Al weekend we were constanﬂ}g
astounded by the amazing
dedication of Queensland gamers.

As another
glorious Brisbane
Saturday dawned,
a crowd was
gathering outside
the Queen
Adelaide Building.

Drawn by the excitement of our Brisbane store =
Grand Opening event, hundreds of gamers planfe
their purchases. By 9am, when the doors opened,
the crowd had grown to over three hundred '

Half an hour later the gathering had swelled to
FIVE hundred enthusiastic gamers!

As well as the great deals on offer we also had a
number of exclusive giveaways for our hobbyists.
The frothing looney circled above should come i
the store to collect his special prize! :




Around 1,000 gamers visited our store
for our Grand Opening event...

"1 ,..some of whom waited more than
five hours. It is these steadfast
hobbyists that we salute!

Loyalties were obviously divided over the weekend
but it would appear that the strongest support
was for the Orks and Ultramarines.

All of fhe Games Workshop staff there over the weekend were impressed by the
great Queensland spirit. Those determined souls who stoically soldiered on, while
we helped those who came before them, are to be applauded. It is always an
uplifting feeling to see the Games Workshop hobby growing so strongly.
Thanks everyone!
Dave Taylor, Australian Studio.
Why not drop in and see the guys in our Brisbane store:

Shop B8 Queen Adelaide Building, Queen Street Mall,
Brisbane QLD 7000 Phone: (07) 3831 3566

Loads of games, books and miniatures
were brought in for the weekend!

T

Inspired by the Orky Dreadnought (above) Master Artificer |
Paul inscribes the chest eagle on James' power armour!

VaSI4d SOLOHd ONINIAO ANVHD INVASINg
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: : I[\ — = 0
= Q\"\ 1. Howling Banshees descend on the Space Wolves.
- 2. Sean looks on in admiration as the alien

,“3 Eldar fall before the Space Marines.
l M 3. It doesn’t get any better than this!
=(( 4. Richard prepares the troops for

their important mission.
5. The swift Eldar tanks close in for the kill!

T w T W e




e i_r_"éz'\'._ I ‘ t Finely recreated by Matt Weaver, this Eldar Howling I* /%
== ' v Banshee power sword is one of the Biack Library —
i =N ' | artefacts that are accompanying this Roadshow.

'. o ~O ‘.

IX . ."‘ ood .'
These Space Marine helmets &4 ‘ "

are also on display!

—r—
-
=)
<>
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lt has been forseen that the forces of .

Space Wolf Lord Kyrl Grimblood, preparing

to return to Fenris after a successful campaign U
in the Eye of Terror, must not leave the e
Imperial world of Cerberus III. =
-z,
=]
l,j
[ e

ALL ARE TO PREPARE FOR BATTLE
The battle shall be joined at

GAMES WORKSHOP ADELAIDE

Sunday 21st June.
Be present to stop the Space Wolves’
return to Fenris and recover artefacts
stolen from the Black Library

‘E‘{:D&.-—___.._-@ —




CAMING CLUBS GAMING CLUBS GAMING C

,_‘
i

Have you- checked aut ‘any af our.

Gammg Clubs recenh'y‘?

~If you have

of enthusiastic hobbyrsts p!ay,
of Games Workshop games.
Warhammer 40,000, Warhammer

40,000, Gorkamorka, Blood Bowl, -

1

Necromunda and even Man'o'War
: -;pfay equlaﬂy in ﬂeaﬂy everv cJub

* The aim of each club is to brmg

t*o”g“éﬂ;er' ymers in a friendly

~environment, strengthemng the |
Games Workshop hobby in therr area

ADELAIDE/MARION

WHERE?
Malvern Scout hall, on Malvern
Street, just off Unley Road.
Parking is available and bus
stops are nearby in Malvern St.

WHEN?
Every Sunday, 11am til 5pm.

HOW MUCH?
Tickets are $4.50 and are
available from Adelaide and
Marion stores and at the door.

BELCONNEN
WHERE?

Belconnen Community Centre,

entrance on Swanston Courl.

WHEN?
Every Sunday, 11am til 3pm.

HOW MUCH?
Tickets are S2 ($3 with a raffle
ticket) and are available from
our Belconnen store and at
the door.

-

CASTLE HILL

WHERE?
Castle Hill Communﬂy Cel
0ld Northern Road (oppes
Castle Towers shopping L€

WHEN?
Every second Sunday,
10am til 6pm.

HOW MUCH?
Tickets are $5 and are =
available from Castle Hilt
store and at the doaor.




M nv af our Gammg Ctubs are now runmng p!enru of campanqns for
40K, Warhamméf Gorkamorka and Necromunda. If they don’t have a

| \Blood Bowl leag
Al(talk to the Cl Qs

_Not all gam
' course organise

é;isome of ou

MELBOURNE

WHERE?
Level 8, Centrepoint Arcade,
Bourke Street Mall, Melbourne.
It's just above the store, so ask
the guys for detailed
directions,

WHEN?

Every Sunday, 11am til 4:30pm.
How MucH?

Tickets are $4.50 and are

available from our Melbourne
slore and at the door.

nd campalgns and Ieagues, you can of
)  games at your leisure (some clubs have “Challenge
'sheets”) mn'pqmtmg and modelling classes, make some terram for the
: |club and mos impartantlyhave lots of fan. 55, | :

ed below, contact your store for more detalls' |

CHATSWOOD/SYDNEY

WHERE?
Artarmon Scout Hall, Hampton
Road Artarmon (next to train
station).

WHEN?
Every Sunday, 10am fil 4pm.

HOW MUCH?
Tickets are $5 and are
available from Chatswood and
Sydney stores or at the door.

AUCKLAND

WHERE?

Pioneer Womens’ Memorial
Hall, cnr. High Street & Freyburg
Road, Auckland CBD (above the
Steinlager Bar)

WHEN?
Every Sunday, 1pm til Spm.

HOW MUCH?
Tickets are $4 and are
available from Auckland store
and at the door.

D ONINYD SENTO ONINYD SaNTO ONINY




MISSION ALERT!

£ We need enthusiastic and able recruits
= to help build the GW hobby throughout
Australia and New Zealand.

: If you are interested in Retail,
2 Telesales, or Mail Order work, ask for
an application form in this store!

If you have any other skills that
Games Workshop can use,
we want to hear from you.

If you are interested in a
position then write to:

Personnel Officer
Games Workshop
PO Box 576
Ingleburn NSW 2565
AUSTRALIA

and ask for an application
form before it’s too late!




GREEN IS MEANER!

BY GAV THORPE

Gav lets us in on how to pick Epic 40,000 Ork armies based on the Ork clans.
Theming your Ork detachments to be part of an Ork clan gives them their
own character and really makes them stand out on the battlefield.

' Orks are the scourge of every race in the galaxy of the 41st millennium. Their constant raids and attacks
‘have plagued the Imperium since its founding, and over the millennia the Eldar have lost innumerable
warriors to the green-skinned hordes. Across the whole galaxy the Orks can be found, slowly growing in
power on some isolated planet or sweeping through entire star systems in a massive war-frenzy.

' Orks are brutal, direct fighters who have no concept of mercy. Those who do not fall to their crude cannons
and mobs of savage fighters are enslaved and put to work in the most dire fashion, building more armour
and weapons for their cruel masters. Orks must fight to live and they live to fight.

ORKS IN EPIC 40,000

In Epic 40,000 the Orks have a wide mix of different
vehicles and warriors and one Ork army is unlikely to be
exaclly the same as another. The flexibility of the Ork
detachment lists means that you can very easily
characterise your army and emphasise the aspects of Ork
warfare that you find the most aesthetically appealing and
suitable to your tactics. You can choose massive armies of
foot troops pouring across the battlefield, or you might like
to put your faith in the huge Gargants and Battle
fortresses, backed up by swarms of Buggies, Bikes and
Battlewagons. You can have batteries of Big Gunz with
mobs of Nobz and Shooty Boyz, or you may prefer to get
stuck in with the vicious Goff Skarboyz, Snakebite
Boarboyz and other close combat specialists. Whatever
your favourite style of fighting, the Orks can suit the role.
In this article | hope to show just a few of the ideas that
make the Orks so characterful and exciting to command.

DA CLANZ

Ork society is divided up into different clans.
Although each Ork clan has its own outlook on
life and war, they are rarely found in total isolation
of each other. An Ork’s adherence to a particular

clan’s philosophy is genetically imprinted on the ' S - S
individua!, and like-minded Orks will band A Bad Moon derac?menrr <
together out of natural association. This means it crashes through a forest. SRES

is very straightforward fo create a colourful, _ o P e
characterful Ork army by simply choosing '
appropriate troops for your detachments.

Deathskulls ready
themselves to
launch an attack.

When assembling your army, by bearing the
different clans in mind you can make it much
more visually appealing. Use the suggested
colour schemes from the Epic 40,000 Batiles
Book and your army will start to take on a more
unified look, without losing its essential Orkiness.
You can get really extreme if you want to, with
your entire army coming from just one or two
clans (a whole Goff army would look dead

meant!). Of course, many Ork Warbands contain
members of different clans banding together and
there’s nothing stopping you from painting your
miniatures in whatever colours you like! As long
as you like the way your army looks, there’s
nothing to hold you back...
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BAD MOONS
Orks of the Bad
Moon clan 8
grow their teeth
faster than
other Orks. As
Orks use ‘teef’ as their
currency this means Bad
Moons can afford the most
expensive wargear and
biggest guns. The Bad
Moons like to dress as

T ostentatiously as possible,
-~ . | just to make sure all the
— other Orks know who are

the richest Boyz around.

In Epic 40,000 terms, a detachment of
., Bad Moons would reflect this philosophy
;' by taking some of the most expensive
troops and vehicles in the detachment list.
With this in mind, Bad Moons
detachments should usually be chosen
Bad Moon Warboss  rom the Ork Warband list. No Bad Moon
Warboss is going to be seen going to battle without at least a small
army of his Nobz, resplendent in their mega-armour, so a couple of
Nobz mobs making six to eight units is probably a good start. After that,
your next port of call will be the weapons Mek to get some of the
biggest, shootiest gunz around, which means lots (LOTS!) of Shooty
Boyz. Four Shooty Boyz units give you 8 Firepower (one automatic
Blast marker) while 8 units of Shooty Boyz kick out an impressive
16 Firepower (and two Blast markers)!

After your Shooty Boyz have been assembled it's time to look at the Support options. A few Traktor

Cannons, Shokk Attack guns and other Big Gunz are definitely a good idea, along with a fairly sizeable
battery of Pulsa Rokkits. Four to six Big Gunz and three or four Pulsa Rokkits will be ideal, though you
can go for more if you want to pay the points! To protect these expensive troops you'll most likely want a
couple of Flakwagons — nobody likes to have their hand-picked force smashed to bits by an unexpected
aerial attack! And don’t forget the all-important Weirdboy, normally carried in his own towering
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Battlewagon.

For a more mobile detachment, the Bad Moons take lots of
Battlewagons; enough for all the Nobz and Shooty Boyz to hitch a lift,
and possibly a couple of spares! This allows them to zoom into an ideal
firing position before settling down and taking long-ranged shots at the
enemy. As one of the most expensive and shootiest vehicles around,
the Stompa makes an ideal centrepiece for a Bad Moon detachment,
and quite often the Warboss will save up his teef for such a big display
of his wealth and power.

: GOFFS
Goffs see themselves as the 'ardest Orks in the galaxy
and there are few who would argue this to their faces!
Goffs respect big guns as much as any Ork, but it is in
close quarter fighting, when you can smell the enemy’s
fear and see their pain, that they really excel.
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The bulk of a Goff detachment : - . ) £\
will be ordinary Boyz. A K et C AR
veritable horde of them, in e : l o, gy Y
fact! Since Goffs are suited to BN g et
assaults, you want them to be '
able to move under heavy fire, so
3 . you really want well over
fifteen units in the detachment.
| : This will give you a bonus to your
gea h = Leadership tests and increase the
: Goffs’ chances of getting into a good
dress 3 B : scrap! Amongst these troops you should
POSsibla have a fair number of the veteran

: Skarboyz (perhaps even half of them})
0 are ! to really frighten the enemy in close
around — combat. As Boyz, and especially

Gotf Stompa Skarboyz, are fairly short ranged.

ent o shooters, i's not unusual for a Goff Warboss to provide them with plenty of

PIroSop pattlewagons to carry them into the thick of the fighting.

o

e Goff Meks also favour Stompas as a very effective way of showing others just who the real bosses are.
00 Good at shooting and fearsome in an assault, Stompas are the Goffs’ ideal machine — they’re just plain
0se -ard! Depending upon the number of Support choices you have left, you could take three or four of these

Bad Moo highly destructive machines of war. To aid them in close combat, the Goffs often drag a Weirdboy with

3 3 them, and if the detachment as a whole has access to Battlewagons, the Weirdboy will probably be locked
ouple o up in one too.

DEATHSKULLS

The Deathskulls are infamous scavengers, their Boyz and hordes of Gretchin are well-
versed in the art of scouring a battlefield for useful weapons, armour and different bits
of technology. Their Meks are perhaps the most inventive of their kind, building large
eksperimental guns and constantly kustomisin’ the weapons and armour of their fellow
Deathskulls.

There are two main features to a Deathskull detachment — Looterz and Gretchin, and both should be
teatured in abundance. Looterz are represented by Shooty Boyz units and Grots are, well, Grots... Grots
make a really good screen to absorb casualties and are handy for lending supporting fire in an assault
(and are pretty handy in a firefight for that matter) so around 6 to 10
units give you a lot of strength in numbers. As for your Shooty Boyz,
the sky’s the limit and it wouldn't be over-the-top to have as many as
ten or twelve units of them in a detachment. As well as these, the
e lots o Deathskulls also have lots of ordinary Boyz to pick over the field of
a war after the battle has finished, eight to ten units being a pretty
0 an idea reasonable number. Other than this, Deathskull detachments could
ots at the have any mix of troops, with a few
around Batilewagons for the Nobz and
s Warboss, and probably a Weirdboy too.
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EVIL SUNZ

All Orks love going really fast on Bikes, Battlewagons and any other vehicles they can grab

hold of. However, amongst the different clans, it is the Evil Sunz who enjoy going really, really
fast. Their Meks constantly tinker with their vehicles to get the best performance possible and
have long debates about which Squig fuel mix is the best, arguments
about different track and tyre combinations and so on.

- e

should be a definite emphasis on Buggies, Bikes and
Battlewagons, with a few Nobz and Boyz

IM' You can represent Evil Sunz with either a Warband
detachment or a Kult of Speed. Either way there

hanging on as best they can. I can go on

War about them here, but for a good idea for
Buggies some Evil Sunz Kults of Speed have a look
at the Waa-Grodsnik's Wheelz of Deth

boxed set. For a Warband-based Evil Sunz

detachment you still want a fair number of
Battlewagons, probably more than you have
Boyz, just so that nobody will get left behind,
plus a mob or two of Bikes and/or Speed
Freeks. Oh, and make sure everything has
some red on, because as every Ork knows,

Evil Sunz Smasha Gun “Red Wunz Go Fasta!”

SNAKEBITES
Snakebites are the hoary
\ traditionalists of Ork society. Any
® gun more complicated than a
barrel and a trigger is frowned
upon, and they much prefer to move
about wusing their Boarz and

Squiggoths.

To get a useful Snakebites
detachment you will have to decide
whether you want to have Squiggoths
or Boarboyz. If you want to field
Boarboyz as the main troops of your
detachment, it's preferable to include
battlewagons to carry any ordinary
Boyz, Grots or Nobz. This will mean
the detachment will be pretty fast-
moving and can charge into an
assault from what seemed like a
safe distance to the enemy!

If you’re more inclined to take
Squiggoths in the detachment,
speed isn’t as important. Four or Five
Squiggoths, with plenty of Gretchin to
protect them from enemy fire (at least
six to eight units), will give your
opponents some nasty moments. Add
on nine or ten Boyz units, a few
Boarboyz, four or five units of Nobz, and
the detachment is looking deadly...

——
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In addition, as Blood Axes often employ kustomised Imperial
technology, this gives you a great opportunity to convert different
tanks. In game terms, the effect of all this tinkering turns anything
into a Battlewagon, but this doesn’t stop you sticking extra spikes
on an Imperial Chimera, or adding a big gun to a Rhino and so
on, for purely visual effect. Of
course, not every single
Battlewagon should be
converted, but a couple of
strange vehicles adds to the
character of the detachment a
great deal.

DA END

Waaagh! Of course this is only a brief look of the different Ork
clans and their individual outlooks on combat and war.
Warhammer 40,000 Codex Orks is a useful source of reference
for more details of the Ork clans, colour schemes and so on.
That's it for me this month, but watch this space for more Orky
articles in the future.

Blood Axe Kommandos

~ BLOOD AXES
| Blood Axes are probably
¢ the least traditional of the
Ork clans. They favour a
very different style of
fighting, employing some distinctly un-
Orky tactics like sneaking about, formal
training and using camouflage. This
has led them to develop some very
individual vehicles and troops.

Blood Axe detachments feature a lot of
Boyz, with strong contingents of their
special Kommandos and lots of

Stormboyz. A good guesstimate would
be to have eight to ten Boyz units with
your maximum amount of Kommandos
or Stormboyz (or both). A few Nobz units will give the detachment a bit more of a reliable punch, and any
detachment benefits from having a few Grots around to act as a screen to enemy fire.
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The Imperial Guard Command Tower
makes an impressive centrepiece for
any Warhammer 40,000 battle. It can be
used as a game objective, to provide a
theme to your battlefield or just to add
interesting terrain to your games.

AL (rU ARI) (‘ (HIMA\‘ID 'l‘()Wl R

The Command Tower is an important element in almost every
Imperial defensive line. Normally located a few miles behind
the main defensive perimeter, Command Towers are used as
staging areas and control points, monttoring the Bastions and
Battle Bunkers that make up the nearby defences and
coordinating the fighting when those defenses are attacked.
| The effective marshalling and movement of troops 1s the key
to any battle, and through a network of Command Towers,
Imperial strategists can observe the fighting and allocate
forces to where they are most needed. From within these
fortresses, Imperial Commanders can respond with reserves to
bolster a weak defence. or commit a second line of troops to
counter-attack when and where it is best. Without this central
core of communications and control. the mutual support
| which is essential to any defence is lost as emplacements can
be attacked in isolation and eliminated.

Constructed from super-tough ferro-plascrete alloys, the main
| tower itself provides Imperial Commanders with a near
impenetrable headquarters, capable of withstanding most

ground based attacks and resilient even to orbital
bombardments. Inside the thick walls is a mass of comm-net
facilities and scanning arrays that feed the command staff with
a constant stream of information and allow them to
communicate with other Command Towers and defensive
forts over a laige distance. Many Command Towers also
incorporate a special chamber from which an Astropath can
communicate with other worlds (usually to request additional
forces').

Not only does the Command Tower serve as a headquarters,
when fully manned it is quite capable of holding off enemy
attacks. Sturdy ramparts provide good fields of fire for heavy
weapons squads and support crews, while the central tower 1s
almost impossible to overrun, even in a direct assault. There
are many tales of a Command Tower slowly losing contact
with its outlying defenses as they are destroyed, only for 1t 1o
prove a final and insurmountable obstacle in itself, holding off
the enemy until relief forces from other fronts arrive to dnve
the foe back.
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A TALE OF
FOUR GAMERS

The Final Purchases by Robin Dews.

be credits roll... waves crash against a barren shore... and our four

beroes dust off their boots and ride into the sunset...

Well almost! For five montbs now, we bhave been following the exploits of
Paul, Roy and the two Richards as they beroically demonstrate just bow
you go about collecting and painting a new army for Warbammer, while
spending no more than £6.25 a week (that’s about US$10 for you
transatlantic types!).

I know that for their part, the guys bave all really enjoyed the challenge

PAUL SAWYER
BEASTMEN

and are now the proud owners of new armies. For me, and bopefully other |

readers, it’s been great to see how each army bas developed and bas been
shaped to match the personality and playing style of each of the four. More
than anything, I've enjoyed the reports of their encounters on the field of
battle and bow both their triumpbs and defeats have influenced their

choice of future models.

I know from my own bitter
experience that defeat is a
much better teacher than
victory. When you win,
you merely revel in your
own glory and brag of
your prowess. Defeat
brings with it
recrimination

and anger.

These are stern

teachers who

will ensure that

next time...

things will be

different.

Next issue the four
chaps clash in
mortal

combat...

ROY BARBER
SKAVEN

RICHARD HOBSON
WOOD ELVES

RICHARD GUNSON =
BRETONNIANS
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Fat Bloke
finally gets bis
bands on the

Beastmen
Chariots with
the aid of bis
Noise
Familiar and

3 Beastman chariots

TOTAL COST
Total paid at a grand opening




UNIT: 3 BEASTMAN CHARIOTS
amvour/werons:  ight armour
‘CHAMPION:

TROOP TYPE

Gor
Tugkgors
Chariot

NOTES:

Seythed wheels

POINTS: 330
@ i rs x 3= 330

UNIT: 7 60RS POINTS: 786

o oo e, A B an @ = 77 |
cveon BASTIOR WD SHMINIOR) = %6 o 25~ x7- 559 |

TROOP TYPE T w A
Gor 7
Beastlord 4
Shaman lord 5

NOTES:

Unit includes musician and standard B
Gors are affected by the rules for infighting

UNIT: 4 MNOTAURS POINTS: 753
mmour/wEAPONS: Mditional hand weapon and light armour o 45rsxd-130

caiavrion: ingtaur Champion e g rexi- 1§

‘TROOP TYPE M ws s ] A LD SAVE
Minataur 6 4 2 9 6
Minotaur Champion 6 5 b

NOTES:

Mingtaurs cause fear and are subject 1o bloodgreed

UNIT: § HRPIES
ARMOUR/WEAPONS:  None
‘CHAMPION:

TROOP TYPE
Harpies

NOTES;

Harpies can fly

UNIT: 19 UNGOR POINTS: {75

Arwour/wEAPONS:  Gpgar and shield © 5= x19 -5
cravrion: Peagtman Champion @ §7ps X1=67

‘TROOP TYPE M WS BS s LD SAVE
Ungor {3 73 [
Beastman Champion 4 5 4 4 6

NOTES:
Unit inchudes musician and standard
Ungor are affected by the rules for infighting




¥t

rvour/weapons: Hand weapon and longbo el ¥ A

ood Eif Seo 0

ood Eif Champio

UNIT: 18 WOOD BF ARCHERS ) POINTS: 53
anvour/werons: Hand weapon and longhow efl P=xB-720
craneion-Qeneral, Batile standard, Champion and Naieth the Prophetess @ P

‘TROOF TYPE M ws BS w 1 SAVE

Wood B dchr 5 4 4
Wood B Genel 5 7 7
Naigh the Prophetess 5 4 4
Battle Standard 5 05 5

NOTES:

A

1

1 :
1

7

] Um includes musician and standard

UNIT: § WARDANCERS POINTS:6

nvour/wearons: Addfional hand weapon e reax6- 18
@

cameion:  None P
‘TROOP TYPE M WS B 5 T w 1 A LD SAVE

Wardanears 5 55 3 3 7.6 1 8% &

NOTES:
e 1o psychology. Taismanic Warpaint 4+ dispel
6 umodifod save.

A Wood D ?
O V O O
pend d O 0
g a v O good do
d oined e que g d
O O Q sto d d £00d
D d V @,

3 Wood Elf Glade Riders
1 Wood Elf Glade Riders standard bearer

1 Wood Elf Glade Riders horn blower
1 Wood Elf General

1 Wood Elf standard bearer
TOTAL COST
Total spend at Grand Opening

el THT
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UNIT: § QLE RIERS

ArMour/wEAPONS: Hiand weapon, spear and shield
cuameion: Wood Hf (}hampion

TROOP TYPE M

Olade Rider 9

Olade Rider Champion 5

Biven Steed 9

NOTES:

Unit includes musician and standard

POINTS: 3

@f9 puy =15

efgrsx1-108

LD SAVE

A
1
I
1

8
g &
9

G

5

UNIT: 6 [RYAR POINTS: 20
@ 3= x6-20
cuameion: Nong @ P

1D SAVE

4 7.8 &

ARMOUR/WEAPONS: Nom

Birch Aspect Oaing 1 extra attack
Qak Aspect Bains +1 Strength and 1 Toughness
Willow Aspect Enemy losas 1 attack

UNIT: 6 WAYWATCHERS POINTS: 108

arvoun/wearons: Hand weapon and longbow e rsx6-108
cHAMPION: Nope @

TROOF TYPE M ws T ' LD SAVE

BS s
Waywatchers 5 5 3 3

NOTES;

Waywatchers may skirmish and infiftrate.

UNIT: TREEMAN POINTS: 780
@R r=x1- 20

cHameion: None @ s

ARMOUR/WEAPONS: None

TROOP TYPE M BS s w 1 A LD SAVE
Tresman 7 7 4 % v

NOTES:

Treomen cause fear and have 4 unmodified 5+ save. Treemen hate Orcs and Gobling.

UNIT: § WOOD £LF ARCHERS POINTS: 88
Twouvrors. fd weapon ad lngbow @ Pax§o®
cHAMPION: Nopg e

TROOP TYPE A LD SAVE

Wood Bf Archer ] 3
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| rooP TYPE M e

| UNIT: § KNGATS ERRANT POINTS: 8
Amroun/wEAPoNs: Lce, ST, heavy armour and baded warhorse @ 37 7 x § - 160
cramrion: Knightly Champion @ P

TROOP TYPE

Knights Errant
Knightly Champion
Warhorse

NOTES,

mndudes a sranda;d

UNIT: 6 MOUNTED SQURES POINTS: {7
o/ weArons: Hand weapon, spear, bows and horse @ ffrex -1
craveion: Nong @ P
‘TROOP TYPE fWS BS s A_ LD SAVE

| Mouved squires _
NOTES,

Unit includes a standard

M e _

UNIT: 6 MOUNTED SQUIRES POINTS: 1
avoun/weaPors: iand weapon, Spear, bows and horss © Brexb=1l
crameion: Nong

Mourited squires

NOTES:

Unif includss 4 standard

The parts used for the conversion were:

Green Knight horse (complete)
Bretonnian Pegasus wings

Green Knight legs

Grail Knight body

Grail Knight lance arm

Felix Jacger

(To replace the knight's head)
TOTAL FOR CONVERSION

£525
£2.00
£1.50
£100
£0.50

£300

21325
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d sorceress
me magical
probably use
3 in 2,000
7ith the Level

1 sorceress on foot.

I'm embarking on a
new experience for
me — campaigning.
Using the rules
from Warhammer
I've rolled up my
territories and with

Pegasus conversion
1 Mounted Sorceress
1 Mounted Squire

Bretonnian transfers

£1325
£500
£300
£3.50

TOTAL COST £2475

UNIT: {0 QUESTING KNIGHTS POINTS: §01
Arvour/wepoNs: Lance, STield, heavy armour and barded warhorse @41 pux § - 410

three mates, started
to fight a few
pborder skirmishes.
So far the army is performing fairly
well with two wins and one loss —
again at the hands of the dreaded
Skaven. But I'm finding my 2,000
points just a little short of basic
troops when all the campaign
restrictions regarding magic items
and levels of heroes and wizards are
in place. The army size being used is
1,500 points so I can just about cope
but I think I need to add another
unit — Halberdiers maybe?

In putting together a Warhammer
army I've kept to a pretty loose
formula, a method I've used many
times before. There was no master
plan, just ‘a bit of what you fancy
does you good’ philosophy, picking
units I liked the look of and that
fitted with the image I had in my
head of what the completed army
should look like. Next time I may
put together an army list and collect
towards it as Richard Hobson did
but I think I'd lose some of the
spontaneity that was involved in the
creation of this army Tactically it
really was a case of finding my feet.
Having no war machines or assorted
fiddly bits, a Bretonnian force really
is all about powerful characters and
units of knights, whereas my army
revolves more around squires and

peasants so it’s not the most
effective in the world, but hey,
who cares? I just about scraped
the minimum 25% points you
must spend on knights for the
army.

So to the future. At the moment
I’'m toying with two directions for
my army. One involves expanding
the army in unconventional
directions by raiding the old mail
order catalogues for a unit of ‘foot
knights’ (Knights of the Realm
stats but without the horses) and
maybe even a couple of the old
Bretonnian  artillery pieces!
Obviously this is going to involve
fiddling with the army list and be
totally unofficial, but the hobby is
what you make it, and if your
opponents agree them you can
come up with some interesting
background on exactly why the
army is the way it is and you’ve
added your own layer of history
to the Warhammer world. The
second option is to expand the
army by adding an allied
contingent — Wood Elves seems in
character as Loren lies within
Bretonnia. Either way, maybe Fat
Bloke will unearth it in six
months time and you can see
exactly what did happen.

craveion. Qoneral, Army Standard Bearer and Master Wizard o e -3 |
TROOP TYPE M ws BS s T w 1 A LD SAVE |
Questing Krights 4 4 3 4 3 4 18 I
General 4 6 6 4 4 3 6 49 1
Ay Sandard Bearr 4 4 4 4 3 1 4 7 T -
Master Wizard 4 3 3 4 4 3 5 17 &
NOTES:
Unit includes a standard o '
k
UNIT 5 S0WMAN POINTSH) |
armour/werons: Hand weapon, light armour and longbow @0 Pay 15~ 160
cHAmPION: Nong o Ps
TROOP TYPE M ws BS s T w 1 T LD SAVE
Bowrmen 4 3 3 3 3 1 3 1 71 ¢
NoTES: o 1l
Unit inclues 4 standard .
UNIT: § SOURES POINTS: {7
ArmMour/wEAPONS: Hand weapon and [OﬂQbOW @§ Pex§77
cuavpon: Bretonian Sorceress e s
TROOP TYPE M ws BS s T w 1 A LD SAVE
Saquires 4 3 3 3 3 3 7 -
retonnian Sorcersss 4 3 3 3 4 4 1 -
NOTES: o
Unit includes 4 standard
UNIT: 5 B0WMM POINTS: 1§0

mvious,/wearons: fland weapon, light armour and longhow et rexh-160
e

cHAMPION: None Pis,

TROOP TYPE M ws BS s T v 1 A LD SAVE
Bowmen 4 3 3 3 3 { 3 1 1 ¢
NOTES: o o
Unit includes a standard
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Gutter runner 5 4

- [ A . » »
] (] I U J L)
NOTES:
Quter runners may skirmish and may deploy after both sides have completed ceployment O hErfe we arc ENEG a4 1e b H5C e
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| UNIT: 13 PLAGUE MONKS POINTS: 247
| amvour/wearons: dditional hand weapon and light armour e Jreyf-171

oo Pogpfos  cfbrexl-Tb

TROOP TYPE M WS BS s T v 1 LD SAVE
Plague Monk 5 3 3 3 4 1 4 5
| Plagus Prissts 5 5 5 4

1
5 71 6 3 6

NOTES:

| Unit ineluces musian and standard Plague Monks are affected by the rules for frenzy.

9 Gutter Runsers
2 Clan Eshin Assassins
2 Rat Swarms
TOTAL COST

One pound left over from two month ago.
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weaknesses before choosing my
next batch of warriors. 1 enjoy
keeping my ‘tactical options’ open.
This method seems to have worked,
but not as well as I had hoped - it
has taken me several battles to
finally realise how best to use my
troops and what pitfalls to look out
for. The one thing, however, that I
can truly be thankful for is that by
playing games against experienced
opponents, I have picked up some
clever tactics quickly (next time,
though, I will find ones who don’t
cheat so much...). No, seriously —
it’s kill or be killed out there, so try
to learn fast!

One of the first lessons I learned was
to balance my army carefully, with a
good selection of rank and file
troops along with powerful leaders
and wizards who would not fall
quickly in battle (thus dragging
down the masses). Magical items can
also make or break the game but, as
any Warhammer general knows,
relying on these to win you the
battle is as beardy as hell and just
not cricket! As a result, I tried

to choose items that the =

Skaven are infamous for, like the
evil Weeping Blades, Warpstone
armour and the bubbling
concoction of the foul
Skavenbrew... This gives the
army a bit more of a ‘realistic’
feel, yet adds that touch of high
fantasy to make the game all the
more fun and unpredictable. It
also helps prevent your mates
dragging you to the toilets and
introducing you to ‘Mr Blue
Goldfish’ for being a beardy

git....

MY PURCHASES

1 was generally happy with all of
my purchases, although the
Vermin Lord, at a colossal 600
points, was probably bought too
early (at least to play balanced
games with anyway). The plastic
boxed sets were an absolute
bargain to boost up the bulk of
the army with and I would
wholeheartedly recommend
them to any general. Metal
characters and ‘special weapons’
figures form extra purchases to
round the army off with, but
make sure you check your Army
List before you buy. It is really
annoying to pay for and paint
troops that you cannot use in a
battle. The resultant grinding of
teeth can also mean a trip to the
dentist...

So, where should you buy your
troops from? There aren’t only
the usual avenues of Games
Workshop stores and Mail Order
(although often their special
offers on Grand Opening days
and the like are hard to beat).
Games Workshop also supply
approved independent retailers

UNIT: 3 RAT SWARMS POINTS: {5)
ARMOUR/WEAPONS: Nt @ 5P x3 =150
crameion: Nong @ P

TROOP TYPE M Ws 8 s T W 1 A LD SAVE

Rat swarm 6 3 03 451 5 0 -

NOTES.

Rat swarms are imtmune o psychology effects and never take Break fests.

UNIT: VERMN 10RD POINTS: §)
ARMOUR/WEAPONS: [Joom Olaive @00 Ps x 1 - 600
cuaveion: Nong @ Pu

TROOP TYFE M Ws B S T W | A LD SAVE
Vermin Lord 8 ¢ 8 8 7 7 H %8 W0 -

NOTES:

Vermin Lord causes terror and has a magic level of 4 May draw from
the Skaven spell deck (includling the Grey Seer spells).

UNIT: JEZZAL TEM POINTS: 3
amviour/wearons:  Kand weapon and jezzal e 3= x1-3
cHAMPION: Nong @ P

TROOP TYPE M Ws B 8§ T W I A LD SAVE

Jezzail feam 5 3 33 3 1 4 1 5 -

NOTES:

Range 36"  strength ©  damage I3 sawe -3

UNIT: 6 PLIGUE CENSER BEARERS POINTS: §
arvoun/wEapons: Plagye censers e 5Py 6%
CHAMPION: NONE @ Pis,

‘TROOP TYPE M ws BS £l T w A LD SAVE

Plague Monk 5 40 4 41 4 15 0

NOTES:

Plague Censer Bearers are affected by the rules for frenzy and hatred, and can skinmish

Plague Consers et the Fog of Death in combat.




With just enough money left Roy finisbes
off bis army with two Rat swarms.

around the world. These are retailers
like model shops, toy shops, post
offices, gaming shops and a whole
host of other outlets who officially
stock a range of our products. If
there’s not a Games Workshop store
near to you, then chances are that
there will be a local independent
retailer who stocks our products.
Check your local press or Yellow
Pages — you never know!

Anyway, enough of my ‘I'm a five-
month-old-army-collecting-veteran’
lecture and on with the fortunes of
my own army...

After the appointment of a new
general to lead my battered Skaven
into battle (see Issue 221) and the
resulting victory at Hawk Pass over
Chris Harbor’s High Elves (see
below), General Skarras returned to
Skavenblight with his whiskers held
high and was duly rewarded with a
final batch of troops by the Council.
The decision was tricky. I had £26
left, with the extra £1 being carried
over from issue 220 — it could make
all the difference! This time I chose to
buy my troops from my nearest
Games Workshop stockist, which
happens to be the excellent Morton’s
Models in Mansfield. Being an
approved independent retailer,
Morton’s Models keeps a range of
Games Workshop stock in-store, and
luckily for me, this includes blisters.
Alan, the store owner, also has some
older stock no longer found in our
own stores!

So, 1 scampered down to the shop
one Saturday morning and Alan
pointed mie in the right direction for
my final purchases. I chose nine
Gutter Runners to accompany
Snikch, two more Assassins and two
more of the deadly Rat Swarms. Hey —
bang on £26! Handing over my cash
to Alan, I was sure I had made the
best choice possible to round off my
army.

Running back to my
burrow at top
speed, I hastily
assembled the
warriors and the
rats, painted them in
double-quick speed
(only black and
brown needed!) and
saluted my now
complete army.
Victory would be
mine for evermore!

THE BATTLE AT
HAWK PASS

After finishing my
fourth installment of
troops, 1 challenged
the mighty Company Chaplain Chris
Harbor, with his veteran High EIf
army, to a battle.

Chris has had hundreds of battles
with his various armies and is
certainly a force to be reckoned with,
so I had to put all of my (feeble by
comparison) experience to use. I did,
however, have one consoling factor —
Richard ‘Hob Nob’ Hobson had
vanquished the High Elves recently
with his skinny tree-huggers so there
might be hope yet! We staged a
simple pitched battle of around 3,000
points in a fight to the death. The
battle started with a bonus for the
Skaven. Not only did I get to go first
(thus closing quicker against-missile
troops) but I rolled a 6 for the effects
of my Skaven Brew!!! Double
movement and attacks for my main
Clanrat unit for the entire battle.
Happy-happy, joy-joy!

Thus, marching 20" in their first turn,
my Skaven were virtually all over the
Elves like a Plague Monk’s rash! The
rest of my forces moved in (a little
slower) ready for the kill. But then
things went wrong (what did I
expect?). Chris’s Bolt Thrower and
archer fire rained down upon my
Clanrats and they fell like flies. In the
blink of a rat’s eye, they turned tail
and fled, failing to stand firm even
under the power of the General’s
Crown of Command! The Elves
began to surround my forces. My
Plague Monks charged his spearmen,
accompanied by the deadly Plague
Censer Bearers, and a huge melee
ensued. Close by, my Vermin Lord
bellowed in daemonic rage and
hurled himself at a unit of Silver
Helms, helped by the chittering Rat
Swarm. As swords clashed and teeth
ripped through armour, the battle
raged on watched by Chris’s steadily
circling forces.

Then things started to go really badly
My Plague Monks were routed in the
melee and they ran, only to he
mashed into the dirt by the White
Lions. Squeak! In one fell swoop |
lost my Monks, Censer Bearers and
my Warpfire Thrower! Doom! To
make things worse, Snikch wag
routed as he mounted a crazed
assault against a unit  of
Swordmasters, but he was not caught
(thank the Horned One). The only
consoling factor was that my Clanrats
rallied to the threats of General
Skarras and mounted an assault
against a unit of Elven archers. Things
were looking bleak!

Chris continued to pound my troops
with arrows but luckily the great
Horned Rat shone upon the dice that
day, for injuries were minimal. Then
the tables turned again... the Vermin
Lord stomped all over Chris’s
general, wizard and Silver Helm
bodyguard. Unfortunately, however
(for me), his troops were not as
cowardly as the Skaven and they
stood shoulder to shouldet and
fought on. And on. And on... Soon
Snikch was gone — routed off the
board to lick his wounds. The Vermin
Lord was cut down under a hail of
fire from the Bolt Thrower. My Jezzail
lay on the floor looking like a
hedgehog — that many arrows were
sticking out the crew. Clanrats lay
dead all around. With only one third
of my main unit of Clanrats left with
the general, the Warlock and a
Poisoned Wind Globadier, things
looked tough, but the general didn’t
let up. Magic flashed from the
Warlock’s claws and Elves fell. He had
silenced the Bolt Thrower earlier by
skitterleaping an assassin to the war
machine to do his duty, and now all
lay dead save for the reserve Elven
archers. The furious assaults inspired
by the Skavenbrew won the day. The
last of the High Elves was cut down as
he tried to run away, broken by the
sight of his dead kinsmen.

Skarras returned back to the Council
with a new pointy-ear necklace...
Only the warlock and globadier
accompanied him to confirm his
victory...

NEXT MONTH:
Roy and Paul take
on the two
Richards in next
issue’s Battle
Report!
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n Warhammer Quest you take the part of a brave adventurer, exploring the danger-
lria’den catacombs that lie deep beneath the Old World, fighting hideous Monsters for
fabulous treasures and undying glory. Fuirther adventures are detalled in the Lair of the
Orc Lord and Catacombs of Terror packs which introduce new Mon_sl_:grs_ _Emd evemaLe
perils. In addition, the Warrlor packs contain eight new heroes, ea.c_h with UﬂlGU:-Snedal
abilities, skills and weapons. Dare you face the challenge of Warhammer Quest?

B 48 Citadel, the Citadel castle. Games Workshop, the Games Workshop fogo and Warhammer are
Cl,rAD{;-I:Q registerad trademarks of Games Workshop Ltd. Warhammer Quest p-_z_x_h-qdmmrk
b of Games Workshop Ltd. © Games Workshop Ltd, 1997. Al rights reserved.
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LAST STAND AT

GLAZER’S CREEK

A battle report by Jervis Johnson, Paul Sawyer, Adrian Wood and Graham Davey

This month’s battle report is inspired by the classic war film Zulu!, which recounts the tale of a
group of British soldiers attacked by wave after wave of Zulus in 1879. In this battle the Praetorian
XXIV Imperial Guard regiment would try to survive a series of relentless Ork assaults. The
engagement is a continuation of the ‘Massacre at Big Toof River’, the mega-display featuring the
Imperial Guard battling with the Orks at last years Games Day event. Over to Jervis...

THE BATTLE OF GLAZER’S CREEK

Glazer’s Creek is a narrow tributary of the Big Toof River, that
stretches away to the north-west of its parent. Located close by
the creek and some five miles from Big Toof River itself is the
remains of an old farm, once owned many years ago by one
Conrad Glazer, the man who gave his name to the creek.
However, Glazer disappeared many years ago and his farm
was little more than a ruin when the men of the 3rd Platoon, A
Company, 24th Praetorian Imperial Guard Regiment set up
camp there.

3rd Platoon had been left
behind to guard Glazer’s Farm
after their Chimera transport
vehicles were lent to the rest of
A Company in order to make it
fully mobile for the attack on
Big Toof River. Without their
Chimeras the 3rd Platoon could
not hope to keep up with the
main column, and in any case
somebody needed to be left
behind to protect the 24th
Regiment’s supplies. The
platoon was joined by several
civilians that were
accompanying  the  24th
Praetorians on the campaign,
but deemed to be a liability for
the main attack.

As the civilians and men of 3rd
Platoon made themselves as
comfortable as  possible
amongst the ruined farm
buildings, they could have had
no inkling of what was to

the battle has appeared elsewhere, so suffice to say that the
24th Regiment ran into an Ork ambush and was all but
annihilated. The survivors were forced to flee away to the
north-east — away from the victorious Orks, but away from
Glazer’s Creek as well. The men of 3rd Platoon were therefore
cut-off from the main bulk of the Imperial army, and unaware
of what had happened at Big Toof River. Then a cloud of dust
was spotted on the horizon. The Praetorians expected it to be
the rest of the regiment returning from an easy victory. In fact
it was the first wave of an Ork tide that would batter the
defenders of Glazer’s Creek with a series of assaults...

happen to their comrades at Big
Toof River. A full description of

Paul sees the size of the first wave of Orks, and thinks Adrian is having a laugh...

41d0d3d 31.1.1ve
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HOW THE SCENARIO WORKS

Jervis: Last Stand at Glazer’s Creek is
really a series of battles that pits the
horribly outnumbered Imperial Guard
defenders against successive waves of
Ork attacks. It is inspired by the 19th
century Battle of Rourke’s Drift, but
more specifically by the stone-cold
classic war film Zulu! which covers that
battle. If you can beg, borrow or steal a
copy of the film on video and watch it
before playing the game, you’ll find that the game is simply
much more fun to play (you’ll also find yourself saying things
like “First rank FIRE!, second rank FIRE!” and “Don’t point
that bloody chainsword at me!” which adds to the fun too). But
I digress...

Jervis Johnson

In this scenario the Imperial Guard defenders are horribly out-
numbered and must attempt to fight off wave after wave of Ork
attackers. However, the defenders include several tough
characters, the Guardsmen have an excellent defensive
position, and they also benefit from the uncoordinated nature
of the Ork attacks. The Orks on the other hand have lots and
lots of Boyz, and know that given enough time they will wear
the defenders down — the only problem is that they only have
enough time to make a limited number of attacks before they
must pull back to their main camp.

The rules below explain how to pick the forces, set up the
table, and play the game. Please note that while the Ork army
should be quite easy to field (though you will need to have
access to at least sixty Ork or Gretchin models), the Imperial
Guard army list is very specific and tells you exactly what
models to use. If you don’t have the right models, feel free to
modify the list to suit your own collection, and/or use ‘stand-
ins’ for the models you don’t have (i.e. use a mortar to
represent the autocannon, etc).

The objectives for each side are very simple: the Praetorians
must survive and the Orks must wipe them out (none of those
namby-pamby Victory points in this scenario!) More
specifically, if at the end of any assault there are no defenders
left standing, then the Orks have won. If there are still
defenders alive at the end of the final assault, the Praetorians
win the day.

SETTING UP THE TERRAIN

Last Stand at Glazer’s Creek is played on a 4'x4' gaming area,
and the Praetorian player sets up the terrain for the game. He
must set up Glazer’s Farm, and may set up any other terrain he
likes. Glazer’s Farm must include at least one building, but
apart from this restriction the terrain may include any number
of buildings, walls or other items that seem appropriate. Note
that as the Praetorian player sets up all the terrain he can create
a perfect defensive position with loads of cover for himself and
almost none for the Orks. This is deliberate!

IMPORTANT: In this scenario, terrain never slows down Ork
movement, though the Imperial defenders do get the benefit of
a defended obstacle if the Orks attack over it. In addition Orks
can clamber over walls by simply measuring the height of the

wall and knocking this off their normal move. The reason for
this rule is simply to stop the Imperial player from surrounding
the farm with impassable or difficult terrain which would make
for a very boring game all about shooting rather than close
combat — which is not what we want at all!

) ORK ASSAULTS

Instead of playing a single game, this scenario is played as a
series of games. Each game represents one of the Ork assaults
on Glazer’s Creek. The Orks get a randomly determined army
for each game, while the Practorians get to use only the models
that survived the previous battle.

Before the first game
the Ork player must
secretly write down
k2 how many assaults he
+0 will make. He may
choose any number
from three to five.
Choosing a high number will give the Ork player longer to
wear down the defender, but will mean that he has less extra
troops for the final assault.

_ ORK ARMY

The Ork army is determined randomly by rolling twice for
leaders and six times for troops on the table below. I've
deliberately set up the table so that the Orks get little in the
way of long-range firepower. This is to encourage them to
attack the farm, rather than sit around and snipe at the
defenders. If you roll up some troops that you don’t have, they
can be replaced by an Ork or Gretchin mob, while unavailable
leaders are simply ignored. This means that Ork players will
need to have at least 60 Ork or Gretchin models in order to
play this scenario, but as this just happens to be what comes in
the Warhammer 40,000 boxed game I can’t imagine this will
present much of a problem.

Assaults Extra Troop Rolls
3 +d

Leaders
Shooty Stuff

Troops
Bike or Buggy

Nob Boyz
Nob Boyz

Nob Boyz
Nob Boyz
Nob Nobz or Boarboyz

Note: When we originally fought the scenario, Adrian
rolled THREE times (not twice as above) for the Leaders
and managed to roll up a Warboss in three of the assaults.
It seemed reasonable that a Warboss would be at all the
assaults and so in addition to the troops rolled up randomly
each. assault is led by an Ork Warboss. The Warboss is
armed with the equipment actually shown on the model
itself.

Bike or Buggy: A single War Buggy, Wartrak, Scorcher, or

*“Warbike. The vehicle is armed with whatever weapons are
actually on the model. If you roll up more than one buggy
result in a wave, then all of the vehicles must be combined into
a single squadron. No more than one vehicle of the same type
may be taken per assault.
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Boyz: A single mob of 10 Orks armed with bolters or bolt
pistols and axes, or a mob of 10 Gretchin armed with autoguns.

Nob: A Nob armed with any equipment actually shown on the
model itself, or a Nob on a Nobz bike. A Nob on foot must lead
a mob of Boyz or Gretchin.

Nobz or Boarboyz: A single mob of Nobz, Stormboyz or
Boarboyz. The mob has 5 models and the models are armed
with whatever weapons the model is actually carrying.

Shooty Stuff: A single Dreadnought (armed with any
equipment actually shown on the model itself), or a Mekaniak
with a Shokk Attack Gun, or a Weirdboy with three Minderz,
or a single piece of Ork field artillery (i.e. Splatta Kannon,
Pulsa Rokkit, Smasha Gun, Squig Katapult). No more than one
model of the same type may be taken per assault.

FERAL ORK RULE: All Ork Boyz in this scenario have +1
WS and -1 BS. Now, although I could justify this by saying
that the Orks who made up the attackers were a rather
primitive lot who weren’t much good at shooting, the actual
reason for the rule is because it pretty much forces the Orks to
try to capture the farm by assaulting the defenders rather than
shooting them (see comments above about boring shooting
matches). Note that the modifier does not apply to Gretchin
models, only to Ork Boyz.

DEPLOYING FOR BATTLE

The Praetorians set up anywhere on the table at least 12" from
a table edge, except that any wounded models must set up in
the hospital building in the farm (see the rules for wounded
models below). Praetorians may set up in overwatch, but can’t
set up hidden (the Orks are watching them from the hills!).

After the Praetorians have set up, number the edges of the table
1 to 4. The Ork player then picks any two adjacent edges and
numbers them 5 and 6. He then rolls a D6 for each unit, and
they move on within 12" of the centre of the table edge with
that number. Note that because the Ork player gets to pick an
extra couple of numbers for two table edges, he can choose the
area where the bulk of his troops will (probably) set up. The
Ork player can change the table edges he picks to be numbered
5 or 6 at the start of each assault. Remember that a separate roll
is made for each unit.

FIGHTING AN ASSAULT

Once both sides have set up, you are ready to fight the assault.
The Ork player gets the first turn. The battle continues until
either there are no Praetorians left in play, in which case the
Orks win, or there are less than thirty Ork models in play. Bike
or buggy models, and any Shooty Stuff plus their crews, count
as five models if they have taken no damage, one model if
damaged at all or a crew member is killed, and zero models if
destroyed. The Warboss, Boarboyz and Nobz count as one
model each.

IMPORTANT: This is a fight to the death for both sides, and
so all units are immune to psychology and will not break.

If the Orks are reduced to less than thirty models the assault
ends immediately in an Ork defeat. If this was the final assault
then the Praetorians win. If not, the Praetorians must tend to
their wounded, and then you can play out the next assauit.

THE FINAL ASSAULT

At the start of the third Ork turn of the final assault, the Ork
player rolls again on the troops table. The number of rolls is
determined by the number of assaults the Orks have made (see
the rules for Ork assaults above).

DESTROYED VEHICLES

Vehicles destroyed during an assault must be left in play as
wrecks. Damaged vehicles that can’t move off are left in play
too, but count as being destroyed in future assaults (it’s
assumed their crew has run off!). This rule has several effects;
it creates cover and makes the table-top look more interesting
for a start, and it also limits the Orks’ ability to keep on using
the same vehicle in more than one assault.

PRAETORIAN WOUNDED

Praetorian models that are ‘killed’ during an assault need to be
kept to one side until the end of the battle. If the Orks are
fought off, roll a D6 for each model on the table below:

Dead models can’t be used in any future assaults, while models
that suffer a flesh wound will be fighting fit and able to take
part in the next assault. Models that have been seriously
wounded have to go to the hospital, but you can roll for them
again on the table below at the end of the next assault.

Result

Dead: Add anether white cross to the graveyard
Serious Wound: It's hospital for you m'lad.

Flesh Wound: Get back in the ranks ya malingerer!

One of the buildings that makes up Glazer’s Farm must be
designated as the hospital. Seriously wounded models are sent
here, and they may recover as described above.

In addition, it is assumed seriously wounded models have their
weapons by their beds, and if an Ork moves within 4" of the
building, the seriously wounded models inside may get up and
fight! Roll a D6 for each seriously wounded model if an Ork
moves to close. On a roll of 4+ the model gets out of bed and
fights. Add +1 to the dice roll during the final assault.
Seriously wounded models have 1 wound, and all of their other
characteristics (including movement and leadership) are
reduced by 1 point. Set them up anywhere you like within or
touching the doorway of the building.

Once ‘activated’, seriously wounded models will fight for the
rest of the battle, but then have to make a roll on the injury
table at the end of the battle to see if their exertions have
caused a relapse.
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LAST STAND AT GLAZER’S CREEK

SQUAD JONES

SQUAD JENKINS

SERGEANT SERGEANT

FLAMER MELTA-GUN
‘PRIVATE SIMPSON’ TROOPER

TROOPER X 6 TROOPER X 6

G AUTOCANNON HEAVY BOLTER

GUNNER GUNNER

AUTOCANNON HEAVY BOLTER
LOADER LOADER

=g e

COMMAND SQUAD DAVIES

CAPTAIN
e CAINE . TROOPER X 3 G

GRENADE
LAUNCHER
TROOPER

HEAVY WEAPONS SQUAD

MORTAR
h GUNNER
MORTAR
LOADER

LASCANNON
GUNNER

LASCANNON
LOADER

LASCANNON
GUNNER

LASCANNON
LOADER

FARM TRUCK WITH HEAVY BOLTER
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Paul: So, I'm taking
command of the Praetorian
XXIV. I've watched Zulu/
more times than I care to
remember and it brings a
lump to my throat and a tear
to my eye every time. The
thought of a handful of
soldiers, miles from home,
with only a few local scouts
and hastily erected
fortifications for help, is the
stuff of legends. If I can see

Somebody’s nicked Fat
Bloke’s bacon buity! the  valiant  guardsmen
through the coming ordeal I'11

be a happy man.

Well, I can’t rely on locking the local priest in the outhouse to
secure victory — I'll need a much stronger battle strategy than
that...

My master plan revolves entirely around not having a master
plan. As the scenario stands there are only two certainties: I'll
be facing a large number of randomly generated Orks who
will hit me in wave after wave of green death and I'll be
burning off a lot of calories through nervous tension. Neither
is a welcome prospect and so the best option open to me is to
make it up as I go along and put my trust in Overwatch!

As the only objective I have for this game is to have at least
one defender alive at the end of the final assault, I will
gradually redeploy the troops I have left as each assault takes
its toll. Apart from that, I've just got to fight off a veteran Ork
player with an army I've never used before...

THE CIVILIANS

Anyone who has seen Zulu! will know that it’s not just soldiers that took part in the defence of Rourke’s Drift, there were
civilians there too. I wanted this aspect of the film to be reflected in our refight at Glazer’s Farm, and to this end we included
a number of civilians in the defence force. We used a motley collection of miniatures to represent the civilians, drawing on

CIVILIANS

FARMER
‘GLAZER’

VETERAN
SCOUT
‘BLIKK’

RATLING SNIPER
‘HOOKY’

SCRIBE
‘PARCHETT’

MENIAL CHAMPION
ARMED WITH
PLASMA PISTOL

MENIAL CHAMPION
@ ARMED WITH
AUTOPISTOL AND

SWORD

MENIALS/SCOUTS
X8

models from the Studio’s Necromunda and Adeptus Ministorum armies. All were armed with
the weapons actually depicted on the models themselves.

Farmer Glazer: The owner of Glazer’s Farm who has been living as a hermit in the hills,
but has returned to help defend his old homestead against the Orks. He is an independent
character and has Imperial Guard Hero characteristics.

Veteran Scout Blikk: Some-time hired scout and some-time bounty hunter, Blikk carries a
huge array of weapons, including a single stasis grenade. He is an independent character and
has Imperial Guard Hero characteristics.

Ratling Sniper Hooky: A rogue who has feigned illness to avoid taking part in the Battle Of
Big Toof River. He is an independent character and has Ratling Hero characteristics (see the
Codex Imperialis for Ratling Hero stats).

Scribe Parchett: An Administratum scribe sent to record the outcome of the campaign for
Administratum records. He is an independent character and has Imperial Guard trooper
characteristics.

Menials: Two units, one of six models and one of four, each led by a champ%or_l. With the
exception of the champions, the models have Imperial Guard trooper characteristics.

Farm Truck: This vehicle can be driven by any of the models in the defending force. It has
the same speed and armour as an Ork buggy, and is armed with a heavy bolter.
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LAST STAND AT GLAZER'’S CREEK

For this battle

report we decided

to use Adrian’s

Ork army,

Waaagh! Grishnak

Grimjaw. You may

remember Adrian’s

: original Ork army

- which we featured

o in WD 201,

. Waaagh! Grishnak

Grand Warlord Ironhigde. When

Adrian Wood Gorkamorka came

out Adrian was so excited by the new Ork

models that he decided to make a

completely new Ork army using

Gorkamorka Orks and all the crazy vehicle

conversions he loves to create. This army,

led by his new Warboss, Grishnak

Grimjaw, is already pretty enormous and

every model has its base painted for

fighting on a desert battlefield, like the

Praetorians. Adrian’s feral Orks look just

right for this scenario in which skill at

hand-to-hand combat is paramount. It’s not

everyone who can boast two huge Ork

armies to fight with, one on desert terrain
and one on jungle terrain!

Adrian: Waaagh! Grishnak is made up of
mobs that are twenty-strong so I’ll have to
split them down into ten-strong mobs for
this scenario. I’ve got no worries about
what I randomly roll up in the way of an
army, I’ll have models to accommodate!
The only real decision I have to make is
how many assaults to fight. I’1l opt for four
assaults as this should give me enough time
to smash the enemy and enough
reinforcements in the last assault to swing
the game in my favour. This is the first time
I’ve played Paul at Warhammer 40,000 and
I’'m looking forward to crossing axes with
him!

WAAAGH! GRISHNAI
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LAST STAND AT GLAZER’S CREEK

ASSAULT 1

Paul: This really is going to be interesting as I have no idea
what I’ll be shooting at. I won’t know what Adrian’s force
consists of until it appears over the crest of the hills that ring
Glazer’s Farm. With this in mind, and knowing that most Ork
armies rely on weight of numbers, I deploy both the lascannon
teams and the heavy bolter team on the roof of what will
undoubtably become the hospital. This is for two reasons:
firstly it will afford them the best vantage point for targeting
purposes and secondly it will be harder for the Orks to get up
close and personal as they’ll have to fight their way through
the other Guardsmen first. One of the Administratum Menials
mans the heavy bolter in the Truck. Apart from this, each squad
sets up in the defences with the best fire arcs they can find.

Finally, Hooky the Ratling Sniper takes up a superb sniper’s
perch high on the Windmill, so that he can effectively pick off
anyone he wants and if I'm really lucky Adrian may just forget
he’s there and thus forget to kill him (ensuring victory for the
stout defenders of Glazer’s Farm!).

Other than that I’ve only two priorities in this battle — shoot as
many greenskins as possible and then fall back to a safer and
more defensible position where the Orks can’t make use of
their enhanced WS.

Adrian: I rolled for my Leaders and the first result is Shooty
Stuff, so without hesitation I take one of my specially
converted Dreadnoughts. These huge, mechanical beasts,
lumbering across the battlefield, clobbering the enemy with

their power claws, chanting WAAAGH! and blasting
everything in sight, are the weapon of choice for any Warboss,
any time! Even if this one gets totalled by one of the
lascannons, I’ve still got another waiting in the wings. Next I
roll up two Nobz to lead my Boyz. Each has a power claw, the
only weapon for an elite mob leader. Next I start rolling up
troops for my Nobz to lead. After a couple of Boyz mobs T
take Boyz mobs over Gretchin until I run out of models) I ro]
a 6 and get a either a Nobz mob or Boarboyz. As my Boarboy;
are at the moment sat in a box waiting to be painted, I have nq
choice but to opt for a Nobz mob. Not that this is a bad option;
five Nobz with power axes are always great to have along in 3
punch up! After rolling up two more Boyz mobs I get a buggy,
I decide that the best tool for this job will be a Scorcher, with
its heavy flamer that ignores cover and doesn’t roll to hi
Paul’s face was a picture. All T have to do now is roll to see
which table edges my Boyz come on from.

After rolling for all my squads there is only one thing I can say:
that’s Orks for ya. They couldn’t coordinate an attack if they
tried! The way the dice rolls have worked out, the Praetoriang
are pretty much surrounded, but given a choice I always prefer
to attack in strength at one point. Still, I can’t complain, even
though the Scorcher is quite vulnerable on its own. However,
hope is at hand. The -1 to hit that the Praetorians will suffer for
shooting on Overwatch at targets emerging from cover should
see it through, at least for one turn of firing. That should be
enough to fry a squad of puny *oomies. Apart from that, I can
see this turn becoming a foot race, with the first Ork to make
the barricades the winner!
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THE ASSAULT

From the hills all around, dozens of Ork warriors swarm down
towards the tiny farm, shouting war-cries and firing their
bolters into the air.

In the farm Captain Caine has prepared the Imperial defence
carefully, with men all along the perimeter fence and heavy
weapon teams on the roof of the single farm building. “Steady,
men!” his voice rings out clearly, “Don’t shoot till you see the
reds of their eyes!”

“Don’t shoot till you see the
reds of their eyes!”’

The Imperial Guard overwatch opens up as the greenskins
come into range, cutting down seven of them. However dozens
still remain. Lascannon and heavy bolter fire flash past the Ork
Scorcher, unable to hit the ramshackle vehicle. Suddenly from
behind the farm building the mortar crew lob a shell right over
the top of the roof. It hits the Scorcher bang on, penetrates its
armour and blows it up! Returning fire, the Ork Dreadnought
guns down two of the civilians who have bravely taken up
arms to join the defence of the farm.

00%0 o00o
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Assault 1
Turn 1
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The Orks charge
forward into
another fusillade
of lasgun shots.
With the help of
the Ratling
Sniper picking
off greenskins
from his perch at
the top of the
windmill, ten
more Orks are
slain. Meanwhile
the lumbering
Ork Dreadnought
keeps coming as
lascannon shots
bounce off its
thick armour
plates.

However, the Ork

advance begins to

slow down,

demoralised by :
the  casualties -
they are taking. - erio

The mobs of
Boyz blast the e

farm with bolter 4 -
fire and ten of the ; -
defenders  fall, 5“ A . T
Burn, Baby Burn! Adrian threatens
Paul with a Scorcher template!

mostly Praetorian
Guardsmen. But
suddenly a single
lascannon shot destroys the Dreadnought in a spectacular
explosion (that kills an Ork who is standing too close). At the
sight of this, the Orks cut their losses and retreat back into the
hills to regroup ready for the next attack.

Paul: Well, that went as well as could be expected! I certainly
wasn’t expecting a Scorcher AND a Dreadnought. As I was
tightly packed and making the most of the cover available I
had to make the Scorcher my number one target (it doesn’t
have to roll to hit when firing and so it ignores cover) and
although most of my heavy weapons shots deflected off its
armour the Mortar crew saved the day, enabling me to
concentrate on the Boyz and the hulking Dreadnought.

Assault 1
Turn 3

I wasn’t surprised when the Orks faltered in the face of
such a torrent of fire. I was surprised however, that they
then went on to blast away at the defenders with all they
had (very un-Orky!). This suited me though as it meant
they wouldn’t be able to get into close combat and this is
their main strength (particularly the Orks on this world!).

Adrian: Ouch! That was a bit like driving full tilt into a
brick wall! All that firing on the first turn really took its
toll, although the Dreadnought did some damage before
being destroyed. Paul expressed surprise that I shot the
Praetorians with my Boyz rather than charging in. Even
though my Boyz have increased WS and decreased BS, I
think I made the right choice. Hand-to-hand combat is
always risky; it’s the only time when you can suffer
casualties in your own turn, as well as inflicting them on
the enemy. Considering how close the Boyz were to
getting below thirty models, shooting for a turn was far
less risky and indeed probably caused far more damage.
All-in-all, a reasonable assault, and next time there will
be less Guardsman so the going will be easier.




LAST STAND AT GLAZER’S CREEK

Adrian: Aha! I roll up another yet Ork Dreadnought! And
Warlord Grishnak Grimjaw has made it onto the field, along
with another Nob! I don’t get anything else for my troops other
than sixty Boyz! Unfortunately they decide to attack the farm
from all four sides again. I'd better get used to this, it will
probably happen on every assault. OK Boyz, let’s get "em!

Paul: Hmmm, another Dreadnought,
eh? I already have a bad feeling
about this battle report. Adrian
seems to be able to get just
what he needs from the Ork
army table! At least I won’t
have to worry
about a Scorcher
speeding across
the table and
gouting  flame
across my battle lines. There ends the good
news however, as not only will

Ork Warlord Grishnak be
coming out to play, but
he’ll be accompanied by
sixty Boyz! This means
that I’11 have to kill at least
thirty of the little green
blighters to stop the
advance, hopefully before they
get into close combat. It really is a
tall order...

If things get desperate, I'1l pull everyone
back to the hospital building so that
when the Orks come within 4", my
wounded can crawl from their beds
and defend the farm with bedpans and
surgical scalpels!

The farm building has been commandeered as a make-shift
hospital, and a number of the wounded have already been
patched up and ordered back to their posts. After a tense hour
of waiting the Orks attack again, and every man braces
himself, ready to defend his position with his life if necessary.

Overwatch fire is less effective than in the first assault and

only four Orks are killed, while the Dreadnought (this one

approaching from the other side of the farm) is damaged in the

legs and reduced to a limp. But this does not stop it firing at the
farm’s truck and killing the Menial manning its heavy bolter.
Seeing this, Parchett the Scribe bravely rushes forward to
take the gunner’s place.

The Guardsmen and their allies open fire again,
this time with devastating effect. On every side
greenskins fall to the massed lasgun and heavy
weapons fire. In all, nineteen Orks are Kkilled,
seriously weakening the charge and as before, the
remainder slow to let loose with their bolters. Eight
of the defenders fall, mostly civilians. The most
serious loss is the grizzled veteran scout Blikk,
and Parchett slumps forward over the
heavy bolter that he hadn’t quite worked
out how to fire.

Hmmm, another
Dreadnought, eh?

As the Orks close in, seven more of them are
shot down, while the Dreadnought is wrecked by
the lascannons. Farmer Glazer himself steps
forward to man the gun in the bullet-riddled
farm truck. Then the Orks charge, breaking
through the perimeter fence in a number of
places. Ork Warlord Grishnak charges

N e 00800
Assault2

——QRERe

straight at Captain Caine, who sefs a
brave example for the men under his
command and stands his ground, while
@) Squad Jenkins stalwartly keeps the Orks
at bay. The greenskins bave been
reduced to less than half their numbers
and the tide of the attack turns in the
favour of the defenders. The Orks break
and run, leaving the defenders to count
the cost.

Paul: That was tense. After a very good
round of shooting I thought I had it in
the bag, only to be confounded by the
low cunning of the Ork Warlord and his
decision to once again halt the attack
and bring his guns to bear. I lost more
defenders than I'd care to mention but
looking at the number of Orks I was
facing I think I did rather well, old bean.

Adrian: Well, at least we made it into
close combat, although as expected I
suffered enough casualties of my own to
force the Orks back. Next turn will be
really important, I must hit hard and
fast!




Above: Come on Paul, it can’t be all that
bad. Can it?

Right: Paul ponders his next move while
Adrian attempts to outstare the Windmill.

X WARHAMMER 2
A T

-'\/L;,

—

Assault 2

~
>

1d0d3d 311.1vd




LAST STAND AT GLAZER’S CREEK

ASSAULT 3

Paul: With my
numbers reduced
even more this time,
the effect will be
twofold: firstly I'll
have less guns to
reduce the Ork
numbers to breaking
point and secondly
this will mean that
they’ll almost
certainly over-run the farm defences. To
counter this I pull the defences into a tighter
ring so that the Orks have further to run to get
into close combat.

As Adrian rolls for the Ork army my heart
sinks — another Scorcher! To make matters
worse he rolls up a War Trukk so he’ll be
speeding his Boyz even faster into the fray. Oh
dear.

Adrian: This time Grishnak must have had
divine inspiration from Gork and Mork
themselves. Not only are the Orks set up in

Y 'Z\ssault 3
) Turn 1

strength, but I've got Grishnak himself, four
Boyz mobs with a couple of Nobz to lead them, a Nobz mob
into the bargain and a Trukk too. Nice going Grish!

THE ASSAULT

The weary defenders prepare to repulse another wave of
greenskins. The makeshift hospital is now full to bursting with
the injured and dying, including most of the civilians, while
Squads Jones and Jenkins are both down to near half strength.

Another huge horde of Orks charges down from the hills.
Roughly a dozen fall to enemy fire as they close in, and more
importantly, the Scorcher is destroyed by an autocannon shell
before it can get close enough to bring its deadly heavy flamer

to bear. Private Simpson, seeing the Ork threat looming in front
of him, scales the fence and advances into firing range. His
sergeant leaps forward to stop the foolhardy young guardsman,
shouting “Hold your position, laddie!”” But it’s too late — the
foolhardy young Guardsman rushes forward and fire spews
from the nozzle of his flamer. The results are less than
impressive and the Ork charge quickly reaches the outer fence.
Private Simpson is smashed to the ground by Grishnak
Grimjaw himself. The farm truck is swamped by the
greenskins, its crew butchered. On the other side of the farm a
trukkful of Ork Boyz leap from their vehicle and blast away at
short range. Command Squad Davies is mown down, leaving
Captain Caine standing alone, grimly waiting to fight the
enemy at close quarters.

Command Squad Davies is mown down, leaving Captain Caine
standing alone, grimly waiting to fight the enemy at close quarters.

On every side Orks break into the farm
compound. Squads Jones and Jenkins are
both completely overrun. Farmer Glazer kills
one Ork before he succumbs to sheer weight
of numbers. At that moment a handful of the
wounded emerge from the hospital to join in
the battle, barely able to walk, let alone fight!
This desperate act of bravery gives the
defenders new-found determination, and the
Guardsmen on the roof of the hospital shoot
into the massed greenskins below them.
Captain Caine fights on in the midst of the
Orks, still shouting encouragement to his
men, as he cuts down an Ork Nob with his
chainsword. Orks are clambering onto the
roof of the hospital when their trukk crashes

and explodes. The Orks lose heart and run
back to the cover of the surrounding hills,
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LAST STAND AT GLAZER’S CREEK

ASSAULT 4

Paul: This is it then — the final assault. If  had been Adrian
I’d have kept that quiet until turn 3 and watched my
opponents face with smug satisfaction. Then again Adrian
isn’t as sadistic as me...

The predictable happens again and Adrian rolls yet another
Scorcher! To add insult to injury he also gets a Squig
Catapult, 40 Boyz and a Nobz mob. Considering what I'm
defending with, it looks as if it’s all over, but with true
Praetorian spirit I will fight on to the last!

My deployment is easy this time — place a Guardsman and
the Menial Champion on the windmill tower so that unless
they manage to shoot them in hard cover, the Orks will
have to fight them with Queensbery rules (one at a time,
like gentlemen). Blikk and the wounded Private Simpson
(with his trusty flamer) will defend against the Squig
Catapult and the mob screening it. Blikk still has a Stasis
Grenade which I’ve been saving for as long as I can and
this seems the right time to use it. Everyone else will blaze
away from the hospital rooftop.

Best get on with it then...

Adrian: I've got Grishnak once again, a Squig Katapult in
place of a Dreadnought, another Scorcher and a Nobz
mob, but only 40 Boyz this turn. I must really rely on the
coming reinforcements to bolster my forces in turn 3. Still,
with Warlord Grishnak leading the force I feel confident.

. Assault 4
A\ Turn 1
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i In a last ditch attempt to pull victory

from the jaws of defeat, Paul tries to
‘ blind Adrian with the glare from his forehead! THE ASSAULT

Things look desperate for the beleaguered inhabitants of
Glazer’s Farm. Only seventeen men remain fit to fight, they
are low on ammunition, and the Ork attacks show no sign of
abating. All around the farm are the smoking wrecks of
vehicles destroyed in the previous assaults. The only bit of
heartening news is the recovery of Blikk, the hardy old scout,
who emerges from the hospital saying he isn’t finished with
the Orks and still has a little surprise for them. Also determined
to fight on is Farmer Glazer, insisting that he will join the
defence of his home, despite his injuries. Private Simpson too
is back on his feet, under strict orders not to stray out of the
farm compound again. His sergeant unfortunately wasn’t so

lucky...

The sound of another Ork
attack fills the valley. Captain
Caine calls out a last order,
“Ready Praetorians. Make

every shot count!”

The sound of another Ork attack fills the valley. Captain Caine
calls out a last order, “Ready Praetorians. Make every shot
count!” The Imperial weapons grow hot as the guardsmen try
desperately to whittle down the huge number of Orks. The
Scorcher is blown to bits and the primitive Ork catapult is also
destroyed while the crew are still pushing it into position
above the farm. Blikk hefts an arcane device and, flicking the
safety catch off, presses a large, red button. “T've been saving
this for a special occasion!” he shouts and hurls it into the mob
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of Orks bearing down on him and Private Simpson. There is a
flash and a swirling vortex engulfs the Orks. Those in the
centre are frozen in place while those nearer the edge move in
slow motion. Blikk has at least bought them some time.

As each Ork scales the tower, the Menial Champion knocks On the other side of the farm the savage Orks have reached the

them to the ground!

Assault 4
Turn 4

fence and this time there are no Guardsmen to stop them

clambering over. Beneath the
windmill a small group of Boyz
led by the Ork Warlord,
Grishnak, break through into the
compound. As if things aren’t
bad enough, yet more Orks
appear out of the hills and swarm
down, eager to join in the attack
and finish off these weak but
stubborn ’oomies.

Greenskins rampage through the
farm, as the defenders fire at
them from the hospital roof.
They start climbing up the
windmill towards the Ratling
who is still reliably plugging an
Ork with every shot. Captain
Caine bad wisely anticipated this
and positioned a couple of men
on the level below. From their
elevated position, these two send
each Ork that reaches them
tumbling to his death. At the foot
of the windmill, Farmer Glazer
is savagely cut down by the Ork
Warlord and dies defending the
home he built all those years ago.

~
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Blikk and Private Simpson are finally attacked at close
quarters. The veteran scout fights with years of experience and
swiftly dispatches his attackers, but Simpson is not so
fortunate and falls beneath the Orks’ axes. At the same time,
Orks are scrambling up onto the hospital roof to attack the
heavy weapon teams, and more are arriving all the time. Each
loader defends his gunner so they can carry on firing for as
long as possible. Their desperate defence costs three more
lives, and even with the aid of the walking wounded, they can
not fight the greenskins off. On the ground Captain Caine is
backed into a corner, battling against three Orks at once,
including the ferocious Warlord, twice the size of Caine. The
Captain fights for his life. Valiantly he slays the first two Orks,
but the Warlord waits for his moment and rains down blows
with a brutal power sword. Captain Caine’s last words are
shouted to his men, “Praetorians! We fight to the last man!”

With the death of their commanding officer, things look bleak
for the defenders. And yet the Orks’ numbers are thinning — if
they can just hold out a bit longer...

The Ork Boyz give up climbing the windmill, choosing to
shoot instead. This is much more devastating, killing the two
defenders to leave the sniper unguarded. All the soldiers on
the hospital roof are now battling with greenskins, and still

@

they proudly wave their regimental banner. Meanwhile Blikk
is the last man left standing on the ground. Surrounded by five
Orks, he fights with the assurance of a man who has faced
these odds before and survived with plenty of scars to prove
it. Felling two of his attackers, he swiftly gains the upper
hand, and it is this combat that turns the tide. The ragged
handful of Imperial defenders have reduced the Orks to a
fraction of their original numbers, and Blikk is still cutting
down more, laughing maniacally with every blow. The
Warlord has reached the roof now and surveys the state of the
carnage. He gives the red-uniformed body lying at his feet one
last kick and grudgingly decides he can’t afford to lose any
more Boyz. It’s an insignificant farm anyway...

As the Orks run, the defenders give thanks to the Emperor for
their lives. Four Guardsmen remain fit, along with Hooky and
Blikk, and ten others also recover from their injuries.

Private Llewelyn relays the final list of casualties to Sergeant
Shard, who, as the highest ranking guardsman still standing,
has assumed command of the survivors. The new NCO pulls
himself up tall and yells, “Private, your uniform is a disgrace!
Get yourself straightened up at once, you ’orrible little man!”
It is all over, bar the screeching of the carrion crows circling
expectantly overhead.

Captain Caine’s last words were shouted to his

men, “Praetorians! We fight to the last man
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STRETCHER BEARERS!

Paul: Phew! That was too close for
comfort. I was convinced that the Orks
had it in the bag at the start of the final
assault and that I was simply fighting
out the last moments of a brave
defence. It just goes to show that you
should keep on going until you’ve lost
and never throw the towel in. ’

This is by far the best battle I have ever
had the fortune to play in and am looking forward to playing it
again soon, this time trying the Orks out.

This was actually the third time we’d fought the ‘Last Stand at
Glazer’s Creek’” The first time the table was 8' x 4' and Orks
entering from the 4' edges had too much ground cover to get in
close. There was also the problem of the Orks standing and
shooting. This just didn’t fit with the ‘Zulu!’ theme, so Jerv
introduced the feral Ork ruling which meant it was in the Orks
best interests to get in close and attack rather than shoot. The
Orks were winning hands down by the second assault so we
decided to start again.

In the second game we were playing on a 4'x 4' table and Jervis
suggested the Praetorians (not the civilians though) should
have the Dead Eye Shot veteran ability (allowing them to re-
roll missed shots). This swung the balance too far the other
way and by the end of the first Overwatch phase the Orks were
vanquished and the Guardsmen hadn’t taken a scratch. The
scenario you see here is the result of these games. It just goes
to show the benefit of thoroughly playtesting your ideas!

I’LL KILL YA NEXT TIME!

Adrian: This has to be the biggest,
most gruelling game I've ever
played. After all those assaults I'm
completely drained. Well done Paul,
that was a great fight.

Everything seemed pretty well sewn
up by the last turn, so what turned the
game in Paul’s favour? Funnily
enough, I forgot to do what I did in
the first assault; T should have shot Blikk rather than trying to
take him down in hand-to-hand combat. I was so close combat-
minded by the last turn that the idea of shooting didn’t enter
my mind, I just wanted to fight! In this last assault it didn’t
help that I rolled up so few Ork Boyz mobs. Although I had
more Boyz turn up as reinforcements, things were slipping
away much faster than I realised and before I knew it, victory
had eluded me.

This scenario is great and can be refought again and again. In
order to make the game a little different Jervis came up with
the feral Ork rule, where the Orks bad increased WS and
decreased BS. This is a nice idea, but you could try refighting
the battle with the Orks having the psychology of Hatred or
Frenzy. Reintroducing Break tests would put a different slant
on the battle, particularly if you fought each assault to the
death rather than until thirty Orks were dead. As these are
meant to be feral Orks, you could make the force really
barbaric by taking Boarboyz instead of the vehicles and
Dreadnoughts. These are just my thoughts, why not have a go
using your own ideas?
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All of these 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!

NEW SOUTH WALES

(02) 9602 2970
RAYMOND TERRACE
Toyworld
(02) 4987 6156
VICTORIA
SWAN HILL
Toyworld
(03) 5032 1508

. ENSLAND
ALEXANDRA HILLS
Alexandra Hills
Newsagency
(07) 3824 0641
SOUTH AUSTRALIA
MOUNT BARKER
Toyworld
(08) 8391 2411

Albury Mind Games Coffs Harbour Toyworld (02) 6652 7898
(02) 6041 6719 Cooma Cooma Toyworld
Albury Toy Kingdom (02) 6452 1764
(02) 6021 1564 Cowra Toyworld (02) 6342 1415
‘Armidale Toyworld (02) 6772 6261 Dapto Toy Kingdom
Asquith Asquith Model _Vf}a!lwnys (02) 4262 2890
: (02) 8482 32427 Dee Why Spectre Bark Games
Bankstown  Punchbowl Hoﬂw (02) 9971 6097
4 Centre (02) 97@ 5082 Dea Why Wings'n'Things
Bathurst Toy Kingdom (02) 9971 1977
(02) 6332 5368/ Double Bay  Toy Kingdom
Batemans Bay Toyworld (02) 4?72 5673 (02) 9327 7558
Bega Toy Kingdom Drummoyne  Sydney Hobbies
(02) 6402 3028 (02) 9818 6784
Bowral Lift Off (02) 4862 2R38 Eastwood Outa Worlds
Bowral Toyworld (02) 48612038 (02) 9874 9075
Braidwood Braidwood Newsagency Engadine Ace Discount Toys
(02) 4842 2410/ (02) 9520 7904
Broken Hill - Toyworld (02) 8087 9333 Forbes Toy Hollow (068} 511 621
Brookvale Toyworld (02) 9935 6533  Glen Innes  Carelles Young World
Byron Bay  Sunrise Hobhies (02) 6732 1997
(02) 6685 8922 Goulburn Toyworld (02) 4821 2333
Campbelitown Megohm (02) 4628 8224 Hurstville Arcadia Unbound
Camden Toyworld (02) 4655 8383 (02) 9585 1489
Castle Hill  Hobbies in the Hills Inverell New England Hobbies
(02) 9898 5207 (02) 6722 5661
Cessnock Toyworld (02) 4990 4772 Kingsford Wings'n'Things
Charlestown The Games Shop _ (02)B6b2 1025
(02) 4947 8848 Kotara The Games Shop
Clovelly IQ Toys, Gifts & Gadgets (02) 4957 1157
(02) 9315 8995 Lakes Haven Uncle Pete’s Toys
Cobar Toyworld (02) 6836 2877 ‘ (02) 4392 7808
Lismore North Coast Hobbies
L " (02) 6621 3183
f Lismore Toy Kingdom
| New Stockists s
5 Lithgow Toyworld (02) 6351 3872
- Liverpool Phantom Zone
NEW SOUTH WALRS (02) 9601 2622
BERRIMA Mailland Toyworld (02) 4933 5034
The Kid's Cottage Marrylands  Angus & Robertson
(02) 4877 1128 ’ (02) 9637'6430
LivEROOL ol f et vt
Kellet’s Hobbies {02) 6372 3779
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Mutialey
Newcastle
Nowra
Orange
Parramatta
Penrith

Fort Macquarie
Richmond
Riverstone
Sanctuary Point
Sydney
Sydney
Tamworth
Tarae
Toongabbie

Tumut
Turramurra

Tweed Heads
Ulladulla
Wagga
Wallacia
Wollongong

Woy Woy

North West Hobby
Supplies (02) 6743 78
Frontline Hobbies
(02) 4929 1140

Uncle Pete's Toys

(02} 4421 0962
Parkers Toy Kingdom:
(02) 6362 1486

Tin Soldier

(02) 9689 3522

Tin Soldier

(02) 4731 4623

Port World of Models |
(02) 6584 1223 K
Toy Barn [02} 4578 1
Riverstone Stationery,
Hobby and Music
(02) 9838 1108
Sam:tuary Point
Bargains (02} 4443 [
Games Paradise

(02) 9267 2069 3
Tin Soldier

(02) 9231 5668

Angus and Robertson
(02) 6766 4454

Mal’s Toy Shop

(02) 6551 3613 :
Rayen's Nest 1
(02) 9769 0631
Toyworld (02) 6947 141
Hobbies in the North
(02) 9144 7663 |
Toyworld (02) 7552 458
Toyworld (02)/4455 27
Logical Choice Game!
(02) 8921 5505

Feelin’ Crafty

(02) 4773 9194

Tin Soldier

(02) 4229 4534

Book Exchange

(02) 4344 6206
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Alexandria
Bairmsdale
B_gmsdale
Ballarat

i
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Belgrave
Bendigo

Box Hill

Box Hil
Gastlemaine
Chadstone

/

Adelaide
Blair Athol

Elizabeth

Toy Kingdom

(03) 65772 1719

Toy Kingdom

(08) 5152 6506
Toyworld (03) 5152 3369
Model World

{03) 5331 1642
Fractured Reality

(03) 57282991 \
Toyworld (03) 9752 5200
Bendigo Sports and
Hobbies (03) 5443 5086
Metropolitan Model &
Hobby Centre

(03) 9890 1144

Mind Games

(03) 9890 1139

Hobby Castle

(03) 5470 6233

Games World

(03) 9568 8002

Croydon
Dandenong
Dancaster
East Preston
Echuca
Frankston
Geelong
Geelong West
Horsham
Hamilton

Hawthorn

VICTORIA

Mind Bogglers
(03) 9723 2283
Games Worid
(03) 9793 9955
Games Shop
(03) 9848 9180
Games World Northland
(03)-9471 2211
Toy Kingdom
(03) 5482 2172
Games Court

(03) 9783 8330

Mind Games

(03) 5222 2133

Tates Toy Kingdom

(03) 5222 4201

Toy Kingdom

(03) 5381 1923

Milton Thomas Toytown
(03) 5572 5005

Mind Games

(03) 9818 8593

Leomgatha
Malvemn
Melbourne

Mildura

Moonee Ponds

Moorabbin
Portland
Seymaur
Shepparton
Traralgon
Wangaratta
Warragul

Werribee

Hawley's His & Hers
Hobbies (03) 5662 4448
Mind Games

(03) 9509 3174

Mind Games

(03) 9663 4603
Bee Wise Toy Kingdom

(03) 5022 1870

Emanuels Toyworld

(03) 8370 3206

Military Simulations
(03) 9555 8886

Tunza Games

(03) 5521 8077
Toyworld (03) 6792 3122
Toyworld (03) 5831 2835
Toyworld (03) 5174 2088
Toy Kingdom

{03) 5722 2362

Toy Kingdom

(03) 5623 1746
Futuristic Games

(03) 9742 4493

SOUTH AUSTRALIA

Military Hobbies

(08) 8231 4772

Hobby Habitat

(0B) 8349 242
Toyworld (08) 8287 0900

~ TAS.

I

Burnie
Devenport
Hobart
Hobart

'
‘Launceston

Toyworld (03) 6431 7244
Toywerld (03) 6424 8622
Ellison Hawker

(03) 8231 0271

Let's Play Games

(03) 6234 2530

Birchalls (03) 6331 3011

Ingletarm
Morphett Vale

Morphett Vale

Toyworld (08) 8264 5650
Model Mania

(08) B3B2 4957

The Wargamers Supply
Line (08) 8382 6722

N.T.

Alice Springs
Casuarina

Casuanna

Darwin

Toyworld (08) 8952 7723
Comics NT

(08) 8945 5655
Enchanted Worlds

(08) 8945 5544
Toyworld (08) 8948 3232

Mt. Gambier

-Port Lincaln

Stitling

Tunza Games

{0B) B725 4439

Toy Kingdom

(08) 8682 1218

Qak Plaza Newsagent
and Toys (08) 8339 2699

ACT.

Canberra

Tuggeranong

Tuggeranong
Woden

Logical Choice Games
(02) 6248 7722

Toy Kingdom

(02) 6284 BB44
Toyworld (02) 6293 1532
The Games Cupboard
(02) 6282 4757
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Aspley

Brisbane
Brisbane

Brisbane

Brisbane

- Broadbeach

Bundabe

Caims

Caims
Cabooltu
Capella

 Canndale

Ferny Hil

Gladston

QUEENSLAND

Toyworld (07) 5482 5485  Nerth Rockhampton

Hobbyrama
(07) 3263 8122
Ace Comics & Games
(07) 3229 5187
Comics Etc
(07) 3229 4448
Nothing But Games
/(D7) 3847 49493
Napoleons Military
Bookshop
(07) 3229 3021
Gameatron
(075) 538 1711
rg  Hobby Warld
(071) 527 286
‘Cairns Hobby Centre
(D70) 512 676
Toyworld (070) 311 763
re  Toyworld (07) 5495 7100
Here Be Dragons
(079) 849 447
Toyworld (07) 3398 2360
Is  Ferny Hills Newsagency
(07) 3351 2971
e Toyworld (079) 724405

WESTERN

Albany Toyworld (0B) 9842 2122
Albany Hobbytronics

(08) 9842 3123
Armadale Toyworld (08) 9398 7080
Boulder The Hobby Shop

(08) 9093 3536
Booragoon — Games World

(0B) 9316 0330
Broome Yuen Wing Store

(08) 9192 1267
Bunblry Games World

(0B) 9721 8487
Bunbury Youngs Bookshop

(08) 9721 5004
Cannington  Games World

(0B) 9351 B426

Gympie
Hervey Bay  Toy Kingdom

(071) 245 644
Innisfail Melicks Toyworld

{O070) 612 477
|pswich Angus and Robertson

(07) 3281 6920
Ipswich C.J Vogler & Son

(07) 3281 1440
Kawana Waters

Angus & Robertson

(07) 5444 2835
Magckay Games Room

(079) 578 055
Maleny Zippity Doo-dah

(07) 5494 2333
Maryborough  Toyworld (071) 224 411
Mt Gravait  Hobby One

(D7) 3343 8655
Moranbah Computer Centre

(07) 4941 5511
Nambour Toy Kingdom

(07) 5441 1669
Noosa Toyworld

Claremont

Esperance
Fremantle

Geraldton

Hillarys
Innaloo
Joendalup
Kalgoorlie
Karinyup

Katanning
Mandurah

(07) 5474 1511

Pialba

Redcliffe
Robina
Rockhampton

Rom
Salisbury

Sarina

‘Southport

The Grange

Toombul
Toowoomba

Townsville
Townsville

Warwick
Wynnum

Toyworld (079) 213 12
Hervey Bay Toyworld
(071) 245 945
Toyworld (073) 284 29
Toyworld (07) 5578 7
Capricorn Modelhouse
{079) 221 507 '
Toyworld (076) 221 0f
Wargames Wareho
(07) 3216 6499

Sarina Hobbies &
(079) 431 438 !
Toyworld (07) 5591 6
The Emperor'sLegios
(O7) 3856 4639
Toywaorld (07) 3260
Mack Campbelis

(076} 382030

Games Exchange
(077) 254 661
Toyworld (077) 790
Toyworld (076) 611 144
Wynnum Hobbies
(07) 3833 0043

AUSTRALIA

Claremont Toyworld
(08) 9385 1220
Toyworld (08) 9071 2504
Intergalactic Trading
Zone (08) 9430 6817
Town Towers Toys

(08) 9964 5446
Toyworld (08) 9402 5044
Toyworld (0B) 9445 2575
Games World

(08) 9300 3503

Games World

(0B) 9091 7475

Games World

(08) 82441159
Toyworld (08) 9821 2141
Mandurah Toyworld
(08) 9535 3184

Mandurah
Morley
Mundaring

Narrogin
Northam

Perth

Perth
Rockingham

Sublaco

Games World

(0B) 9535 3528
Games World

(G8) 9375 3751

Hobby Centre

{0B) 89295 G466
Toyworld (08) 9881 21
Northam Toyworld
(08) 9622 1630
Games World

(0B) 8325 7081 i
Tactics (08) 9325 7081
Games World

(08) 9592 5442
Toyworld (08) 9388 1.
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All of these 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!

NEW ZEALAND

13 121
orld
84 298" _ ] ]
a 7588 AB’s Models & Hobbies J & N Gifts &Hobbies Toyworld
: _ 554 Teatatu Road 106 Main Street 71 Clyde Road
fhouse Teatatu Peninsula Upper Hutt (04) 528 3456 Browns Bay
Auckland (09) 834 2440 Kapiti Games & Models Auckland (09) 478 9464 =
Cagneys Toyworld & Sports Raumati Village' Toyworld
102 Gordon Road Raumati (04) 297 9350 79 Mackay Street
Mosaiel (03) 489 6891 Mark One g‘;i:vn;%m (03) 768 5758
Comics Compulsion 33 Dee Stree!
181 Manchester Lane Invercargill (03) 218 4314 iﬁs H‘Qho‘?’ e;?‘_ e i
Christehurch (03) 379 7866 Mark One WorE (09 218
Toyworld

Comics Compulsion
13 Fredenck Street
Dunadin (03) 479 26818

142 Heretaunga Street
East Hastings (08) 878 7987

Mark One

Shop 5 Meadowbank Shopping Centre
St. Johns Road, Meadowbank
Dunedin (03) 521 8306

Conway's Paper Plus & Toyworld 551 Victoria Street v

186 High Street Hamilton (07) 838 3728 ;gﬂ_gh B i

Rangiora (03) 313 7812 Mark One gepplect p—
Nelson (03) 548 0959 i j

Cycles & Hobbies 124 Dalton Street <

240 Queen Street Napier (06) 835 2328 Toyworld

Richmand (03) 544 8679

Frankton Models
72 Kent Street _
Hamilton (07) 847 5292

Headquarters Hobbies
Centrepoint Mall
gienheim (03) 578 1613
Heroes For Sale

11 Tolara Avanue

MNew Lynn (08) 827 2870

Mind Games

Lvl 1 Country Wide Bank Centre
280 Queen Street

Auckland (09) 303 2321

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

One Stop Models
25 Vine Strest
Whangarel (09) 438 8778

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

Toyworld
The Mall, Pakarunga
Auckland (09) 576 7415

Toyworld

Shop 56 Hunters Plaza
Great South Road
Papatoetoe (08) 277 5925

Toyworld
l;leroes for Sale Outer Limits 91 King Street
20 The Square 56-60 Devan Strest West Pukekohe (09) 238 5853
Palmerston Morth (06) 356 6779 New Plymouth (06) 757 4655 Yoyworld -

Heroes for Sale
183 Victorla Avenue
Wanganui (06) 347 7391

Point Chevalier Lotto & Post
1197-1205 Greal North Road
Paint Chevalier Plaza

245 Selwyn Street
Timaru (03) 684 8540

) I AF Toyworld

Hobdays Cycles & Toyworld Auckland (09) 846 3949 S

1067 Colombo Street Sciascia Books & Souvenirs Whangaparaoa I
Christchurch (03) 366 9502 198 Oxford Street (09) 424 4515 -
Home Entertainment Centre Levin (06} 368 6891 VatabondsNGiEHics & Colleciables ~=inp

Wesl Plaza
96 Grey Straet
Tauranga (07) 578 6239

Small World Models & Collectables
134 Lower Stuart Strael
Dunedin (03) 477 6060

*

Shop 26. Takapuna Village
Huron Street, Takapuna
(09) 478 0503

NEW

STOCKISTS | o=

Riccarton

*

TOYWORLD —

Riccarton Mall,
Christcurch
(03) 343 0330

s e A — A [ My Yy
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L ORDER T (02) 9829 6111

calling B
all WA gamers:

We want to hear fron:

you. During June o4

: Ordawontyapﬁonecaflaway, | 5
Lom 8am to 9pm Monday to Friday and |
10am to 6pm on Saturday and Sunday

_ 'A orkshop Mail Order is a unique experience — we're not just hiere to
get you all the great miniatures and games you want, both new and old —
we're fiere to fielp and give advice on any aspect of the Games Workshop
ﬁoﬁby So what are you waiting for? Give us a call!

Speedy delivery — we usually despatch your order within a day of receiving it. Usually you’ll get it
within a TWO days in Australia!

* da Trollz Lair - the FREE poster that’s your essential guide to what’s new in Mail Order. Call for
your copy of issue 7 — guaranteed full of surprises... and great deals... and advance orders... and
scenarios... and modelling tips... and new releases... and competitions...

Massive range and variety — we stock the entire current range of Games Workshop games, figures
and supplies. Many classic Citadel Miniatures are also available via Mail Order.

* Advance Order special deals — call us to ensure you get brand new releases the instant they’re
available!

The Roolzboyz — Confused and puzzled by the rules? Call Da Boyz and let them help you out.
Simple (Yes we are, but we still try to help).

CALL US NOW ON:

(02) 9829 6111

OR FAX US ON: ,
(02) 9829 6161 | E

OR YOU CAN SEND
W\ Games Workshop Mail Order |
: PO Box 576 Ingleburn
. - Nsw 1890 Please note that

our postcode
has changed!




]

1 oks when they come out, without even
leaving the house?

:By taking advantage of Mail Order’s
monthly advanced order deals!

Don’t forget that if you place an Advance
Order with us we only charge $2.50 P&FP
that’s half price!

¥
= AD\!ANCE

ORDER

THIS MONTH IN MAIL ORDER...
! :How can you not only get all the newest
\ Games Workshop boxed sets, models and

-5 Kbazrak the One-eye for $70

3111 “*4I1 ORDER 7 (02) 9

- ARHAMMER]

SIEGE

Y 4 :
A WARMANAER "t

SLIPRY EM NG b

HOUNDS FROM
HELL DEAL

Buy 6 Chaos Hounds and

and get two additional
Chaos Hounds Free!

; i 9

AL Amlu'th’

Not only does this
new book showcase
loads of new armies
for 40K and
Warhammer, but it
also provides a
valuable insight into |
the art of painting i
and modelling an
army for use on
the field of battle.

HEAVY WEAPONS THUNDER

money into the bargain!

* Buy any two Heavy Weapon teams and get a third at
half price (a saving of $9)!

» Or buy any three Heavy Weapon teams and we'll let you have
the new Imperial Command Tower for just $30 (a saving of $10)!

With a platoon of Heavy Weapon teams released this month you'll
be wanting fo get your hands on them won’t you? Well, with a little
help from your old pals at Mail Order you can do just that AND save

WHEELZ OF STEEL

These deals are great for building up your vehicle squadrons.

* Buy any three Warhammer 40,000 vehicles and get the one
with the lowest cost for half price! So. if you buy three Sentingls
you get the third for half price.

« If you really want to panic your opponent, buy four vehicies and
getJ; fifth cg/mpletely free! This offer ends 31st June 1998.

This offer applies to alf vehicles, buggies and dreadnoughts.

111 MAIL ORDER ¢ (02) 9

-




= WARHAMMER
: #0000 :

LAST STAND AT GLAZER’S CREEK
BATTLE REPORT

This month’s battle report is a Warhammer 40,000 adaptation of the classic war film ‘Zulu!’ The batltle
report includes details of the scenario so you can replay the struggle as the savage Orks attempt to
sweep away the beleaguered Imperial defenders. We've also put together a number of special deals
based on the armies in the battle report so that you can build your own army or add to your existing
force and refight this inmense struggle.

¥ PRAETORIAN XXIV DEFENDERS

LIMITED EDITION GLAZER’S FARM DEFENDERS
PRAETORIAN XXIV BOXED SET HOOKY, RATLING SNIPER

The Praetorian XXIV Imperial Guard is a limited 1 Ratling SNUDES .corververersrreeerisrrassanns buy this model for $4.00
edition starting force for Warhammer 40,000. FARMER GLAZER

Included within this set is an introductory 1 Beastmaster Wyrd ...................... buy this model for $17.95
booklet about the Praetorian XXIV that details IMPERIAL SCRIBE

the troops in the box, their tactics, and explains 1 Imperial Preacher ........................ buy this model for $11.95
how to expand your army for future battles. The VETERAN SCOUT BLIKK

Praetorian Imperial Guard were invented for the 1 Bounty HUNLEr  ......oceveveeeereeereane. buy this model for $14.95

Massacre at Big Toof River Games Day display. ADMINISTRATUM MENIALS TEAM
The set contains 1 Captain, 1 Commissar, 1 4 Frateris Militia and 2 Necromunda

Standard Bearer, 1 Bugler, 3 Special Weapon SCUMMENS c....cooeeveeeereeeeerrrrenen buy these models for $29.90
Guardsmen, 2 Sergeants, 5 Heavy Weapon NATIVE SCOUTS AND HUNTERS

teams, 13 Guardsmen and 4 wounded | | 4 assorted Ratskin Scout models ... buy this team for $23.90
Guardsmen.

. Buy the defenders for $98 and we’ll give
%OQLeOCtV::;febs:);iiss?;sf:r you Hooky absolutely free!
, -

Collect this whole Imperial Guard army for $295 and we’'ll give you the Native Scouts and Hooky absolutely free!

| Administratum Menia;_l = Native Scouts [

Glazer,
Scribe,

| Command Squad

_Squad Jenkins

Y

)
a

<
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| Mega Armour |

ORK BOYZ:
1 (BIKE/BUGGY) - ORK SCORCHER
1 Ork Scorcher boxed set.......... buy this model for $39.95

2 (BOYZ) - ORK BOYZ MOB
10 plastic Ork Boyz ...... buy this mob for $25 (saving $51)

3 (BOYZ) - ORK BOYZ MOB
10 metal Ork Boyz ...... buy this mob for $60 (saving $10!)

4 (BOYZ) — GRETCHIN MOB
10 plastic Gretchin ........ buy this mob for $25 (saving $5!)

5 (BOYZ) — GRETCHIN MOB
12 metal Gretchin.......... buy this mob for $40 (saving $5)

6 (NOBZ/BOARBOYZ) - NOBZ MOB
10 Ork Nobz buy this mob for $60 (that's a saving of $10!)

BUY ALL OF THESE ‘ORK BOYZ' FOR FOR $250 AND
WE’'LL GIVE YOU AN ORK WARBUGGY TOTALLY FREE!

ORK LEADERS:

1 (SHOOTY) — ORK DREADNOUGHT
1 Ork Dreadnought boxed set .. buy this model for $69.95

2 (NOB) — ORK IN MEGA ARMOUR

1 Ork Nob in Mega Armour ...... buy this model for $14.95
3 (NOB) — GOFF NOB

1 Goff Ork Nob ....................... buy this model for just $10
4 (NOB) — SNAKEBITE NOB ON WARBOAR

1 Ork Nob riding boar ............ buy this model for only $13
5 (NOB) - EVIL SUNZ NOB

1 Ork NOD ...t buy this model for a mere $10

6 (WARBOSS) — ORK WARBOSS
We've used the Ghazgkull Thraka model to represent
the warbossl.............. buy this model (and Makari) for $22

BUY ALL OF THESE ‘ORK LEADERS’ FOR FOR $140 AND
WE'LL THROW IN A PAINBOY AND RUNTHERD FREE!

.-.__-E_'—?‘lﬂ-r[ Tﬁ"‘?m"f—""_ i
| Plastic Ork Boyz Meb :

=

TR

Collect this whole Ork army for $390 and we’ll also give you
a Shokk Attack Gun AND Squig Catapult absolutely free!

CORRESFONDEHCE We weleome comments about White Dward, Games Workshep games and Citadel
miniatures. &k luiters except sudsenpiions and Mail Order should he addressed o The White Dwari Games
Workshop: Willow Roar, Lenton, Woitingham NG7 2WS

Please mark your envalage cleatly with the name of the game you are writing i0 us about. If you watid a teply you
must envlose a self-addiessed starped envelope (overseas readers shoult iclude IRCs). We receve an
enormous amount of mail We do iead every iefter, bul it may take &' little time ot s to reply to you 50 please be
patient!

You cant g Games Workshop on the World Wide Web al the following Infernet address: http. fwww.games-
workshop.com

SUBMISSIONS Al material submitted 1o us for publication is only accepted on the assurption that the copyright
in it is, by the very ags of submission, unconditionalty ssigned by the author as bensficial awner and with full title
guarantesd to Games Workshop Limited. We also retain the nght to edit andcs amend sl material as we see fit
So, if you do not wish & assign convright in this way, please do wet send us your submission. We're afraid ve cannot
work in any other way!

COPYRIGHTS AND TRADEMARKS
All subjser matter in White Jwar is © Copynigii Games Workshop Ltd 1998
All artwork in all Games Wotkshiop pioducts. anc' af images coniamed terein have been produced either in-house
or as work for hire. The exclusive copyright in the anwoerk and the images 6 depicts is the property of Games
Workshop Lid. © Copyiight Games Workshop Ltd 1998. All rights reserved.

REGISTERED TRADEMARKS The following #re all registered trademarks of Gamas Warkshop Ltd.
Amageddon, Blood Bewl, Chiealr:: Citadel, the Citadet loge, Dark Angels. Dark Future, Deathwing. Dungecnguest,
*Eawy Metal, Eldar, Elda: Attack, Epic, the Games Workshop logo, Games Workshop, the G logo, The GW Flame
loge: Genestealer, Slotabase. Space-Fleet, Space Hulk Space Marine, Talisman, Tyianid, Warhammer and
Wannaster. Marauder I5 a regisieied trademark of Marauder Miniatures Ltd. Used with permissicn.
TRADEMARKS The following ete all trademarks of Games Workshop Lid askold Helbrass, Amon ‘Chakai,
Arbaal, Atchaon Aspect Warnor Attila. Avatar Azazel Banne. Waver, Black Libray, Bleod Angels, Bloodletter,
Bleodthirster, Cadian, Catachan Chamesons of Chaos, Codey, Cauire Moidrek, Daemonesie. Datk Reaper, Death
Zone, Dechala, Digga, Digganob, Dregmek Blitzkart, Egnmm van Horstmann, Exarch, Eve of Terror. Falcon,
Farseer, Fire Dragon, Fire Prism, Flesh Hound, Gargant, Gobbo, Golden Demen Gorkamorka, Gorthor, Great
Unclean One, Gretchin Greyt Knight, Grot, Head Honche. Hunis: Slaver, Inferao Journal, Keeper of Secrets,
Khazrak the Ona Eve Khoine Knights of the White Wok, Knighis Panther, Leman Russ, Lichemaster, Lightning
©law, Lord of Change. Madtoy, Man O' War, Marauder, Mekboy. Mighty Empires. Mordian, Necromunda, Necror,
Nob, Nurgle, Nurgling Ogryn, Old Worid, Ork, Painboy. Plaguebearer, Plague Fleet, Predater, Psyker, Ratling,
Raverwing Rebel Grot Red Gobbe. Scyla, Sea 01 Blood, Seiinel, Skaven, Staanesh, Slann, Snot, Snotling, Space
Wolves, Spanner, Squat Squig. Swooping Hawk, Sinking Scorpion, Tallarn, Teats of Isha, Terminator, Thunder
Hammer, Troll Slayer. Tzeentch, Ultramannes, Valhalla, Valnir the Reaper, Warhammer Quest, Weirdboy, White
Dwarf. the White Dwari figure, Worldeater and Yo,

The Ciadel pairi poi 1 UK registered design No 20336

Scatier dice are UK registered design No. 2017484




PA". ORDER 7 (02) 9829 6111 M
| GCAMES WHATS THIS THEN?
WGRHSHGP : .: S, e y all the models and new releases in this issue, we know that

Jﬂﬁyﬂu‘have to do Is fill out this form, stick it in an envelope with your
{ress shown at the beginning of the Mail Order section.

DESCRIPTION PUBLICATIONIPAGE | PRICE | QTY |  picE
— GORKAMORKA MUTIE SEEKER E DWARF 222 | $11.95| 1 | $11.95

| GORKAMORKA MUTIE KEERGRAY JWHITE DWARF 222 | $11.95| 1 | $11.95
GORKAMORKA MUT!IEUNK | WHITE DWARF 222 | $11.95| 2 | $23.90

e —— ——

e . £
, o = SUBTOTAL
Please start my White Dwarf subscription with issue number: .......c............
| would like the following box set with my subscription (up to $22.95 POSTAGE & PACKING
for ONE vyear, up to $59.95 for TWO Year) ..cccoevorniriniiimnninncnninnne :
year, up 1o $ year) GRAND TOTAL (TOTAL + P&P)
........................................................... sl
- 4 = 4‘ 4-s
= — —_— L I,
Please start my Citadel Journal subscription with issue number:................
— S
e b
Use this form to mail order Games Wotkshop pioducts and Crtadel Miniatutes from DISPATCH & DELIVERY
this o1 any recent issue of White Dwarf. When you have totalled up your order, So that . ¥ o
= ' ’ : you get your games and mintatutes as guickly as possible we always
please_ydont forget to add the pestags and packing chargs. PLEASE PRINT IN dispatch your ordet via out express delivery service. Alt orders placed hefote noon
BLOCK CAFITALS AND USE A BLACK PEN. are dispatched o, the same day
METHODS OF PAYMENT POSTAGE & PACKING
YGis can pay by cheque or money order made payable to Games Workshop Ltd. Within Australia: Add $5.00
Alternatively, we take Mastercard, Visa, and Barkeard If you wish to pay by sredit Overseas: Add 40% of the otder value. i you pay by credit card. postage &
card, please fili 1 ihe relevant details on the foim overieaf i you have a credit packinig will be chatged at cost if less than this (minimum P&P $10.00)

card, you can place an immediate ordet by phoning our Mail Ordet Fetlines - but
make sute vou have your cerd with you when you phone

COUNTRY: .....oevriececeresseeecnsnnessasessnnaees Postcode: ......c.ccocoeeevcinnnnnen B £=) TS

Method of Payment: Cheque ] ~ Money Order (]  Mastercard a visa(]  Bankcard ]

e 1 LA Q0 QA

Card expiry date: ..........c.cooeeeimvcnnenicnnns Cardholder Name: ...........,

Cardholder
SIGNALUIE: .....covcoeiererecie it

Please feel free to photocopy this form.
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MAIL ORDER PRICES
sur ‘
AL ‘ WARHAMMER WARHAMMER 40,000
E ‘ WARHAMMER BOXED GAME $139.95 WARHAMMER 40,000 BOXED GAME $139.95
— WARHAMMER MAGIC . $7495 DARK MILLENNIUM $74.95
95 CHAMPIONS OF CHAOS $19.95 CODEX ARMY BOOKS $34.95
E WARHAMMER ARMIES BOOKS $34.95 CODEX ASSASSINS $19.95
y REALM OF CHAOS BOX $49.95 WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES  $34.95
.90 NEW! COLLECTING AND PAINTING WARGAMES ARMIES  $34.95 IMPERIAL GUARD
CHAOS : NEW! IMPERIAL GUARD SENTINEL $34.95
NEW! ARCHAON $24.95 NEW! IMPERIAL GUARD COMMAND TOWER $39.95
NEW! KHAZRAK THE ONE-EYE $24.95 NEW! IMPERIAL GUARD WEAPON TEAMS $17.95
NEW! CHAOS HOUNDS $11.95
EPIC 40,000
GORKAMORKA EPIC 40,000 BOXED GAME $119.95
GORKAMORKA BOXED GAME $119.95
— DIGGANOB BOXED SUPPLEMENT $64.95 BLOOD BOWL
N EWI U SNAGE $11.95 BLOOD BOWL BOXED GAME $99.95
L= &l EWI FILTIE KEEPER $11.95 DEATH ZONE BOXED SUPPLEMENT $49.95
NEW! MUTIE SEEKER $11.95 BLACK LIBRARY
NEW! MUTIE UNK $11.95 NEW! WARHAMMER MONTHLY, Comic #4 . $4.95
—= c,TA DE’- coLOUR INFERNO, Tales of l.=antasy alnd Adventure #6 $9.95
WARHAMMER PAINT SET $34.95 JOURNAL , Professional fanzine #26 : $15.95
— WASLENINER 40,000 IuT EE $34.95 BLOOD BOWL COMPENDIUM, Blood Bowl fanzine  $15.95
BLACK AND WHITE SPRAY PRIMER $16.95
COLOUR SPRAYS (call for details) $9.95 ¥
NEW! REGULAR PAINTS $3.50 WARHAMM l‘l "lm“. 'MNM—“
NEW! METALLIC PAINTS $4.95 2T, ’ : [= P ——
| NEW! INKS $3.50 ST T e hh NGEGANDR
; NEW! WASH, VARNISH AND PRIMER PAINTS g ity O b KO i & : “"’"“U

Iways
noon

Would you like to find out more about the might
of the Squat forces for Epic 40,000? Then call
us now on (02) 9829 6111. Lots of deals are
available but only for a imited time!

THE BLOOD BOWL
COMPENDIUM

Out now - Check with your local GW

store, stockist or GW Mail Order.

To commemorate the re-release of Blood Bowl, the

Black Library has compiled a special Blood Bowl

Compendium, packed full of all the best Blood Bowl
articles we've ever printed in the Citadel Journal. Add to this a couple of

completely new articles from Jervis ‘Mr Blood Bowl’ Johnson himself, and you have
the most indispensable Blood Bowl handbook there is.

| MAIL ORDER T (02) 9829 61
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NEW! Epic 40K Chaos Arm

Nl i

= N = _,}/ ; t.':o e 2l m” }/{
L I’ ._ ’ :" (= "~ . b
@/F':“) =2 : JC DS )
= ) ! F
| I,
= = D - B a7 »

Bl —r
] oy P
Ny = : : . ‘ |
. WP & £
ﬂ. = ‘ o '—_'.l"-' “,S)
S '
=N =
|
“ “ .
(I \ .
- - ‘ o
p.k: . ‘
‘ : ‘
L | .
> S - | - s
x"‘ﬁ‘gk}gﬁtﬁn i }
bl .
i 1 . ‘
3 : . ‘[ .l' - ?ﬂ 4 » s L




