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As an essential purchase for anyone ml‘erested in Games Workshop,
each issue of White Dwarf is packed with new rules, scenarios, painting
and modelling advice, etc. Add the latest Citadel miniatures hot from the
foundry plus exciting free gifts and you’ve got the ultimate gaming aid!

Take out a one year subscription for aus$120 and you get:
* A FREE box set to the value of Aus$22.95!
* Monthly Mail Order subscriber-only special offers!
* Savings on the cover price!
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o News this issue...

AAAARGH!
Too much! Too much!

Not only have things been
incredibly busy here in the
bunker (what with all those
Games Day preparations), but
there are also too many armies
I want to collect.

At the time of writing I'm
sluggmg my way through hundreds of Imperial Guard
miniatures - no surprise there really - preparing for the
Fortis Binary Forgeworld table for Games Day.

As you all know, my passion for the noble Guardsmen
is almost unhealthy. Once the Fortis Binary project is
completed Tll be on to a joint progect with Bryan Cook
from our Miranda store We're working on a "Stalingrad’-
style table, Steel Legion (Germans) against Valhalfans
{Sovicts) in a meat-grinding city fight. There are several
other store managers and staff who arc also involved in
this project and if; you're interested then perhaps we'll
show it off down the track.

Then there's Warhammer and the brand new Empire army
book! What a Christmas this will be. Plenty of cxciting
new models to swell the ranks of my Middesheimers and
Marienburgers. Did you know that the Corc regiments

THE EDITORIAL BIT...

for the Empire army (all nine of them) will all be
avatlable in affordable plastic. Imperial insanity here I
come, curse thosc awesome multi-part plastic kits!

But all this frenzy cuts to the core of what is so
exciting about our hobby. There arc always so many
exciting ideas out there that you're spoiled for choice.
This issuc we take a look at quitc a few gamer's armies,
so more ideas for you there As well as my constants
(Guard and Empirc) I'm also keen to have a go at the
new Orcs and Goblins (how good do those Wolfboyz
look?) and return to my Black Templars and thosc new
Dwarfs look great too.

When you're deciding on your next purchase for your
army fust take a few minutes to think about it. Think
about what you really want, that new army with all uts
possibilities.

Anyway, T've spent far too long away from the
paintbrush..aaah! Dark Angels Green, then Snot Green,
then...

FRPE———

77| THE DWARFS ARE BACK

White Dwarf 254 sces the release of a stunning mew range of miniatures for ¥
Warhammer: the Dwarfs. These stalwart denizens of the Old World ate soon to be
bolstered by a host of new figures, far more detailed and”characterful than evet
before. Some of thc updated Dwarf gadgets and gizmos have to be scen to be
believed Alongside such technological marvels as the new Gyrocopter and Flame
Caonon, Dwarf generals. can cxpect to bencfit from the arcane protection of the
Anvil of Doom. the fcadership of Dwarf Lords and even the might of the
Dwarf King complete with Shicld Bearers!

N
s .

Above: Paul Daintor’s pencil sketches
for the Dwarf Armics book cover

Right: Colin Dixon’s work-m—
progress on the new Dwarf King and
Shicld Bearers model

Needless to say, we wouldn't dare bring out all these

them, and the Dwarf Armics book is alreudy
looking formidable Furthermore, the new range i
bolstered by the plastic Dwarf Regiment Set
sculpted by Colin Dixon and Aly Morrison, so you
can add those essential blocks of infantry to yout
Dwarf army. Whether you're a hardened general of

pecled as you're in for a real treat!

models without a scorching Armies book to support &

collecting 2 mmplctcly new army, keep your cyes
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Rather than wandering around the backyard shaking your fists
at the sky and screaming "Why won't anybody fight my
army!?l’, read on, we may have some good news for you

After, many hours of diligent
ouing. we have managed to
securc some scrcen grabs and
-:‘B‘oédqucst movie that 1s 1o
fp:oduction at the moment. The
movic is based on the
Warhammer Monthly saga
featuting Captain Leonatos - 2
Blood Asgels exile with a
perilous quest: fo recover the
Blace Encarmine and return it to

his Chapter

Games Workshop is proud to annousce that we will be
holding the first Australian Grand Tournaments in Brisbane,
Sydncy and Melbourne carly 1n 2001 There 15 also good news
on the horizon concerning the Rogue Trader Tournament
system. To get the full story on both of these hot topies,
flick to page 48 and have a good read of Booster's article

GW STAFF
TOURNAMENT

Scptember saw the finals of the Games Workshop Asia Pacific
Staff Tournament Aftcr an intense day of gaming, Chris
Ackerman (Warhammer — Lizardmen), and Bryan Cook (40K -~
Imperial Guard) took the honours They'll be heading off to
the UK soon to compete in the Worldwide Staff Tournament

Left: Marc
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Gavin Fuller
IT Mhmgcl‘

to stand upon.

The first revision of the Empire army
Iist in 8 years! How long have T waited
in gaming agony for this cvent? No
longer will T be at the mercy of those
damnable ‘Undcad, devious Elves or
despicable Chaos forces with their new
lists. Now. shall they hear the thunder of
knsghtly horses, the crack of gunshot and
the boom of cannons! Now shall they rue
the day they mocked my humble
wargiors! Now shall they.

Oops! Sorry. Got carrsed away for a bit there It's just that this
new Empire army 1s so inspiring I've always had a penchant for
themed armics and the new list gives so much scope for the
imagination to cxplore There's tbeen a Nuln army gradually
rallying around my bookshelves for years and now it has a field

The Artillery Train of Nuln appendix list lesds stself pesfectly to
my vision. Cannons, caosons and more cannons! I'll stretch that
battesy clear across the table if I can But it will be well
supported by ranks of expert Handgunners, Halberdiers, Spearmen
and, Greatswords. They'll be a smattering of Free Compantes and
Crosshowmen supporting these core regiments as detachments,
while my flanks will be protected by units of Pistoliers ready o
charge forth and harass the cnemy flanks

Then therc’s the new characters. Warrior Priests singing the praisc
of Sigmar and recalling the deeds of pious warriors like Magnus
Master Engineers with their cunningly contrived weapons of
destruction. What morc could I ask for?

Oh, I can sce it now! The air full of the hazy smoke of black

powder. The field littered with the blackened remains of my
cncmics. Ready the capnon, fads .. Aim her true ... Firel

All T can say is WAAAGH., da Orcalll

The greenskins have always been my favourite army in any of our
games. And what I've scen in the new Warhammer has only
reinforced my fove of all things green The idea of hordes of
models charging headlong across the battleficld to cngage the cnemy
in a swirling  melee 1s very appealing to me They don't mess about
with anything as boring as tactics. The Orc army also has probably
the largest choice of troops, ranging from pathetic (Goblins) to
brutally destructive (Trollz). And I can't wait to get my hands on
all the awesome new Brian Nelson models.

I'm using the release of Warhammer as an excuse to finally get a

¢ proper army together, My horde will start with the new models
from the Warhammer boxed sct. This forms a great core for my

army but Il aced another unit of Orc Boyz
and a big unit of about 40 Night Goblins
(for the fanatics). I also want to get a large
unit of Black Orcs led by the Games Day
2000 Black Orc Boss (of course). And what
Orc player could resist the new Orc Boss
on Wyvern. I can't forget the cavalry part of |
my army, so I need some Boar Boyz and
Wolf Riders And then Il get.. well you
get the picture, I want everything!

Tero Kanko
Mail Order .

Soon, soon my opponents will be crushed
bescath the heels of my new Orc and Goblin army”

(£

James Mlchr.gan
GW Newcastle

I have problems. Collecting entire armies
has always been a struggle for me because
I fove the models and background for so
many different armies that I tend to get
stdetracked and starting a new army every
month or two. So, I'll get a good solid
month of painting in before bemng dazzled

by mewer and better models. With the

release of the new Warhammer, I've had 2 moral dilemma: Empsre
ot Orcs? Two armics at once? My first army for Warhammer was
Orcs and they've always been my first love for Fantasy, Now they
have new Black Orc models, new plastic Boyz, and a Warlord on
a Wyvern that will blow your mind Counter this with ‘the new
plastic Knights and Cannon/Mortar, the staunch Swordsmen and
the awesome Elector Count riding a Griffon for Empire and my
heart is cleft in twain. What to do?

WAAAGH!

|- '.

| I only started playing Warhammer a few years ago I started
mitially playing Dwarfs but did not have much success, losing cvery

game 1 played with them (a poor tradesman blames his tools) 1
thought to try a faster moving. more combat based army. 1t was an
casy choice I have often identified with the simple Orc theorics on
lifc and decided to sce if our similarities would meld well on the
battlefield Since my first game using them I have loved Orcs and

Mordheim.

Gobbos, their unpredictability qust adds to the enjoyment of the
game 1 will be truthful, they have not improved my luck much on
the battleficld, although I now win s many games as I losc. Some
of you will remember I even collected an Orc Warband for

With the rcleasc of this fatest edition of Warhammer I koew 1 was
fust going to have to start 2 pew Orc and Goblin army. How

could I not? The new plastic muniatures are
fust amazing, the level of detad, case of
construction. ] can't wait to get my grubby
Initle claws on some more. There are heaps
of these great ncw plastic Orces 1o the
Warhammer boxed game. There are some
Empire ‘umics as well The best thing to
do with these 15 to find an Empire player
and swap them for more Orcs!

The soon to be released Ore Battalion box
set is gotng fo an invalubfe tool m the
collecting of any Orc and Goblin army. It contains loads of Boyz
a Boar Chartot, 2 Warboss on Boar and some Gobbo Wolfriders:
As soon as its released Tll combine 1t with the Orcs from the
boxed game and that'll be the start of WAAAGH BOOSTER!

Booster

Studio Freak ﬁ
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Youtkan now access the Clubs directory for Australia and New This month’s rcleases for Warhammer: AUS§  NZ§

ates rand Zealind. a5 well as bemng to email the Trollz with details of your THE EMPIRE
i - " own club. In the future we also hope to have a Club Calendar Warhammer Armics: The Empire §2995  $3495
ready to Empirc Battalion $12500  $14500
Empire Helblaster Volley Gun $2995 $3495

he praise 1 Empire Engincers (1 per blister ) $1195  §1395
Magnus Empire Warrior Priests (1 per blister) $1L95  $1395
o NG ORCS AND GOBLINS

The first club featured this month is a New Zealand club, the Coblin Spear Chucka (blister l+crew) $2495  $2995
£ black Hamilton Immortals Miniatures Wargames Club. Last month the Goblin Shamen (2 per blister) $1395  $1595
TRy Immortals cclchrated their 25th anniversary.

The club play a wide variety of Games Workshop games, with
Mordheim being most popular at the moment. according to club
Sccrctary Rob Shirley, The club meets on the Ist, 3rd, and 5th
Suadays of cach month at the Kaighton Road School between

0am and Spm

WARHAMMER'
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The club also holds a large tournament cafled RALLYPOINT. in This month’s rcleases for Warhammer 40,000:
mid-November, running for threc days. with several game systems CHAOS SPACE MARINES
festured. They also participate frequently in interclub challenges Chaos Landraider (box set) $7495  $8495

aod they publish a smart bi-monthly newsletter that they mail to
their members. To obtain more information about the club, you

can contact Rob Shirley on (07} 871 9157 or email him at:

rob.shirley@clear netnz
Kanko ] ;
< Tr?‘” This month’s releascs from the Black Library:
Warhammer Monthly 34 $495  $595
Inferno! 20 $995  $1195
Our sccond club. m Australia this time, is the Orange Plastic 2001 Calender - $1995  $2295
== Modclfers & Wargamers Association. They've also been around for Town Cryer 10 $995  $1195
: Empire ' 3 bit (about six years now). This club meets every 2nd Thursday Necromunda Magazine 1 $995  $1195
. of ‘cach month at 7pm i the Air Cadets Training Corps building, Obvious Tactics (Graphic Novel 7) $1495  $1695
ow they 64 Warrendine Strect, 1n Orange The 30 member club plays both
e oo Wathammer & 40K on a frequent basis, and also plays “Arepa of
e [ Death™style games with units rather than characters NEWS EROM
h o : Tif:: club also runs toursaments as well as having miniatuse 7
and my piinting compctitions on a regular basis First-time visitors to the

elub mectings are admitted free, with mectings after costing. §2. or ' ] TIE IRONT
320 for adult membership and $10 for juniors. For more

information about the club, you can contact Paul Powzyk after
hiours on (02) 6366 $784 Those of you that have read FIRST AND ONLY. or

-s-’f.? o — GHOSTMAKER, or the Gaunt's Ghosts comic strip we

— R Tl
V = i \‘f “.' » published in White Dwarf 247 will have already come in
../'/ j/ ‘¢ ai é l_:‘ R A contact with some of the greatest story telling the 40K universe
AL RRIAN |

has ever scen

Dan Abnett’s tales on Commissar Thram Gaust and his stealthy
Tanith regiment have captured the imagination of many gamers

around the world (Dave Taylor is certamly amongst them)

I Remember. 1 you'd like to have your club festured here in

i MOTION TRACKER, as well as listing your club on our
website, write to us at:

CLUBS & TOURNAMENTS Well, for fans of Commissar Gaunt and the vniitiated alike,

#: GAMES WORKSHOP, PO BOX 576 we're giving you a 64 page Gaunt's Ghosts movella absolutely

INGLEBURN NSW. 1890 free! All you:have to do is buy a copy of next months White = ©

ul o Dwar (issue 252) and you'll find the free sovella attached to
firiders. the front

m the .

STER! Keep an eye out for the third Gaunt’s Ghosts novel,

NECROPOLIS, duc for release i carly January.
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tips for a specific army

The first such hook for
the new Warhammer
features the human soldiers
of the Empire. Here,

—M I F THE EMPI e

By Alessio Cavatore

In this article Alessio shares his thoughts and the =
ideas behind the first of the Warhammer Armies

books, the Empire. But before this he answers
the question that many gamers have asked him:

«How are army books conceived?”

‘h{(ﬂpwh i
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IT’S HERE!

About eight years ago the first edition of the Empire book
was released. The players who adopted this great new
army were spoiled with a vast selection of new and wacky
war machines, and with an impressive variety of different
troop types. With the release of all the subsequent army
books, the power of the newer armies escalated to such a
point that the Empire looked liked a relic of the past. To
prove competitive against the new and tooled-up army
lists, the Empire had to rely more and more on its most
special troops. The armies I've seen recently all have lots
of Halflings, Ogres, Kislevite cavalry and war machines,
but lacked what in my opinion this army should be
about: Men of the Empire. Now, years later, the great
honour of fathering the new Empire Armies book, the
first army book for the new edition of Warhammer, falls
to me.

For the new edition, Games Workshop will be releasing
models to represent all the troop types found in the

Armies books. We will also try to keep the number of
choices evenly balanced among the armies. This will




‘WARHAMMER

mean that some ranges (like the Dark Elves, for example)
will be increased and completed with many new and
gorgeous models. For the Empire, on the other hand, an
army that had an enormous number of troop types, it
meant that the range had to be reduced. This moment of
revision offered me the perfect excuse to bring the Empire
back to be an army of Men! The new army list focuses on
the Soldiers of the Empire and their unique way of
fighting, rather than relying massively on Kislevites,
Halflings, Ogres and Dwarfs to do their job. The new
Empire range reflects this, being made entirely of
Humans. Infantrymen, knights and artillery crews are now
ready to fight together, building up their strengths
and compensating for each others’ weaknesses,
united by their devotion to the Emperor and
g 2 their faith in Sigmar.
s
SR L
o 7 L

Before going in detail through the new list, let me answer
an interesting question that many gamers have asked me:
“How is an army list conceived?”

TEAM WORK

When I began to work on this project, I first considered
what, in my opinion, constitute the strongest and most
characteristic points of the Empire army. Well, when 1
think of the Empire I think of discipline, innovative
technology and faith in Sigmar. Keeping these principles
in mind, I proceeded to write what is known as “the
manuscript”. After a month or two of hard effort I had a
big pile of paper with lots of words in it. Nothing like what
you are used to seeing; no artwork, no photos, just long
columns of plain text.

During this period I worked a lot with the figure designers
and the art department, to make sure that the models and
the pictures matched the text I was writing for them. I
soon learnt that on some occasions this process is
reversed — the figure designers’ and artists’ ideas of how a
character or a troop type should look often provided me

with the precious inspiration for a new rule or a piece
of colour text.




answer
ed me:

sidered
d most
when 1
ovative
nciples
as “the
[ had a
ze what
st long

signers
els and
hem. I
cess is
fhowa
led me
1 piece

in this period of intense writing, I also had the invaluable
help of my colleagues. Tuomas and Nigel passed on to
me some of their long experience in the writing of Armies
books, contributing to the work with new ideas, honest
criticism and even pieces of text. Luckily, towards the
end, Jake joined the team and he helped me a lot, by
adding some extra bits of text, but most importantly by
reading through my English and teaching me lots of
interesting ways of improving my writing skills. Even Rick
priestley himself descended from his castle in the sky and
presented me with the gift of a hallowed treaty on the
Colleges of Magic. I was delighted by his contribution
and added it to the background section.

How is it then that the pile of loose paper filled only with
text is transformed into a finished product? Well, the
merit goes to the production teams that put their work
and professionalism into the creation of a shiny, new

Armies book.

As you can see, even if the book’s credits present my
name as the author (a great personal achievement,
something I'm really proud of!), a lot of people
contributed to the finished item. I should take this
opportunity to say a very big thank you to all of them.

This really has been teamwork!

WHAT’S NEW IN THIS VERSION

OF THE EMPIRE ARMY BOOK?

Well, many things have changed, and I think it’s better to
go through the different troop types one by one and see
what’s new.

THE CHARACTERS

This is probably the category that has changed the most
since the previous edition. Characters are now divided
into Lords and Heroes. Lords are the best and rarest of
your characters, and in the Empire army they are Elector
Counts, Templar Grand Masters and Wizard Lords. An
Elector Count is the cheapest Lord choice. It provides
you with a Leadership 9 General and allows you to give a
magic banner to one of your infantry blocks (to represent
the Count fielding his best troops). In addition, he has
access to the best steed (he’s the only character who can
ride a Griffon) and the best magic weapon (the fabled
Runefang of old!). On the other hand, he is not the best
fighter. That title most certainly goes to the Templar
Grand Master. As good a General as the Elector Count,
the Grand Master is also the best warrior in the list. In
addition, he is immune to Psychology and he is such an
inspirational leader that a unit of Knights which he joins
will become immune to Psychology too! On the other
hand he is very expensive (because he also comes with a
full kit of Knight’s equipment...) and less flexible than
the Count (he only rides his loyal warhorse and never
joins other units except for Knights of his Order).

Your last option is the Wizard Lord. The only Lord with
Leadership 8, he makes a less effective General than the
other Lords. In fact you may decide that one of your
Heroes with Ld 8, such as a Captain, can be your General
instead of him. This will leave him plenty of freedom to
concentrate on what he does best: zapping the enemy with
magic. A Wizard Lord is a third or fourth level Wizard and
1s perfectly suited for an offensive approach to the Magic
phase (especially if you support him with at least one
second level Wizard).

Ecariavadase,
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Now to Heroes. Here your choice is even greater than it is
for Lords. You can have Captains, Warrior Priests, Master
Engineers and Battle Wizards.

Captains are your average Empire Heroes. They are
fighters as good as an Elector Count, and with a solid
Leadership of 8, they can certainly be given the role of
General if there is no better candidate available. Cheap
and flexible, they are good all-rounders, perfect for
leading your units on the battlefield. Among Heroes, they
have access to the best weapons, armour and steeds (they
are the only Heroes who can ride Pegasi!). Oh, and one of
them can have the honour of carrying the army Battle
Standard.

Warrior Priests are much more special. Their presence
attracts the protection of Sigmar upon the army,
represented by an extra dice added to your Dispel Dice
pool. They can also help your troops by making the unit
they are with bate Chaos, Undead and Skaven (all
blasphemous incarnations of the dark powers!). Their
prayers are not as powerful as magical spells, but can be
quite beneficial to characters and unit champions within
12", offering them protection against harm and higher
chances of wounding the enemy. Their many abilities
make these characters very expensive, and that’s their
main drawback.

Master Engineers come from the Engineering School in
Altdorf to supervise the effect of their new weapons on
the battlefield. They are close to useless in close combat,
but contribute to your army by using powerful
experimental guns and by increasing the precision and
survivability of your artillery (they allow the war machine
they join to re-roll a Scatter or an Artillery dice per turn!).

Baitle Wizards are your first and second level Wizards. If you
opt for a defensive Magic phase, they are your best choice.
Being quite cheap, they can carry your Dispel scrolls at a
relatively low cost and offer you good magical protection.

wlenbof a Grand Master
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CORE UNITS
Core units are the troops which are most common in your
army. For the Empire this includes two very different

troop types.

The first is the Empire infantry. Halberdiers, Spearmen,
Swordsmen . and Handgunners form the regular State
Troops of the provinces and city states. Alongside them
are the Militia troops: Archers (which, upgraded to
Huntsmen, provide you with one unit per army of
infiltrating scouts), Crossbowmen and Free Companies (a
mixture of rough adventurers, ex-mercenaries, deserters,
escaped criminals, ex-highwayman and all that colourful
sort of rabble...).

WARHAMMER

The Empire infantry is characterised by their unique way
of fighting, based on the interaction between the main
blocks of troops and their Detachments. These small units
support their Parent Unit and can launch deadly attacks
on the flanks of any unwary opponent.

The second and very different troop type that makes up
the Empire Core units are the Knightly Orders. The
Empire heavy cavalry has improved a lot from the past
edition. Even though all the normal Humans are now
Strength 3, the mighty Knights of the Inner Circle can still
provide much needed Strength 4 shock cavalry. On top of
that, Knights are now faster (the -1 Movement penalty for
heavy armour and shield is not in the rules any more),
tougher (with a 1+ Armour save due to their full plate
armour, though remember that in the new Warhammer
rules, a roll of 1 is always a failed Armour save...) and can
become immune to Psychology if their Grand Master joins
them.

The Knights of the White Wolf in particular have got much
better; their cavalry hammers are now so effective that it is
really worth losing the shield to have them. When they
charge, White Wolves swing their mighty hammers (a bit like
very heavy polo players!), and are as good as lances for that
turn. At any other time these amazing weapons are used
with two hands, becoming effectively the same as halberds!

2 fiito the enen).
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SPECIAL UNITS

Special units represent scarce troops, units that are less
likely to be seen on the battlefield than the Core units.
Often they are more powerful than Core units, but they
are also more expensive and specialised, making them
less flexible.

Greatswords are now a mix of the old Greatswords and
the Foot Reiksguard of the previous edition. I have made
them into a solid, reliable bodyguard for your Elector
Counts. They have a good statline and have superb
equipment: two handed swords (much better in the new
Warhammer) and full plate armour (4+ save). Their main
advantage, though, is that they are stubborn, making it
very difficult for the enemy to break them in combat.
Unfortunately, the Counts cannot afford more than one
unit per army of these elite (and very expensive!) troops.

An invaluable troop type, that I think no Empire General
should leave out of his army, are the Pistoliers. They make
a very manoeuvrable fast cavalry, with a decent firepower
(if a bit short-ranged) and absolutely devastating when
they charge in (two pistol attacks per model!). And now
they come with warhorses too...

The other group of Special troops in the Empire list is the
artillery.

Cannons are the same as before, with the exception that
they now have grapeshot as well as cannon balls (to deal
with enemies sitting right in front of their muzzles!).

Mortars are now something the enemy will learn to fear,
since they use the large 5" template. If you guess the right
distance and roll a hit on the Scatter dice, the size of that
template can mean that an entire enemy regiment will be
hit! Obviously I had to keep the Strength of the shrapnel
quite low, otherwise it would have been able to destroy
entire units in one go. But even with its low Strength of 3
(with a -1 save modifier, being a blackpowder weapon), a
full hit on a large unit of lightly armoured, Toughness 3
troops can be a very unpleasant experience.
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‘WARHAMMER

UNITS
se troops are the most exotic and extravagant in the

[l)ﬁ . They are very, very effective on the tabletop and are

d in number because of their power.

seriously limite
An Empire army can have only one unit of Flagellants, and
}ahese raving lunatics are still one of the best units in the
game. Yeteran players may notice that their stat-line has
been reduced here and there, while their points cost has
gone up! Well, the fact is that in the new Warhammer,
super-troops are rarer than in the fifth edition of the game
and everybody has been toned down, with a general
decrease in the points cost for troops. Our extensive
playtesting has seen the Flagellants winning fights against
the scariest enemies, and so I'm convinced that they are

still very good value for money.

Last but not least, the Empire artillery is completed by a
new version of the dreaded Helblaster volley gun. I made
it a bit easier to use, since there is now no book keeping
involved. It simply fires three barrels per turn, but can be
reloaded during the game, so that it continues to fire for
all the battle (unless, of course, it follows tradition and
plows up eatlier on). This technological improvement
makes the Helblaster last longer, but the potential hits it
can score in one turn have gone down from 90 to 30,
making it somewhat less scary.

OH NO! WHERE ARE MY WINGED LANCERS?!

Don’t panic! In the Empire Armies book, Tuomas explains
what will happen with all the troop types that are not in
the main range anymore. Don’t throw away any model
from your fifth edition Empire army; we promise that you
will get to use them in the future. Stay tuned to White
Dwarf for further developments.

in the meantime, if you want to use your old models to
represent a new troop type, I'm sure that your mates will
understand. Greatswords or Foot Reiksguard can easily
represent the new Greatswords, your Winged Lancers can
be used as Knights and, with a bit of imagination, the
Horse Archers and the Outriders can be used as Pistoliers.
Speaking of non-Human troops, the Halflings are perfect
as Archers or Huntsmen and the Dwarfs can be used as
Crossbowmen, Swordsmen or Spearmen. The Special
Characters are not a problem, since they make splendid
Heroes and Lords for your army. Finally, hold on to your
Ogres, Steam Tanks etc. You can still use them with your
friends with the rules published in Ravening Hordes,
while you wait for all the new rules to be
published. Non-human troops will be
back as new Regiments of
Renown, while great centre
pieces such as the Steam
Tank are currently
undergoing a careful
revision... keep your

eyes peeled!

WHAT"S IN THE REST
OF THE BOOK?

Well, the army list and the
description of the new rules
takes up the first 32 pages of
the book, but after these
Sections you will find a
16 page colour section.
This focuses on showing
techniques and giving tips

Er— Uiy ot R _‘_.n*\. i M P
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on how to paint the various troops, and should prove
useful to both beginner and expert painters alike.

After the colour section, the book is completed by another
section of 32 pages, all crammed with background
information and some more colourful rules.

In detail, here’s what you will find in this last part:

. historical and geographical information

i rules and background for two new Special
Characters: Balthasar Gelt (Gold Wizard and the
new Supreme Patriarch of the Colleges of Magic)
and Luthor Huss, the Prophet of Sigmar

» a new story centred on the heroic figure of the
Emperor Karl Franz

. a treaty on the mysterious Colleges of Magic

. an appendix with alternative army lists (the

Emperor’s Guard, a Crusader army, the artillery
train of Nuln...)

d and even a reference page!

As you can see there is a lot of stuff in this book. I
hope it will satisfy all the Empire players
that had to wait so many years for a
new and competitive army, that was
able to stand against the newer

armies it met on the field.

May Sigmar fight on your side!

11
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W ARRIOR S OF Many Empire beroes ride fearsome monsters like the Griffon. These beasts
\ are trained to obey a buman master. Deadly in combat, they instil terror
in the bearts of the foe, and their ability to fly allows them to strike

THE EMPIRE G-, anywhere on the baitlefield. Coupled with the fighting prowess
SN

of an Empire bero, they become virtually unstoppable.

The armies of the Empire are ‘
professional, well-disciplined and

led by some of the finest generals in
history. Facing attack from every border,
the soldiers of the Empire defend
humanity against countless invaders.

Warrior Priests of
Sigmar wield mighty
warbammers as a
badge of office. By the
power of their faith in
Sigmar alone, they are
able to gain strength
and protection in
battle.

The devastating Helblaster volley gun is an
ingenious contraption, easily capable of
decimating an entire regiment in one salvo.
Highly dangerous, not only to the enemy but
also to its own crew, it is rightly one of the most
feared war machines in the Warbammer world.

Empire Soldiers make up the bulk of the State
armies. Equipped with balberds or swords,
there are few foes that they are unable to
bandle. Every Elector Count is required by the
Emperor to keep a standing force of
soldiers, and they form the backbone of
nearly every Empire army.

A selection of
Empire State
banners.
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" The

The Knightly Orders of the Retkseudnd
Empire arc its Knights are
staunchest defenders. famed as the
The last sight seen by ' . personfalh bodyguard
1. of the Emperor.

marny foes of the Only the eldest
Empire is the lance sons of the nobility
points dropping and of the Empire may

join their ranks,
and this is one of

the glare of sunlight on
purnished steel armour

; the bighest
as the inexorable bonours in the
charge crashes realm.

home.

The Knights Panther
are noble and
valiant warriors
pledged to the
defence of the Empire
and its traditions.

! Their ferocity in
battle matches that
of the giant cats
after which they
are named.

The savage Knights of the White Wolf
are dedicated followers of Ulric, the
god of wolves and winter. Uncaring of
their personal safety, they ride into

. battle barebeaded, wielding mighty
==, cavalry bammers to crush their foes.
un is an

pable of

1e salvo.

remy but

ection of

rire State =

banners. Reiksguard Knights and Knights Pantber charge beadlong into the Orc lines.
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In ‘Collecting™ articles,

veteran gamers give their

advice on which troops
to choose for your army.

iser men than I have pointed out that the secret to
using an Empire army effectively is to learn how to
make all the component parts work together. A well
handled army of the Empire is truly more than the sum
of its parts. While it’s perfectly possible to field an army
which consists entirely of Knightly Orders, or one which
contains only war machines and missile troops, you'll
find that such armies are only effective the first couple of
times they are encountered. Very quickly, seasoned
Warhammer players will learn the Achilles heel of such
armies and their potency is blunted. The special
Detachment rules reinforce the ‘combined arms’
approach, and I would like to briefly mention some ideas
for employing it before I give some comments on the
different elements of the Empire army list.

The Detachment rules basically allow an Empire General
to attach smaller, auxiliary units to his main regiments, to
augment their fighting power, and make them less
vulnerable to attack. The Parent Unit also lends its

. Ore Warrtors foolisbly charge beadlong inso an
- Jully supported by two Detachments of Free G

Leadership to the Detachments, allowing characters
other than the General to extend their influence beyond
a single regiment. I've played a few games with the new
Empire army list, and I've found that the classic
combination of large blocks of infantry with a smaller
infantry unit to counter-charge or move in support, and
a unit of missile armed troops to lend supporting fire
works very well most of the time. By pushing the Parent
Unit slightly in front of the Detachments you can make it
very difficult for your opponent to charge anything other
than the main unit. However, once opponents learn how
dangerous charging a well supported Parent Unit can be,
they will undoubtedly try to get at your Detachments. By
keeping them behind your Parent Units you’ll find that
your opponent often has to spend an extra turn
manoeuvering in front of your guns, giving you more
chance of a rare shot under 12" with your Helblaster.
Even if they do get to your Detachments, so what? The
enemy unit will probably break your lowly supporting
unit, but in pursuing will almost certainly find
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COLLECTING AN
EMPIRE ARMY

] Jim Butler has been an Empire general for nearly ten years, and
| has played Warhammer far longer than is polite to mention. He
helped to playtest the new Empire army list and his fondness for
Mortars is, to be quite frank, starting to worry us. In this article
he gives his opinions on how to make the most of the formidable
| range of troops in the Empire army.




themselves isolated behind your lines, and, more
impoﬂanﬂ}’: pointing in the wrong direction! All you
have lost is a cheap supporting unit which, crucially,
doesn’t cause you to make Panic tests.

There are alternative ways of exploiting the Detachment
rule, which expand your tactical options. Handgunners
can be used as Parent Units. In a unit of about twenty
men (best deployed on a hill to fire in two ranks) with
supporting Detachments of Halberdiers, Swordsmen or
Free Companies, they are a very tough opponent even for
the hardest enemy troops. In this case, it’s definitely
worth investing in a Standard Bearer and Musician for
the missile unit.

Splitting off a Detachment from its Parent Unit can be
very useful in certain circumstances, although you lose
the benefit of the special rules and the Leadership
bonuses. Small units of Archers or Free Companies can
make spoiling attacks on enemy flanks to slow them
down or to draw out special troops, like those pesky
Night Goblin Fanatics! Once again, when they are
inevitably caught and routed or destroyed, you don’t
have to worry about their loss affecting your army’s
morale. It’s a harsh tactic but, let’s face it, the
Warhammer world is a harsh place...

Characters

Most of the games I fight tend to be around 2,000 points
so I am usually restricted to a single Lord character.
Elector Counts are flexible in their choice of equipment,
and can be made pretty tough by tooling them up with
magic items, but their real worth is lending their
Leadership of 9 to all units within 12" of them. They are
often best placed in large infantry units, as close to the
centre of your army as possible (and with the magic
banner that their inclusion as General allows you!).

The Templar Grand Masters are a tougher prospect,
with a higher Weapon Skill and an extra Artack. Placing
them anywhere but leading their Knightly Order into
battle is tactically suicidal. They are expensive, come with
all their equipment,
and the special rule
which makes the unit
of Knights they lead
Immune to
Psychology makes
them awesomely
tough when
accompanying their
Knightly Order.
Remember, however,
this rule only applies
to their own Knightly
Order, so if your
General is the Grand
Master of the White
Wolves, for example,
he can’t bestow this
ability upon a unit of
Knights Panther or
Reiksguard Knights,
only upon a unit of
White Wolves.
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MAGICAL SUPPORT

One other option I haven’t had a chance to try out
yet is using a Wizard Lord. My usual approach to
magic is essentially defensive (a low level Wizard
with a Dispel Scroll or two), but I am keen to try
going all out for a magically tooled up army. The
major drawback to having a Wizard Lord in a 2,000
point army is the lack of a Leadership 9 character.
You could partially offset this by having an Army
Standard Bearer, and invest in some morale-boosting
magic items, like the Rod of Command or the
Banner of Sigismund. There are also some spells you
could use to bolster your army’s morale such as The
Oxen Stands, which rallies fleeing troops, or the
Second Sign of Amul, which allows you to re-roll
dice, including Leadership tests. Although I'll try this
approach in one or two games, on the whole I prefer
to put my trust in more tangible assets of which I
shall speak later, and yes... I do mean Mortars.

Personally, I think both Generals have their pros and
cons. If you want to fight aggressively, I would go for the
Templar Grand Master. If you want to sit back and pound
your enemy, and rely on counter-attacks to finish him off,
go for the Elector Count, as he’s a much cheaper way of
getting a good solid leader into the heart of your army.

As far as the other characters go, which ones I choose are
usually dictated by the army that I am fighting against. I
often find I can’t fit more than one Captain into my army,
simply because of the other heroes I want to include, and
this Captain usually ends up as my Army Standard Bearer.
One Hero I always include is a Master Engineer, as his
ability to make war machines more reliable is extremely
useful. Master Engineers are great models too, and their
experimental weapons can cause a nasty surprise. My
favourite though, is the Warrior Priest. They are tough in
combat, can cast and dispel spells like a Wizard and,
whilst they might not be that powerful, they are handy to
have around, and at the very least may tempt your
opponent to drain his Dispel dice pool. But, best of all,
they make the unit they are with hate certain armies.
Warrior, Priests cost quite a few points, but if you are
facing Chaos, Undead or Skaven they are essential.

Troops

Okay, it’s time I came clean. Despite playing with an
Empire army for nearly ten years, when it comes to using
Knights I am pretty much a beginner. The Knightly
Orders have always been the most powerful attacking
troops in the Empire Army, but in the old rules they
weren’t quite tough enough for me. Sure they were
good, but every other army seemed to have some cavalry
which was tougher (apart from Dwarfs and Skaven, of
course). Since I am a great exponent of fighting the battle
on my own terms, I would always stick to nothing more
than small units for counter-attacking and flanking work.
I've always been a big fan of Pistoliers as well, and so
most armies I fought with tended to have few or even no
Knights. Well, I can safely say that my attitude has
changed completely. Even before I saw the revised rules,
I managed to get hold of some of the Perry twins’ new
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plastic Knights and frankly I was gobsmacked! The
Empire army is blessed with a fantastic range of
Warhammer Regiments and other great plastic models,
but the new Knights just blow them all away, so I knew I
had to have at least one regiment. I am currently painting
my second, and I doubt I'll stop before I get to three!
Luckily, once I took a look at the rules I knew I wouldn’t
have a problem fitting them into my army. As I
mentioned, the tactic I've always favoured is to use my
big blocks of infantry to absorb the enemy attacks, while
pounding them with my missile troops and war
machines. The Knights were held in reserve for finishing
off weakened units. With the new rules, I want to try
using Knights much more aggressively. However, even
though the Empire Knightly Orders are much tougher
than they were, it is still just as important to resist the
temptation to just charge them into the heart of your
opponent’s army. War machines, particularly, can make a
nasty mess of your Knights, and Knights which get flank
charged are very vulnerable indeed. I'll try using my
Knights to get round the enemy army, and roll it up from
one flank, while my missile troops and artillery pin them
into place. Rest assured I'll tell you how I get on, and feel
free to write in with your own ideas. Oh yes, one more
thing about Knights, I really do
recommend that you upgrade to
Knights of the Inner Circle,
costing only 3 points per model
to make them Strength 4. This is
a ‘must-have’ upgrade. The
Knights of the Inner Circle
represent the best that the
Empire army has to offer and, as
such, the fear that opponents
attach to them can be quite
disproportionate.

Many of the Core Units haven’t
really changed, though
Handgunners are now better
than ever, and Archers include

an option for an infiltrating unit (nice!). The main
addition is the Free Companies entry. These are perfect
for Detachments to support Spearmen and
Halberdiers as they are cheap and very
effective on the counter-charge. Not many
other armies get a troop type that costs 5
points with 2 Attacks!

Although you are limited to the numbers
of Pistoliers units you can have (they
are a Special Unit choice), one is
usually all you need anyway. They
are even better in combat now that
they ride warhorses. I use a unit of
six or eight for either rushing down
an unprotected flank to hit war
machines, or to support attacks
from my main fighting units.
Even the hardest enemy
units won’t stand up to
being charged simultaneously by
Knights in the front and Pistoliers in the side or
rear. The threat of this
alone will cause seasoned generals to approach carefully,
and you can use this to channel enemy forces into your
artillery killing zone.

Greatswords look great (if you’ll pardon the pun), with
good armour and an awesome Strength of 5, combined
with their stubborn ability, which means they’ll stand
their ground when most other units would flee. They are
definitely on my list to add to my army. Flagellants have
been toned down a little, but haven’t lost any of their
ability to hold up your opponent’s best unit for the
whole game, while you demolish the rest of his army.

Which brings me onto my favourite topic: artillery. Let’s
face it, an Empire army without artillery is like a Dwarf
without a beard. The only question is which guns to
choose, and how many? In a 2,000 point army you could
field as many as six war machines, and it’s very tempting
to try. However, once you get a couple of units of
Handgunners on the table, you might find your fire arcs
a little cramped, so one of each is a good balance. The
Helblaster is the trickiest one to place, because you'll be
tempted to hide it out of the way of enemy missile fire
and magic. The best place for the Helblaster, without any

The Free Companies of the Empire
are not the most disciplined of
troops but they are experienced

 and viclous fighters.
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doubt, is in the middle of your army.
From turn one, your enemy’s plans will
be turned on their head, as he realises
he’s staring down the barrels of the most
lethal war machine in the Old World.
Quite likely he’ll start maneouvring his
units out of the way, and splitting his
forces, while all his ranged weapons take
2im at the multi-barrelled monstrosity.
This, of course, is all part of your plan,
because even if the Helblaster never gets
10 fire a single shot, it can help you seize
the initiative. By trying to avoid getting
in range of the Helblaster, your foe will
leave himself in the firing line of your
Mortars and Cannons that bit longer,
and bhe’ll find it much more difficult to
concentrate his attacks.

Cannons are obviously best suited for

taking out large targets and enemy war machines (check
out the battle report!), whereas Mortars are perfect for
demolishing large infantry units. Their low Strength may
put you off, but do not underestimate the effectiveness of
the 5" large template. If you land a shot in the middle of
a unit, even a Toughness 4 unit, the results can be quite
simply devastating. At 75 points they are a bargain, and if
[ was going to go for a fourth war machine it would
almost certainly be another Mortar.

Well, there it is, my view of the Empire army. Of course, I
haven’t talked about painting or modelling at all, but I
am sure I can harass Fat Bloke to get my army in White
Dwarf when I've finished it (who am I kidding, it’s never
finished). I am sure plenty of people will disagree with
my comments, and to those people all I can say is: prove
me wrong where it counts — on the field of battle.




THE GRAND ARMY
OF TALABHEIM. _

This 2,000 point army has been chosen by
Jim as a good flexible force, capable of
defeating almost any opponent. If the army
faces a foe such as Chaos or Undead it is easy
enough to replace the Wizard or the Master
Engineer with a Warrior Priest. If it faces a
force made up of massed infantry then an
extra Mortar is a good investment, whilst a
foe who has invested heavily in armoured
troops can be defeated by purchasing an
extra Cannon. Overall the army shown here
demonstrates the greatest strength of the
Empire army - its complete flexibility. It is
able to attack equally well at both short and
long range with its artillery, Handgunners
and Archer units, whilst its solid blocks of

infantry, Pistoliers and Knights can engage in The army’s General, Count Kurt von Hallbrand, is
combat against any foe on favourable terms.  made from the plastic kits you get in the Starter Set.
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Warhammer 40,000 is 2
tabletop wargamr: for f-!vo or
more pliyers where you
command the forces of the
Impcrium or one of its deadly
enemies. | he garne “provides
you with all the" rules,
sCenarios and -army lists you
nced to fight a battle, and .
guides you through how fo
paint the detailed plastlc
Citadel miniatures in the box
and then how to collect
together your own army.
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of the Legion

hv "'- att Weaver

OVERVIEW

Gaunt's Ghosts army has been

As promised in Whi_te Dwarf

- 249, we now bring you the

backround and inspiration for
the armies that took part in the

- “One of our Colonel's is

missing!",Armageddon battles.

After the dust of battle finally
settled, scribes were sent to

. each of the generals, giving

them an opportunity to show =
you just what was going on in

their minds while collecting their

armies.

Keen eyed readers will notice

there are two generals missing
from the following spread. But,
for good reason. Dave Taylor’s

sequestered for a special )

mission, and once successful N A
will make an appearance in an “EF

upcoming issue (promise!).

As for Ryan “The Hammer” !
Kennedy, he bravely stepped in £l ot ol
to play Dave, when Dave's ' -
original opponent (who shall not
be named), disappeared at the
last minute. This meant the
Castle Hill boys had to make do - A
with their store army and a few .

other bitz...and well done too. y e R

Make no mistake dear readers, o T
after perusing the following s i
pages, you may think us all ) 3 =
mad...well maybe not all, just i |
the ones that played the Orks. 4

The Brd War for ———

ARMAG EDDON|




Matt praudly prcs:nts his
- Steel Legion army.

Armageddon Steel Leglon

I Il have to admit -
that this is a very
strange Sisters of -
Battie army...

When the

planned by Troy
Cukasat
Parramatta | had
wanted to paint a
new army of
Sisters of Battle,
then, my good
friend lan Crabb
gave me a giftof a
few squads of
freshly forged,
Steel Legion.

" No contest.

We were doing an
Armageddon
battle, what could
be more
. appropriate than

the new Imperial
Guardsmen
released at the same timel

After examining the army list and
planning just what would go into
my army. | had enough of the new
steel legion models to make three

command sections, four regular * *

units along with six additional
heavy weapons teams (enough for
two units). That made the count for
Chimeras nine. | really wanted to
.include a unit of the new
Stormtroopers, so that increased
the Chimera counl to.ten, plus |
intended to field an Exterminator, a
Demolisher; a Leman Russ and a
Hellhound as well. Tank tally was
now fourteen.

Challenge was first .

| had also hoped to‘include three

" or four Sentinels as well, but that
‘idea soon evaporated at the

prospect of painting fourteen tanks
in-a short amount of time.*

| happened iJ'pon a book about the
modern Soviet army.. Russians

‘are famous for their tank parades

through Red Square (and often it
was the only chance NATO gota
look at the U.S.S.R.'s hardware).
That along with the fact that
Armageddon is asforge planet for
imperial armour wen to inspire me

toward a very clean, freshly raised -

army. One that | can at a laler date
begin to dirty up, and add battle
damage to. This, | feel, will add

that extra bit of flavour to my army,

as well as help me remember

« when and how I've been beaten in

the past making my army similar 10
a Mordheim or Necromunda gang
that changed as you played in
various campaigns.

With my mind now fully set on the
project, came the labarious task of
assembling all of those tanks, |
already had three Chimeras
painted in a lce world theme, so a
quick respray was needed
here...but respray to what...?

The whole morning went by so
slowly as | thought about what
colour scheme to paint my army
men...army men. That was it! Who
of you remember as a child
playing with these green plastic
army men? Often they were World
War Il American G.I.'s and German
Wehrmacht troops, made from

< wonderfully chewy green plastic.

Green glorious green! No umque

'camouﬂage pattern, all very sul

and almost.drab, and all of the

@

equipment that the troops carrige

* would be painted in to appear
Black

standard and functional...
and dull metallic. i

| also can’t help but think at thi
stage, of the law passed by Ol
Cromwell (English Puritan, 15¢
1658) prohibiting the populatia
wear brightly coloured garmer
claiming that.bright elothing
encouraged immoral acts. In f
case, | was hoping that'my tra
would attract less attention in

. drab attire, thereby suffering i

casualties. In Cromwell's ca
was protecting the populatie
losing their mmorta]

The actual methad for my
painting ordeal (well that's
call it) involved a lotof cans ¢

‘spraypaint. After cleaning and

assembling all of the miniatur
all figures were undercoated ir
Chaos Black spray. When |

undercoat miniatures, | always
them 'face’ down on a square

=

o

s

aly
1y.

| then spray the miniature lightly in

‘a sweeping action, with the ca

about twenty centimetres awa
ensuring that | never start to S|
or finish the spray stream on

actual figure. The reason for t

* being that you will always get

uneven ‘blotchy’ burst of paint
carr potentially obscure detail.
While the figure is face down,

. spray it in the sweeping motiol

from four different directions. £
this was totally dry, | then turn
figure to lie on it's back and re|
the'process of spraying from fe
dlrecnons Agaln after this has
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my army (with
Stormtroopers
were painted |

« including vem

important not
were all assel
this method
these were pa
separately to/g
to the overall f

To make all o

tanks a litile £

lightly drybrus
sprayed figure
paint, this also
whole effect,

From there aﬂ"
was 1o pick ol
making the g
and helmets

MATT WEAVER @

|ll be no silver

lj;g‘{ve a light
Sreen spray
a::m fcur

0 in my rapid
a very light
spray,
‘whilst it is
rty-five
 models in
ception of the
ommissar)
method
1d an
, the tanks
ind ainted in

_ pplred
cfeaner finish

-"éSi::f the
. | then:

il of the

10 Green

ed even out the

vas needed

f the details,
ots, gloves -
sp red

it aé' wetl just -

goggles and metallic clips and

buckles. All too easy!

Having a major portion e‘l the army
out of the way, | found that | had a
bit of time to play around with

‘some conversians. As the new

Stormtroopers are all very over-
engineered in their appearance, |
thought that their transport should
be as well. By giving it the vehicle
upgrades of extra armour, ..
minesweeper/rough terrain
modification, searchlight and
trackguards, the additional scope
for conversion widened. In the end
| wound up with a wider (double
track width) tank which looked a
lot more boxy...I'd also added
same extra stowage space to the
turret from a Leman Russ to make

it look that little mbre different. The
thing | think that I've been most
‘happy with is that I've now learnt

- how to shave off the tiny rivets

Striking conversions add character to the army.

from kits in my Bitz Box, and re-
apply them fo blank plasticard
(hopefully in a later issue of White
Dwarf I'll have space to show you
how). .

The only other conversien in the
army was that of my female_
commissar. A few inside deals and
| managed to obtain a 1998 US
Games Day Femafe Commissar: |
decided to take a pair of clippers

- to it (as you do), replacing her

laspistol for a boltpistol and sculpt
in a gas mask. Simple sacrilege,
but for a good cause.

As [ write this, I've already copped
four complete tarrings from lan's
Tyranid Army and Matt Drover in
the warehouse has beaten my
army twice with Dark Angels. So
as a result, I'll definitely be
scarring my tanks.

E
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Ork Waaagh Goffgob

WAAAGH GOFFGUB!

gained from collecting.an army
is providing a theme for it. With
the Clan and Tribe structure,
this:is fairly easy to achieve for
the Orks, The theme can be

.

anything from a strong col

Goffs embody the true Or

ideals. They're tough, they =

know they're tough, and t
enjoy the fighting best wh

they get to “lay the smack

down" with their choppas.

- _ ; scheme to an idea that ‘E
or “A slightly biased opinion on completely dictates the 35
collecting Orks” composition of your army. }
You can get rid of all this Imagine a ‘crack-force’ of elite or
“Imperial’ nonsense. I've had it [Blood Axes tooled up with 3 is

- with Chaos and Eldar too. - shootas and heavy wWeapofily in
Tyranids and Necrons? Forget while the Boss caiedn=aifgid . * ¢
it. The one and only . in hIS. Kommand Jeep'. | of
Warhammer 40,000 army to planning my next army 10 88 a s
collect is Orks. They rock! Kult of Speed biker gang Bifithe 5
T o name of Mork's Angelz (9C a
As an army the Orks look great, Bikes). Even Freebooter T
fight hard, and are always warbands offer plenty of A
entertaining. When Troy “The theming opportunities, if ni [
Cukanator” Cukas (now Castle more so than the pre-set Clans, di
Hill Store Manager) told me of So there's no reason wk ' ] d
his plan for these Armageddon should be used as the ¢ : b
Battle Reports | knew it would warband. | can say this B

.- be the only excuse | needed to because | collect Goffs, an@ G
complete my first fully painted nobody argues wiv a Goff (Well e
Ork army. ' not for long anyway). f
To the People's Dan, the Speaking of Goffs, I'd bett b
greatest satisfaction to be explain my theme for this afmy. s

vision for this army was ar
-endless horizon of the meanest t
. and greenest orks in the galaxy, ‘

As you may have guessed, Dan is
a big wrestling fan. WWF’s The
Rock provides a lot of inspiration

' (5 £ il 3 ? &1 ! 438 =Wt | for his tough talk. Why not pop into with only violence (and po ibly 4
) 4 E - the Chatswood store for a dose of 'squig beer) on their minds. l_
Most of my choices therefa

the Peoples’ Elbow.

revolve around huge mobs®f
assault boyz, from the Skarboyz




ppas:My
as an

e meanes!
the galaxy
nd possibly
minds:
therefore
mobs of
e Skarboy:
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DAN RICHARDSON f

0a TuffGitz) tothe Sluggas (the
£ad Kickerz wot ‘ave metal .
.apped boots; and the ‘Ead
kerz wot don't) running along
1 oot like Gork intended. This
is where: 1 must regretiably
~iorm you of an error in the Ork
~ndex. The entry for mob size
:T}_]U[d not read 10-30 Orks, it
hould simply read 30 Orks.
Anything lessis @ small
qathering, nota mob.

c for the rest of the army, |
ouldn't leave out the good old
--;'npendable:'(;-;{i‘e;z (da Grotz
don't got a name cos dey aren't
wig enuff to ‘ave one). Now is as
a00d a time as any to introduce
Gofigob, the ‘uge mega-
armoured warboss, converted
irom a Killer Kan, and mega-
armour parts: The Mad Mek Ben
Harris (ChatsWood Staff
Sergeant) built this monstrous
model for me, and broke four

' modelling saws in the process,

which he deserjbes here. The
Tankbusterz (Da Kan Openerz),
and Stormbeyz (Da Ramijetz)
sonversions alse gave me an
spportunity to-add some squads
that are full of eharacter and
animation toithe army.

The horde's ‘eavy support Is all
Kanz, ratherthan Big Gunz, for
some more' Goff-choppy =
support.

For my paint scheme | stuck to
the traditional black and red, but
varied it just enough so that the
Goffs would still be proud of i,
despite its no nonsense
uniformity.

The horde as it stands is about
2000 points, but its always
growing. The "Big Picture" has it
at around 4000 points, including
three trukk mobs, for getting da
ladz into action as soon as dey
can. Goffgob will also get some
mega-armoured Nobz to boss
around, and around 90 more
Boyz, to-flesh out the army a bit.

As for the conclusion to the

‘Armageddon campaign. ..after

all is said and done, after all the
smoke has cleared, after the
last choppa is buried in some
poor nameless guardsman’s
head, there can be only one
result.

if the Orks win, they win.

If Armageddon becomes a world
at war, the Orks will thrive on
the fighting, grow stronger, and
win anyway.

Any result proclaiming an Ork
loss is obviously Imperial
propaganda aimed at hiding the
truth from the rest of the galaxy.

This warboss
was built with
one thought
in mind,
"bigger is
better”.

Ingredients:

Take one

Killer Kan

and one

mega-

armoured

Nob, season
liberaliy with a
smattering of bitz.
Mmmmmm...

Biitzzz...
Method:

Remove the leg workings from the back part
of the Killer Kan, then cut out the vison slit
from the front to fit the mega jaw. Cut the
mega armour to fit into the Kan as it's new
legs.

The claw was made using two Big Grabber
claws (from Gorkamorka bitz) attached to the
mega arm

The kustom shoota was made by using lots of
shootas from the boyz sprue.

Finish by adding bitz, no need to tell you that.
Above all have fun!




Booster tries to find the Templars hiding in his Land Raider.

Bla

ck 'Témplars Cm%mié

For those who are regular White

Dwarf readers you will know that for -

many years now I've heen a Dark
Angels fanatic! | have been playing
and collecting Dark Angels for over
six years now. Just recently though,
people have expressed their shock
and open disgust 1o me after
reading the mini-battle reports from
White Dwarf 249 and realized that |
have actually changed my Chapter
allegiance.

| remember the start of my
change...

It was an extremely busy week;
Dave, Matt and myself were busy
working on finishing a White Dwarf *
when we received an advance copy
of Codex Armageddon. After leafing
through it | was very tempted by the
Black Ternplar army list. Here was a

-Chapter of Marines even more
xenophobic than my Dark Angels,

@ﬂ-.

‘versatile enough to use against

but with the rules that could
make them charge towards
the enemy whenever taking
casualties. | was resolved
to build and paint a small
1000 point force.

A week or so later, Castle
Hill Store Manager Troy
Cukas (formerly of
Parramatta) popped into
HQ and proposed a series
of mini-battle reporis based
around the Armageddon

the same night in different
stores. | drew the short
straw to play Troy's insanely large
Kult of Speed. The conversation
that followed went something like

« this:

Troy. "Ok Boo, are you ready to
have your 1000 points vaed all
over the table?"

Boo “So you want to fight huh? Well
why don't we have a decent battle
and crank it up to 2500 pomrs7

My own arrogance had once again
been my undoing. | now had about
a month and a half to paint an army
that| did not even own yet. | went
home that night clutching Codex

Armageddon in my hand and an

idea to design a 2,500 point Ork
killing force.

| had two things to keep in mind, |
needed a force able to take on a
number of Orks as well as be .

Justin's miht Black Templar Cusadl: || h at :s Workshop _dm:y City on Friday 17th of N-ovcm:r‘-

campaign, to be played on

other opponents, and the secong
was that | was on a limited bulget
After staying up until midnigh
designing the list | was fmally
satisfied.

‘| ventured into my Space Marlhe

box (a bitz box filled with Spa
Marine torsos) and found a Black
Templar character that had naver
been released that | had blagged
from the foundry when | was i the
UK. | had a High Marshal, nowt all |
needed was the rest of the afffy.

The next day, armed with a pigce of
paper covered in scribble andimy
pay packet | purchased a Bl
Templar army. There was | |
thing remaining, | did not

paint the Maltese Cross on

Space Marine and the Blaek
Templar shoulder pads from

Mail Order were in very shoft

supply. | resoried to the lost ait of ;

scrounging. | found eut who
Black Templar shoulder pads @nd
went about either swapping oF
“borrowirig" Black Templar shauider
pads until | had enough for atleast
one shoulder pad per Space -
Marine.

The task of building had beglin,
spent the next few nights building,
cllppmg and glumg untuI the afr
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JUSTIN “BOOSTER” KEYES

| e—

nainting ability fm;arfgw weeks. For

inree weeks | WU coughing

a u{JE;uE!len | generally being
miserable, and na;*e'ﬁeing any
painting. _E,

| slowly recovered ar d now Ihad

° . ittle time to-actually finish the

g to be the
my, but |

ust that little bit
ded that it would

| and Raider was goif
centrepiece of thee
wanted to make it}
more special. |
ne cool to haved
ve Marine squad in there. |
'\.piml a lot of tin nting and

16
detailing the ms’%'
Aaider, by the time.

Tactical Squad i p
hardly see any of the v

done, oh welll Gnee | had the

centrepiece finishe 1he rest of the
army just seemed

na:l decided thHI_ ,'S core of the
tactical squads

(there are ﬂow': | supported by
the Assault Squads with some
" Terminators to pi de the

backbone of the army. (Check out
this month’s Chapter Approved for
some r‘mpodar'g‘%mnatw
information - D

| thought that _”‘Tﬁs’r" Orks that

! in their ranks.
{Whtrlwmds

the future | will B
Whirlwinds and
lot two of the-gh " in

ntire ten strong -

Crusaders (or Terminator Delivery
Service as | have taken to calling -
them). The Command Squad was
the last thing | painted and |
decided to provide them with a
Razorback so that they could close
with the enemy. '

From there | started working on a
background for this Black Templar
Crusade, as'| love-any army that
has a theme to it. For myself an
important part of building an army is
the naming of the characters. My

The Black Templars advance from the armoured might of the Land Rarder.

close friend Simon Feil helped me !
greatly in this regard. When he
heard of my idea to collect a Black {
Templar army he provided me with
some names of actual Grand
Masters of the Knights Templar .
from the crusades. | had a basis for .
my army and by scouring the -
Internet | was able to find a lot of
information on the Knights Templar.
| went on to construct a rich : i
background. This particular Templar 3
crusade became lost in the warp

* and appeared at a battlefield many
years after the war had ended
unfavourably for the Imperium. This
affected the entire Crusade to the
point that the only vow they will now
take is Accept any Challenge No
matter the odds. __
It goes with out saying that | have T
developed a fascination with these
-Space Marines that could grow to »
rival that of my Dark Angels. At the
moment the army is 3000 points
and still growing. | think for the sake
of my bank balance that | will have
to stop when | get to 5000 points. A0

Maybe...

The 3rd War for

ARMAGEDDON




Ork Waaagh Gofarsta
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_ :.- Troy’s army, Waaagh Gofarsia,
4 can be seen in the window of

T ) % N -’-Q;l g~ ° automatically drawn
: e ,,.ﬁ% to the Orks. Their
e 3 propensity for ereating

HACK’'N’SLASH!

or “Confessions of a Mad Dok".‘

I've been a conversion fanatic
for around 20yrs now (Yes he is
that old & crusty- DT), starting
- back when | scrateh-built tanks
for my World War Two armies.
When | discovered Warhammer
40,000 around eight years ago |

&. vehicles and weapons from

bitz made them ideal for a
conversion junky like myself.

The 2,500 point army featured
here is the one | used in WD
249's Battle Report, Battle at
Argyle River. 1t all began
around two years ago‘and has
grown to over 3,000 points, with
nearly everything converted or
modified in some way.

Warboss Wizbang Gofarsta has
been changed so that he now
faces the direction his gun is

pointing, his ehoppa raised high.

Various accessories have been
added (jaw, Waaagh banner,
slugga, trophy heads), Many of
the Nobz have converted
kustom-sluggaz.

The two Mekboyz and the Dok
are converted from Ork Boyz
with bitz from numerous

models. Their trukk is twokits
with landspeeder bitz for t

. cabin.

The Nobz bikes are wartre
fronts with varius bitz for
backs & gunz. The normalibike.
also having modifed gunz'& the
Deth Kopta pilot as their ridlers,

One of the Deth Koptas is
almost standard with the other
two being conglomerations of
Kopta parts leftover from
making my Stormboyz (|
couldn't wait for the new
at the time, credit to Gran
Warlord Adrian Wood for
design). Other Kopta part§iwer:
also used to create-the

Zzap Gunz.

dele

Which brings me to my
battlewagon. This*project t@ok
over eight months to complete
as | gathered ideas & parts It
mainly two trukks & three
wartrakks with numérous
Gorkamorka, 40K & Blood Bowl
parts. In battle it carries
Skarfang Tuffgutz & his
Skarboyz which are '
Gorkamorka Nob models..

The other Skarboyz (Skraga’s
legendary mab) are actually my
Painboss’ retinue of cybo
made from old mega armaur.
Nabz with arms from the new
Ork Boyz.

The two buggies are based on

the Gorkamorka Grot Big Luggs
& Grot Cutta chassis, agaim with
numerous other bitz built @ top

5 *‘ (.f_.‘:"

i
S

The hard hitting core of Waaagh Gof 1!
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TROY CUKAS ¢

The Trukk Boyz themselves are
standard Boyz with many pose
changes. Rather than the easy
option of using the metal
Burna Boyz | couldn’t
resist converting up
some of my own
from various
- gunz & fuel
K? ﬁ . tanks.
Fay 4 h -‘l

My next
project: the
seriously

herb of my battle report,
Skarboss Skraga Grimjaw, will
be rebuilt with a cybork body. |

After that my next 40K project

will be my another conversion

favourites, the Chaos Marines,

with three cult armies to be &
done: Khorne, Tzeentch & a '
Nurgle army which will include

Steel Legion models as _
renegade Guardsmen (ala the - P
Shriven from the Gaunt's Ghost

novels). ' : E

The 3-f‘d War for
ARMAGEDDON |
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Hobby Projects are

step-by-step guides

to painting, modelling,
scenery-making and gaming,
that cap be found on the

Games Workshop website.
They are also used to run
workshops in our stores and

featured in White Dwarl

For the last few months we’'ve been
putting together a number of self-
contained hobby projects. What we
wanted was a way of presenting this
information in a way which was clear
and easy to follow, and could cover
different types of projects with different
levels of complexity. Over the next few
pages you'll see a couple of examples
of these hobby projects, and we’ll be
featuring them in White Dwarf on a regular basis. Our
stores will also be running workshops based on these
projects. However, the main place you'll find these projects
is on the internet. The Hobby Projects homepage is
www.games-workshop.co.uk/hobbyprojects. Our intention is
to create an ever expanding library of projects covering a
massive range of subjects.

Each project starts by listing all the equipment you need, so
there’s no getting halfway through and suddenly discovering
you are missing a vital tool. The stage-by-stage instructions
are easy to follow and include photos to help you. Each
project is classified by its subject matter and level of
complexity. The subjects are titled ‘Painting’, ‘Modelling’,
‘Scenery’ and ‘Gaming’, and the levels of difficulty are
‘Basic’, ‘Standard’, ‘Advanced’ and ‘Expert’.

The Basic level covers relatively simple projects which
should be achievable by anyone, and don’t generally

S WORKSHOP

HOBBY PROJECTS

Jim Butler introduces our latest efforts in making really
impressive wargaming results that bit more achievable.

require any specialist tools or materials. They are suitable
for newcomers to the hobby. Standard projects build on the
basic skills and techniques covered by the Basic projects,
and assume a certain familiarity with these. While they
might involve a bit more commitment, they should still be
achievable by anyone willing to invest a little time and effort
and will help people slowly build their skills. For more
experienced hobbyists we are presenting a range of
Advanced projects. These represent the pinnacle of
achievement for most gamers and painters, and will require
a broad range of skills to create some truly impressive
results. While we're committed to providing a steady strear
of the first three types, we'll reserve Expert projects for
those truly inspirational pieces which we occasionally come
across, like the Golden Demon winners’ entries.

The subject categories are more self-explanatory, but it's
worth making a few points. ‘Painting’ will cover everything
from basic undercoating and putting on basic colours,
through to reasonably straightforward techniques like using
inks, to more advanced methods. Each project will be
specific, but many will include some information on varying
colour schemes. There will also be links to other related
projects. For example, the ‘Make an Emplacement’ Scenery
project shown over the page might have links to a Gaming
project with a Bunker Assault scenario.

The projects have been set up so that you can literally
follow them step-by-step to achieve the results shown, but
you can also use them to

range of games and miniatures.

There are four types of project: Painting, Modelling, Scenery and
Choose from basnc core, or advanced.

‘What skill level am [? P T
Neismv:ulmlafpmkumuu A P

by skill level.

Praject classifications
about the four differant
e o

Get In toucht
Whatsert of projact would you Ba to 2a¢” Gand ur an smakth your ex, and Fis deckds to do ™,
you could win a prizef e

E:mal nn X Hobby Frojset Webmaster

Laet A Jr

Hobby Project Workshop

Welrome to Games Workshop's hobby website, where you can see and download all sorts of exciting modelling and gaming projects that complement our
, and each one is graded so vou can choose a project that swits vour skill level.

« bast foryou? 3
B Click on one of the pictures beluw 1o see the list of avallable pmects of view projects

= =S {J (L. &
The right tools ) LI
for the job?
When you'ra paloting and modaiing, PAINTING MODELLING
you'l read the right equipmend. Find S N
outwivat you nesd and how to uss &
Tool
Materials g8 —
mh mnay guide desotibes '4.“:':' ,ﬂ* ‘
g matariat |r lndnﬁlnuhl 3 G
GAMING

Wyou think you car wrke a hobby project a5 good as (or bettarly than the anes festured here,
Find put

help you with other projects
which require similar
approaches or techniques.
They may even inspire you ¢
create your own. This is
particutarly useful for clubs,
to help the more experienced
members share their wisdom.
All you have to do is
complete the project and

nxmmmmpgmv photograph it at the _

Fonded perane oo b 1 appropriate stages, then wrif¢
bR a simple, factual
commentary. In the future we
hope to have a facility for
people to send in their
projects, but there’s no
reason why you can't start
your own now. If you have
your own website you could
put them on, and drop us &
line to tell us.

Healeet
of the Weel
\'larbammar w.oao Battle

Projoot type: Sacnery
Praject levei: Cost
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ORUSHOP

This painting project sheet takes you through how to paint an Orc .Warrior. The project
starts with an undercoated model. For more information on how to get to this stage,

go to the following project sheets:
preparation, Undercoating.

You Will Need:

. An Orc Warrior model glued to its base and undercoated

with Citadel Chaos Black paint

« A Citadel starter paint brush or standard brush
» Some water in an old mug, plastic cup or other suitable

container

» A mixing palette — you could use an old plate or tile

» Kitchen paper or tissue to wipe your brush on

« The following Citadel paints — Elf Flesh, Blood Red, Bestial
Brown, Chaos Black, Chainmail, Goblin Green (all these

paints are available in the Starter paint set)

If you're painting at home, make sure you have an area that is well lit (daylight is best) and is well protected
from any spillages that might occur. Also, it's a good idea to wear some old clothes that you don’'t mind getting
a bit of paint on. Make sure that after you’ve finished painting on one colour, you wash your brush out
thoroughly to ensure colours don’t get mixed together. For more information on Citadel paints and spillages on

fabrics see Citadel paint for more details.

1 Paint the face, arms and

hands with Goblin Green.

Be as neat as you can, but if
You do make any mistakes,
don't worry — you can cover
them up later.

Tip: When you've finished
with each paint colour, wash
your brush out with clean
Water and dry it carefully on
Some kitchen paper or tissue.

Paint the weapons and
x armour plates across the
Orc’s jerkin, plus the earings,
bracelets and studs with
Chainmail.

Paint the wooden handle of
the axe and the pouch with
Bestial Brown.

Paint Blood Red onto the
Orc’s Trousers.
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Tip: Water each
of the paints
down a little,
mixing them on
your palette
before painting —
if the paint is too
thick, it will
obscure the
detail; if you add
too much water,
the paint will be
too thin and not
cover propetly.

Tip: Remember to
wash your brush
out thoroughly
and store it
standing upright
with all the
bristles coming to
a point. Looking
after your brushes
this way means
next time you
paint a model it'll
be clean and in
perfect condition.

Paint the teeth and
claws with EIf Flesh.

Finally, paint the model’'s base
with Goblin Green and set it
aside to dry.

Once you feel that you've
mastered the basics, there are
plenty of other painting
techniques to learn. For more
information on these types of
technique, check out our other
Painting Projects.
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WORKSHOP

This Hobby Project Sheet describes how to make an
Emplacement for Warhammer 40,000. If you are
unfamiliar with the following tools or techniques, go
to ‘Basic Hobby Projects’ at the Hobby Project
Homepage.

You Will Need:

« Some pieces of old plastic frame

« 1 piece of blue foam (210mm by 150mm)

« 1 piece of 5mm thick foamboard (210mm by 150mm)
for the base

« 1 piece of 5mm thick foamboard (25mm by 240mm)
for the walls, marked as shown below

 Gravel and sand

* Masking tape

* PVA and superglue

« The following tools — cutting mat, steel ruler,
modelling knife, hot wire cutter, clippers, thin
marker pen

60mm 80mm
=

Wall Section

Tape along the top and bottom edges of the marked

piece of foamboard with Masking Tape and score
through the lines shown, being careful not to go all the
way through. This will form the inner wall of the
emplacement. Bend the wall piece to shape and position
on top of the blue foam. Trace around the outer edge ‘of
the wall to give you a template for the inside of the earth
bank.

Using the hot wire cutter, cut out the rough outside

edge of the earth bank, holding the cutter at an
angle to create a slope. Next cut out the inside of the
earth bank, cutting vertically. Test this by fitting the
emplacement wall inside the earth bank, and make any
extra cuts if you need to. Don’t worry if there are small
gaps; you can fill these later.




Using PVA glue, stick the earth bank roughly

in the middle of the base piece of foamboard.
Then apply superglue to the bottom edges of the
emplacement wall and glue
this inside the earth bank.
Use the modelling knife to
trim the base into a rough
oval. Cut at a slight angle to
create a slope.

Apply PVA glue in patches around the earth

bank and base, then sprinkle on sand and
gravel (putting the larger gravel on first). This
method can also be used to cover any gaps
between the earth bank and the wall. To fill the
gaps on the corners of the wall, glue some old
pieces of plastic frame into the gaps with
superglue, then trim them with clippers.

Add a wire mesh floor. You can get different

types of mesh from craft shops and car
accessory shops. Use the piece of blue foam you
clt out from the middle as a guide to help you cut
the mesh to shape. Stick this down to the
emplacement floor using double sided tape. You
€an also add thin strips of card to cover the edges.
This makes it look as though the emplacement has
@ metal floor.

You can add all kinds of details to your
*¥ emplacement to give it more character, using
Pleces from your bits box. Try sticking skulls or
Pieces of tank track to the earth bank, or placing
‘Weapons and equipment inside the emplacement.
You can also add ‘battle damage’ by cutting shell

20|€(‘js in the earth bank and edging them with
and,
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OF THE
REIKSGUARD

by Matt Weaver

| Like the other Hobby Project Sheets
featured in this issue, the aim of this
Diorama Skills article is to describe the
various skills, techniques, and materials
that went into making this particular
diorama.

The following techniques are not limited
to making dioramas, but can be applied
to any modelling project, be it extra
detailing on a figure base, a conversion
" project, scratch building or even gaming
scenery construction.

The diorama featured here was built
earlier this year. It is one of a series of

events and locations like Games Day
2000 and Toy Fairs in Australia, New
Zealand and Asia.

four dioramas built for display at special

u_‘;_";

T

‘—i ,".

[y 1]

f
i

Hof

¥

Ll

I

‘-JME

l I

i3
Ty




DIORAMA
SKILLS

| BEFORE ALL ELSE, PLANNING! [

‘perhaps the most important stage of any modelling project is the planning stage. z';-‘f?fiﬂ‘_"ﬁ:‘f"“"_; ¥
N .“gre often than not for ambitious dioramas, the better the plan, the greater the / H i P8
: chance of the project actually being finished. A good plan will ensure that you will be
= ;'.ﬂn.e to stay focused and not waste time, or materials for that matter.

D ‘Most professional model makers often start planning a project with simple but
- corcise sketches of what they intend to make. Others tend to make very detailed
spjueprints" of what they want to build, this also means they’re able to repeat the job

sts at a later time. For the purpose of inspiration, pictures of thing§ sirpilar to what you

his \want to create are also useful. The photo of the castle to the right is a good

e the ‘example.

terials - ——w= A simple “shopping list” of materials is another .

ar important part of the planning process. Making a list
like this is, of course, much easier once you have a

imited sketch of what you want to build. In your list, you'll want

pplied to include raw materials like balsa wood and plasticard,

‘a as well as the various glues you will use and the

arsion different paints that might be used in your project

iaming In the case of the diorama we'll look at in this article,
we decided that would feature a cut-away of a tower

uilt and a moat. From the early plans, we determined that

es of clear high-gloss urethane resin would be used

gecial extensively on this project, for that realistic look.

ay
lew

THE NEXT STEP:
MAKE IT INTERESTING!

by Dave Taylor

When Matt and [ were first approached to create this series of
dioramas we started planning the "stories” involved. Every
successful diorama or battle scene tells a story. Often the best
slories are simple and classic. The squad of Space Marines,
ambushed at their most vulnerable by Dark Eldar, or a
Middenheimer warband being attacked by Skaven Warphunters
among the ruins of Mordheim. Simple classic stories.

The Warhammer diorama needed a story. Working with Matt’s
castle wish we developed the "Charge of the Reiksguard". A large Orc
army has rampaged through the town of Hapsburg and the defenders
ha_ve withdrawn to the keep. As the Orc Warlord leads his mob from
the front, the Reiksguard stationed in Hapsburg stage a daring attack.

2y know that if they can cut down the Ork Warlord the have a
break of breaking the siege before it is too late. Death is almost
Certain but failure would be worse...

Equ_ipped with a story you can really go to town on a diorama. The
Niatures are going to be glued down, so they don’t require the
lance and bases of gaming models. | started assembling the

Models as Matt was working on the base diorama. As the

flimber of models grew so did the dynamic flow.

We’rg pretty happy with the whole piece, strong colour links and
00nsnstency make for striking diorama miniatures. Have a
90...you know you want to!
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RECREATING MASONRY

Cutting, joining & shaping plastic walls

You will then

need to

gently bend
the plastic along the
length of the cut.
You must make
sure to maintain an
even angle to your
bend as you
progress, as you

in order to easily

1 cut sections of
castle wall, you will

need to "score" the
plastic. This should done
by using a heavy cutting
blade, like a Stanley
knife. Using a ruler as a
guide, run the blade along
where you want to cut.

You must then

reverse the action

of your bend,
straightening the section
flat again. By doing this
you are stressing the
plastic, and all you need
to do is repeat the action
of bending, until you
snap the two sections

You will need to make
three to four passes in
order to leave an incision
that penetrates about a
third of the way into the

plastic section.
To join plastic wall sections is such
4 a way as to avoid unsightly gaps,
you will have to file the edges to
be joined to about a 45° angle. The
easiest way to do this is by using a fine
grade of sandpaper, laid on a flat, even
surface. Taking the section to be filed ,
you should lay it at the angle you want the
join to become, and then grind the piece
in a wide figure "8" pattern, this will ensure
that the piece will be ground evenly. You
may want to practice doing this a few
times with some scrap pieces of plastic.

will otherwise cause
the split to become
ragged and uneven.

apart. If you find that you
are unable to snap the

plastic, you may need to
repeat steps 1 & 2 again.

A simple way of

disguising a straight cut

through plastic stone wall
sections is by taking the back of
your hobbyknife and scraping it
along the length of the cut (in an
action away from your body).
After four or more passes, the
cut side of the stones should
begin to look more "natural”, and
when you join the piece to
another section the only thing
that the join may require is some

trimming to the mortar lines. Tip: This method of cutting castie

wall sections can also be used to
cut all types of flat plastic, from

of plasticard to thin kit parts.

Necromunda bulkheads or sheets

Tip: Sometimes you may need to file
an area that is difficult to do with the
files you have . A solution to this
problem is to make a “temporary
file”. Glue some fine sandpaper to a
customised shape (scrap pieces of
plastic or firm balsa wood are ideal
for this). If you have cut a round
hole, you can file the edge by
rolling sandpaper into a tube and
letting the tube expand inside the
hole. Sand the edges by turning the
tube in the hole, this will give you
the best result.

Making holes for
windows and doors.

A way to make holes for any opening
through a sheet of plastic is to mark
the area where you want to make a
hole. Then, using a pin vice, drill a
series of holes along the INSIDE of
the marked area. The holes should be
close enough to allow you to cut
through the joining plastic easily. Then
file down the excess plastic to the
marked line.
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- STONE DETAILING EFFECTS

The castle diorama for this article was painted with three different
Citadel Colour spray paints and then lightly drybrushed to finish the
effect. The aim was to recreate the appearance of sandstone.

The first spray was an undercoat of Bestial Brown. The second spray
was Bubonic Brown, this was sprayed on the model with the nozzle
of the can pointing in a downward angle. This way you're not applying
paint to "underside" surfaces. The final spray used was Bleached
Bone. This was again applied in a downward angle, but at a greater
distance from the model. | only wanted to apply the final coat of paint
to the upper areas of the model. '

The model was then lightly drybrushed with Bleached Bone to even
out the effect, and a very light coat of Skull White was drybrushed to
the upper areas to finish the job.

An excellent idea to Stains on aged stonework Filling gaps in your
improve castle walls is by are common. A simple construction can be done
adding rendered detail like way of reproducing this effect is with a fast-setting, two-part
m gafgoyles, icons and sculptures. by using a watered down ink epoxy filler. You should put
‘used toll Shield posses, pieces from the (Flesh Ink is best on sandstone) more filler in the gap than you
Niom | Mordheim boxed set and parts and a Fine Detail brush. Apply require, as this can be carved
)‘r shests of miniatures are great for this the ink in a downward dribble away later to match the
ts. (the plastic Saurus Warrior pattern. surrounding stonework.
4 heads look good as drainage
spouts).

Convincing tiles and cobblestones can be done
by cutting out tiles from a medium thickness
cardboard and then gluing them to the desired surface.
As cardboard is a bit smooth, you may need to "stress"

the area. After the tiles have dried in position, get a
suitably rough stone (about the size of a tennis ball)
and roll it (carefully) a few times over your tiled "floor”,
this will leave thousands of imperfections over the
surface of your floor. When you paint the surface and
the drybrush the area these will stand out, creating a
terrific effect.

Example: These arrow slits were
drilled, cut and finally filed out
using the method from the facing
page.
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DETAILING BALSA WOOD

The most effective way of painting balsa wood is to first seal the
wood. Using a solution of equal parts water and PVA glue, "paint”
the area and leave to dry. When the piece is totally dry, you will find
that the wood won't soak up as much precious paint, as balsa has a
nasty habit of doing.
One of the more appealing ways of painting balsa is by first
undercoating it black. Then after having chosen a suitable brown,
mix up four consecutively lighter shades of this colour and drybrush
them on from the darkest to the final lightest shade. With painting
[ any type of area "wood" on a model, the more stages of colour you
apply the more realistic the final appearance.

An easy way to create the
impression of planked
wooden decking without
having to cut individual
planks is by “scribing”.
Using the back of a
scalpel and a ruler mark
out the joins in the deck
on a single wide piece of
balsa. For a convincing
effect, you must make the
scribed impressions a
consistent distance from
one another (as shown
here). Another helpful tip
to remember is to make

the lines run along the You can create the effect the impression
grain of the piece of balsa of nails in balsa by simply pushing in a
wood. Apply gaps with small hole with a drawing pin. When
small incisions from your painted (don't fiood the area with paint or
scalpel, on alternating you'll fill the holet), the mark will remain.
strips for realism and a Apply a light drybrush in the area and the
sense of scale. nail hole will look great.

INTERIOR DETAILING

As this diorama featured a cross section, interior details were required.
The tower was chosen to do this. The first step to be taken was to line
the interior of the tower walls with additional tower wall sections, with the
parapet removed (using the cutting method shown earlier in this article).
These were then painted to match the rest of the stonework.

The floors were then made from balsa, painted and then set into place.

Furniture was then made from balsa. Because of the small size of these
pieces, the balsa was glued
together with super glue
rather than PVA, as is
normally the case. Doors
were then painted and put
into place.

The miniatures were the
last things to be added after
they were painted.
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THE MOAT

The moat was first built as a trough running through the
diorama. The sides were then lined with a pre-painted
stonework fagade. Polyfiller was then used to cover the bottom of

the moat. After this had set the surface was then sandflocked.

After the sandflock had dried, the moat bottom was painted a dark
turquoise with the moat walls being painted in lighter shades of the
original dark turquoise colour up to the waterline. It was done this
was to create a forced impression of
depth.

The ends of the moat were exposed
because the diorama is a cross
section. Temporary walls were made
with cling film directly over the
opening, backed by plasticard for

»regsion atch for more Hobby Project Sheets in upcoming issues

;;q ina f White Dwarf and be sure to check out the website at:
en Ny . .

ipaint o4 _{m?\_f,games workshop.co.uk/hobbyprojects

remain.

1 and the

support.

The resin used was a high gloss two-part resin, obtained

from most craft stores that also stock Découpagé supplies. It
was applied in three layers, with each tinted with turquoise ink, the
first layer being darkest, progressing to the final layer which was
the lightest. As with step 1, this was done to force a sense of
depth to the moat. Finally, after the resin was cured, small patches
of PVA were applied and sprinkled with green flock to simulate
duckweed floating on the surface.

The Charge of the
Reiksguard in all
of it'’s glory




Warhammer isn't the only
wabletop wargame that
Games Workshop
produces. There is also
Warhammer 40,000. This
is a science fiction
wargame with guns, tanks,
aliens and squads of
armoured troops fighting
for survival in the 41st
Millennium.

WARHAMMER

AD000

IN THE GRIM DARKNESS
OF THE FAR FUTURE...

AN INTRODUCTION TO THE UNIVERSE OF WARHAMMER 40,000

SO WHAT IS tactics — all within the rules framework

WARHAMMER 40,0007 of a gaming system. But there’s
In the most basic terms actually a whole lot more to it than

Warhammer 40,000 is a science that!
fiction wargame. It places you in Warhammer 40,000 (often referred to
overall command of your own by gamers as ‘40K’) is set, as the
powerful fighting force of miniature  name suggests, in the 41st
soldiers, which you must Millennium. At this time the fragile
manoeuvre around the battlefield,  imperium of Man stands on the final
guns blazing in the heat of battle,  bloody crossroads between extinction
whilst trying to outwit your and survival. It is a dark future —
opponent with superior forget the promise of peace and
understanding. Technology is in decay
and the universe on the brink of self
destruction.

<« The Warhammer 40,000 rulebook —
288 pages of rules, background, army
lists and mayhem.

3 (et £ r. pie LREes {u gply Wt
darkocss ol the far fupuie the ;
1o the gim

42 Space Marines of the lﬂ'mmrincs Ch.\ptcr cngage Chaos I.'.(.il.()rhc

Q 4
g

Berzerkers deep inside




T CODEY S

SPACE MARINES

CODEY T 2

BLOOD ANGELS

COUNEN .
& DARK ANGFIL S
| 3 y ,9‘
ReX s .\. £
10,900 ) \
1
< O
ed to .
e ou can co and sguads o pe O e glory o < g
0 e se eo e ao aste A along ‘_-_"“!
o o 3 ead alie etails o e lab e
. peror o d, O a 0 " —
e 3 arrio e de on o organisatio 0 e gala T .
0 o aveme 0 a i e pa * pe are contained
e at yo eed are contained one weig ome
one eboo e
ase you are 2 ere to
deca o expla ow to go abo a Q o ) action o .
of se armies and playing battles and y
boo devoted to colle g
paig e Warha € '
3 es, building scene Oor yo . T
40,000 erse 0 O 00Sse ; oA _ad . 1N
battlefields and pa g Vo e . Mg
our forces and then build your o ade AtUre . ,{/;} 2 Wl ,[ _
f alien battlefields to fight ove g ta S g LR
- eve g that yo eed to kno _ .
I
__._z-_:: e boo also of background berore ana are arting o 8 e ™
E-f giving you a g 0 age o D€ Tounda ae the Wwarnha € AN B A ) :
1 z o - a 40,000 boo £ DAPVF .
arfare and blood d d b )
- e dark go background of the 3 e -LDAR 4 s _‘
4 g and the hostile DD D — B
alie e the sop ated Eldar o
g ge, b at O at are a e an essential reference fo
d = pe O dn a ou to pla our games o
Cli & ed othe ere are arha er 40,000 g g
ea om O de e pe and background do no op
00, a e te g, ever-evo g e main boo e have and be
z e anids devour a 0 a ele g Codexe
elr pa AlSO detalled are the ebooks and suppleme
Orces o = pe O = adding more detail to the
O e eglo O e peria arha er 40.000 erse
ard to the pero e e
i gene . n . z ode a dep 00 0
3 g d D g
pace Marine a pa ar race or a
& details o 0 and pa
. | © Impe ot o eatened eme also de be 2
. 0 € ene out but also b differe eapo and troop type
il e ene 8 dio at a es, special rules, a
l 2 0 a0 eve ere pdated a and pa
‘}‘ oNe half of the forces of the Space ore background, g g you a
s
;e £ ave bee orrupted and e q o0 the erse O
0 ~ 2 ara a o ace
3 '..':').\-,' A 010 . JOC -
K als0 ao ee . elp Ould e aracter o O
" g eCret o ons o e peria a Q gitad Q Q
- Orids, plotting the do all o e e and loo

A The huge range of Codex supplements available
for the WarRammer 40,000 game, éontaining loads
of extra rules, background and expanded army lists!




D
RIO » D
0 2 agine ere are
psolute oads o ade
e allable to accompa
e Codexe d 2 eboo
e oop type epresenied b
2 pted ode O e
Q pace 2 es to e i0
0 ere a a e to place
O pattierield
d we do op e troop
O an ge eroes 10 lead yo
es: g aceda peria ard
ap g erio da
ee or eve e NO
eater Daemo O ao
O VO an get yo ands o 8
D g a es O e 4
2 e {0 of pla

e awesome, hard-to
pace a e Land Raide O
ate b O an also field exo
alie 2 e e the fast D
da aider or dead alcon ¢
g O 0 eafano g
de co 0 e O &
e buggies, bikes and

< edd O PDEC and el
O ave DOINJ anda powe
a O a Ole Qd (]

e e O g d esS d
eve ace Jaie O
ana ao a C

A hundred thousand worlds, ten
hundred thousand wars. There 1s no
respite, there is nowhere to hide.

Across the galaxy there is only war.

ginab A
0O e to explore
ave ode
wa ga e
0 A

developme
extira O ore
e gala
eve or you to
e e C Ci
ateve ppe
ed 0
d the
de 0

alNd e
C ade
O O O Keep




nci«’P’

_sinble fo

ol (7]

res showjjust a few of the hundreds of Citadel Miniatures

Wamammﬁ 40,000.
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: lda; Gmrns are given covering fire by
Dark Reaper Aspect Warriors.
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An ancient Chaos Land Raider leads the Night Lords into battlc.




Supported by a Chaos Land Raider. Khorne Berzerkers massacre the Noise Marines.
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If your life is
anything like mine
there will be times
where you will have
dozens of offers to
play games and no
time to play them.
Then there’s the flip
side. When I do have
time to play there are
never any opponents
around. For those of
you who fit into that
basket (and just
about every other
gamer does) have no
fear. Rogue Trader
Tournaments are
here!
JUSTIN "BOOSTER™ KEYES Rogue Trader
Tournaments are
Games Workshop sanctioned events that will be run
| all over Australia, New Zealand, South East Asia and
beyond. This system is already running in North
America and will be starting up soon in the UK.
These events will encompass a full day (or two, or
three) of playing against opponents from your city
and surrounding areas, and people may even attend
from other states or countries.

WHAT DO | NEED TO PLAY?

All you need is a fully painted army of Citadel
miniatures for Warhammer, Warhammer 40,000 or
‘Warmaster.

Rules and restrictions will vary from tournament to
tournament but you can be assured that the basics
will always be the same. To make sure everybody is
on the same page we’ve created the Gamer’s Bill of

Rights.
WHAT IS THE GAMER’S BILL OF RIGHTS?

The Gamer’s Bill of Rights was put together with
the player in mind. The idea behind this was to set
a standard for Tournaments across the world. This
way, no matter where you go, you can expect the
same basic level of game play and always have a
great time against opponents with the same
philosophy.

It also gives those people that decide to run these
tournaments a set of guidelines that they must try
and acheive. We want Rogue Trader Tournaments to
be the best out there.

HOW OFTEN CAN | PLAY?

You can play as often as you like, entering as many
Rogue Trader tournaments as you want. The only
thing limiting you is how far you are willing to

We’re changing the way
Games Workshop supports
tournament gaming in
the Asia Pacific region.

GAMER'S BILL OF RIGHTS

In a Games Workshop sanctioned Rogue Trader
Tournament every player has the right to:

1. Have lots of fun and meet new people. Rogue Trader
Tournaments are for fun and their main purpose is to
allow everyone to have even more fun by playing lots of
games. Playing is its own reward and no cheating, or
unsportsmanlike behavior should be tolerated. i

2. Play at least three games. Players have worked hard
on their army and may have travelled miles to arrive at the
{ocation for the tournament - playing only a2 game or two
would be a great disappointment!

3. Battle against other painted armies. Players spend

., lots of time painting and converting their models to make
" the army look good. Part of the fun of going fo

tournaments is checking out other player’s armies, picking
up painting and converting tips, and, of course, showing
off your army People fielding a whole army of unpainted
models are not only missing out on a large part of the
Hobby, but are taking some of the fun out of it for other
players!

4. Have the tournament disputes or (uestions settled
by polite, impartial Judges / Referees. Impartiality is 4
must and should be expected at every tournament. Judges
and Referees are required to have a reasonable working
knowledge of the game systems. These Judges and
Referees are on hand to make correct rules calls to the
best of their ability without skewing or bending the rules
to favor friends or local favorites. However, right or wrong,
the Judge's calls are final and should be respected. Since
players are there to play for fun, they should not feel as if

. the whole weekend is ruined because of one bad rule call

or decision.

5. Have the event organized and run in a timely
manner. Regardless of how far anyone has travelled o a
tournament, everyone appreciates that games are started
and played in a timely manner. Players should be able to
get a schedule from the tournament organizer so they can
plan their trip out to the tournament location and home.

6. Play in a reasonably comfortable environment,
Players should expect the tournament to take place in an
area with plenty of room to move around, play the game, 2
spot to store their miniature cases. Players shouldn’t be
forced to play outside if the weather is inclement, stuck in
a cramped supply room, or have to jockey for position at
their table because other people may be at the store
shopping or attending the event as onlookers.

. ‘-"1‘




travel. In the end the more you play the better you'll get
and the more recognition you will receive! Simple, isn’t it?

WHERE TO FIND ROGUE TRADER TOURNAMENTS.

The official list of Rogue Trader Tournaments will be found
right here in White Dwarf and on the Games Workshop
website. Beware of imitations, if it is not in White Dwarf or
on the Internet, it doesn’t have the Games Workshop seal
of approval (and won’t count towards your points in the
Hall of Heroes). '

WHEN CAN | START?

The first Rogue Trader Tournaments will be run in January
of 2001. Currently the CANCON Warhammer and 40K
Tournaments will be run as Rogue Trader Tournaments.
After that, Rogue Trader Tournaments will be hosted by
stores and clubs all over the land.

WHERE CAN | FIND MORE INFORMATION?

Those stores and clubs who decide to run these events
will all have Rogue Trader Tournament Player Handbooks
with all the information you’ll need. In addition you can
check our website which resides at
www.games-workshop.com.au

CAN | RUN A ROGUE TRADER TOURNAMENT?

These tournaments are open to all'stores, games clubs,
and convention organizers. If you think you have the
resources, manpower and desire to host dozens of gamers,
then you may have what it takes. For more information call
the Mail Order Trollz on (02) 9829 6111 or email them:
Trollz@games-workshop.com.au. They will be able to
send you out a Rogue Trader Tournament promotional
information pack that contains all the details. This gives
you a chance to decide whether you want to run a Rogue
Trader Tournament or whether you want to improve your
ranking in the Hall of Heroes (ie. play in a tournament).

WHAT ARE YOU WAITING FOR?

You've never had a better reason than this to finish that
army, or start that new one you’ve always dreamed about.
Start painting now so you’ll be ready for the first Rogue
Trader Tournament in your area.
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The following events will be run as Rogue Trader ITnumament"s:

| ARCANACON 2001 40K Tournament

(Australia Day long weekend, Melbourne)

CANCON 2001 Warhammer Tournament ~

(Australia Day long weekend, Exhibition Park in Canberra)

CANCON 2001 40K Tournament

Filﬂ'::dnxilné# i (Australia Day long weekend, Exhibition Park in Canberra)

Brelt Grimmong =
: and Bob Hook f; b
control of a Hive Wmﬁ« it

——

- J
e We are also proud to announce the first GAMES WORKSHOP AUSTRALIA GRAND TOURNAMENTS,
"' scheduled for early 2001. We will run events in Brisbane, Sydney and Melhoum

{st GW GRAND TOURNAMENT Brlsbane

| (Mid-February, Brishane - date and venue TBA)

I1st GW GRAND TOURNAMENT Sydney

(Early March, Sydney - date and venue TBA)

Ist GW GRAND TOURNAMENT Melbourne

(Late March, Melbourne - date and venue TBn) Eaul

v e

x

' gamers at each event (50 Warhammer and 50 Warhammer 40,080). The five games promise to be
some of the most challenging you've played, as gamers from afl over Australia flock to the events.

Tickets will be only available via the Mail Order phones (02) 9829 6111, that means Credit
Card orders only. Tickets will be aus$50 and be sold on a first come flrst served basis.

Tickets will be on sale from 9am Monday December 4th.
More details will be supplied soon on our website.

S WWW.games-workshop.com.au

/

| Each Tournament will take place over a weekend at the time indicated. We have p!aces fori00 - ~—




UK 40K GRAND TOURNAMENT 2000 .

Earlier this year these cool
armies hattled it out at the
UK 40K Grand Tournament.

Andy came 3 very good
16th out of 95 despite this.
being his first ever Games
Workshop Tournament. He
‘says he will definitely be

- back next year.when he
hopes to bring along a
Craftworld Eldar army of

_ his own design.

Andy: The part | enjoy most about the hobby is modelling.
‘As a result, what better army to choose than Chaos Space
Marines with virtually limitiess opportunities to do just that.
| estimate that at least two thirds or more of my army has
some form of conversion.

The centrepiece of the army is probably my Dreadnought.
This is my second attempt, the first is even bigger; | just

WARH AMMER'

ADDDD

INSIDIOUS THREAT:

Andy McBirnie's Alpha Legion Chaos Space Marines

seem to get carried away when it comes to scale! Despit
its size, in five games he didn’t kill a single model!

I chose Alphategionbecause T liked the scale pattern ang
Hydra head symbols from John Blanche’s concep
sketches in the second edition Codex. 1 painted a scas
pattern on all the models’ shoulder pads and vehicles,
which unifies the army and gives it a bit more detail.

As this was my first tournament | was very pleased with my
performance. The two defeats | suffered were both 1
Eldar. My forces where caught on open battlefields with ng
cover whatsoever and simply got cut to pieces before they
could close in on the puny pointy-eared ones. My Chags
Lord did, however, make 11 saving throws when shot at by
a squadron of War Walkers armed with scatter lasers (3
truly triumphant moment!) before succumbing to a
starcannon (Hmmm... fickle powers of Chaos, etc). My
three victories consisted of the annihilation of a Dark
Angels army, beating a Khornate Berzerker army in a
close fought game and a narrow win over a Nurgle army -
with 20, yes 20 bases of Nurglings. [
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arvy Nave: Alpha Legion Strike Force

lmﬂlﬂ%
Mark of Nurgle, chacs armotr, power
weapon, bol pistol, spiky bite.

Bolt pistol, plague knife, blight grenades,
mefiagun.

Mark of Nurgle, Stream of Corruption,
Soroerer’s sorol, bolt pistol, elose combat weapon,

Bt pistol, soss combat weapon, | pasma
Miark of Khorne, powsr weapon, balf pistol

ol pistl, clote combat weapon, meltagn.
Mark of Khorne, power weapon, balt pistol.
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Bol pletol, close combat weapon, | plasma g, | 247
Mtkufﬂmm,mwmpm,boltpiml.

-
=3
"
» —
! =
- =
%
\
s 13 b3 37
- = e s P
=« % 1
e > =3
Vg 7 '_f i —
e \l
® %
Iy’
I S 4




Oliver Bevan’s Ork force

Oliver has become well known

" at our tournaments through
his exploits with his'Crimson
Fists Space Marines. Inspired

- by the story of the Ork

" invasion of the Crimson Fists'

home world, this year Oliver

. has switched sides and
entered the tournament with
an Ork force.

Oliver: After my last visit to the Studio 12 months ago, |
was really impressed by the new Ork models, but | had
quite a long wait before the models were released. Then |
read the Rynn’s World Incident article in WD235. This

ame 0 Qiiver took another a of O 0

featured my other favourite army, thg
Crimson Fists. My mind was made up_|
would complete the set, and have bot,
armies in the battle for Rynn’s World.

In the tournament | played six games of
which | won four, lost one and drew ong,
1 was aiso a Round Winner in the ‘Racg
to the Death’. | enjoyed the Opep
Tournament a great deal as [ found it hag
a good degree of uncertainty in the type
of game played, with some excellent
battles. It was also a great chance tg
meet new people and get lots of ideas for
future models from the many fantastic
armies brought to the tournament by
other gamers.




- WARMAMMER anmy nave Waaagh Tuffgit
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Warboss Tuffgit 41314

g shoota, s, chogoa, ke andfrag | 78 |
stidbonk, _ _
Suggs, shopp, frag fkkbombz

Iren gob.

Shugaa, thoppa, frag stikkbombz,

fighoms :

* | Suggn, thoppo, | kit o,
2 big shogtat,
Bosspole, power elaw,
Stuga, hopn, 4 s
Kustom foree feld.

Sugoa, tssoombat voapn, frig
sfikkbombz, tankinssta bombz,
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Nick's full tournament army. (Note: Nick used his Space Wolves army before
- Codex Space Wolves was released, so used the fist printed in White DWa_ffﬁ"); 2

having also
participated in
the last two

‘Nick is:a veteran of
our tournaments '

Warhammer Grand

Pageants. Last

year he entered

Ry with his Vampire
Counts army which appaared back
in W0244

Nick Roberts’ Space Wolves Space Marines

Nick: I've been collecting Space Wolves for at IeasrI

eight years. | originally chose to collect them becaust

I loved the figures. The idea of feral Space Marinet

covered in wolf pelts and totems really appealed ti! <
me. The fact that they are great on the tabletop is & ",
bonus. Over the years | have done many conversions = I8
My favourite has to be my Wolf Lord, based of
Ragnar Blackmane, which | did for this tournamert
army. By cutting off his legs and arms, ani
substituting them for the new Space Wolves plastics 4
| have created a new pose. Most of my army has hat
some kind of conversion on it even if it’s just the odi® 8
pelt here or there. I've done this to make my armj
unique, and also because | love converting! | =2

Nick has used bits from various sources 1o
make his Grey Hunters look really fierce.

WOLVES OF FENRIS

UK 40K GRAND TOURNAMENT 2000
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WARHAMMER army Navi: Valdemere’s Wolves

Notes Points
1es Bol pistol, tron halo, frag grenades, frostblade.
for at leas|
am because Crozus arcanm, rosares, ke

Marineg g
Zppoaledil 0alalalt]a] 1] 8]s|oohpso, cosconbat veapon, ng gomaies]
abletop isd 2 power weapons. | power e, 2 placma pitl,
:onversions ) !

, based o 4144141 & 1] 8|3 Boltpistol close combat weapen, i
tournameni K _ 2 power weapons, 1 plasma piciol
arms, and L e e ;
res plastics, : | & N : A : T Blood Claw Bikers 4144 461 | 4] 1813 Twin-lnked bolters, bult pistol, | power weapon) 265
'my has hat : A 1 power fist
just the odd
e my army 4141414 4 7 | 4+ | Bolt piste, close combat weapan, frag grenades.
g! 41414 040114184 Pamage, fraggrenadee '
WoltGuard Wolverie | 4| 4 1 4 41114298 |20ghningclaws, frag grenades.
Nick used the Ragnar ala a4l 0] 4] 0] 7] oo 2ot ook, |
~ Blackmane model to 1A 414101V 41|86 |4 |Balte
~ convert Wolf Lord .
4 __Va/-d*?mef.e-__ Blood Claws AttackBke | 4 | 4 | 4 [4(5)] 1 | 4| 2| &1 2| Twin-iked boffers, heavy bokier 0
4 4 Twin-linked botters, muti-melfa,
BS | Type & Notes i
10 | 4 | Storm bolter, searchiight, dozer blade. 5%
10 | 4 | Preadnought close combat weapon, storm boher, twin-lnked fastammon.| 135
4 | Demolisher sannon, storm bolter. 120

TOTAL: 1,500 points
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CLOSE
COMBAT

"Once shooting bas been
resolved it is time to
deal with the brutal

cut and thrust of close
combat, band-to-hand
fighting or melee,
as it is sometimes called."

Warbammer Rule Book VI.

You can find out a whole lot about
close combat or any other of the
other stuff that you want to find out
about the Games Workshop hobby
from a Games Workshop store.

Simply drop into your nearest GW
Store and have a chat with one of
the friendly staff. They all know
heaps about our games as well as
painting and modelling.

Throughout November there will
also be loads of fun games being
played including the latest release
Warhammer Fantasy Battle,
Warhammer 40,000, Mordheim,
Warmaster and Battle Fleet Gothic.

So, if you'd like to join in a battle,
check out the latest releases or see
what's coming up, visit a Games
Workshop store near you.

See Yow therel

sciod

l"l
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" ABSOLUTE MADNESS!

In November &W CANBERRA will be running lots of crazy,
fun, different, exciting, quick and easy games.

0 Games like our new Mordheim Ghostbusters and the first ever
Snotling Pump Wagon Grand Prix to name a few. So come in to
W CANBERRA, ask us what's on offer, and join in the fun!

ORC RAIDERS

Orc Raiding parties have been scouring the country side in
search of supplies. Raiding parties hunting down people and
destroying villages at will. Will the Orcs make off with enough

Supplies or will the Empire forces turn them away empty
handed?

Come in on Saturday 25 November from 11.00am.

Y N

GAMES OF THE
FIVE RINGS

Just because the Olympics were in
Sydney, does not mean that us New
Zealanders have to miss out.

So GW Amckland brings you the:

WARHAMMER OLYMPICS.

Our games will run every Saturday
throughout November. We'll choose
three different insane games each day.

There will be Troli Wrestling, Grot Puit,
Melbork Cup, The Running of the
Squigs and of course Jousting (just to
keep those damn bretonnians happy)
just to mention a few of the weird and
wacky Games that will be run.

Winners take gold, second place means
you're the first loser!
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HITTING
THE ENEMY

‘Weze ghotz and weze 2neeky,
weze ghotz and weze goONng
beat yq Up, cOz dehez mohe of
w2 than 700!’

The Grots have taken over for a month
of wacky goblin and gretchin based
scenarios. Can the grot mob save their
Zzap gunz from the spoilsport scout
bikers? Will the goblin shaman be a
match for the Empire battle wizard?

But, the biggest question of all, can
Marienburg hold out against the
massive grot invasion sweeping north
from the Green, err, Grey Mountains?
If this sounds fun then don't wait...
come on in to

GW MARION any Saturday afternoon
in November - don't miss out!
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A CALL TO ARMS YRCALIRER

Throughout November at 6W PARRAMATTA we
will be running four linked Warhammer Scenarios.

Our Battle plan for November is: 2 “, : 5 i 0 ‘f'. h .. :
DEATH ON THE PLAINS - Saturday 4 cam to oust all other races fro
THE PATH TO THE DARR LANDS - Saturday 11 asted wasteland known as the Darl d
THE DARK LORD CALLING - Saturday 18 IR L LI
BLOOD BATH AT THE DARK LANDS - Saturday 25 i L1 T

All games will runfrom 11.30am until 3.00pm.

1f you can bring in a unit of painted troops that - " . Y 3 - O .
would be great... if you can't then don't panic, we L | ’

» O [ 5, [} 30O
can put you in command of a regiment. g TRE N AP
If you want to know more then give us a call on .‘ 3 . I g
(02) 9689 1638. . T e e of.G g
O Q 0 he Peop D
( B or Big O Or 8

. i . . [ . ' 4
ord 0 do ad P O g d 1 fro
0 PIro 1 0 d 0 D O d 0 »
O d Gob patio O good fig on ong, b g VO
P d O 0 d jo o
¥ R 2f 2, DA 77
0 1 £10 (1 tO €O 0 ! 4 J 4 v 2
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MY ARMY'S BETTER
THAN YOURS!

PAINTING COMPETITION

There are so many exciting new models for Fantasy battle
that GW CASTLE HILL decided to run a painting
competition with a theme this November.

So there will be just two categories:

WARHAMMER REGIMENT & WARHAMMER ARMY and three
divisions:

Junior (under 16 years), Senior & Staff

15 hostage, subjecting her to all The competition will run through November and judging
-;mariner of torments. Fear not! To her will take place on Saturday 30 December. You'll need to
N escue comes 3 hero! bring entries in on the day to join the competition. For full
details on the competition drop by the store and speak to
one of the staff.

STRIKES
BACK

CASTLE KLEIN, long home of the
‘Noble Klein Family has been
_destroyed An alliance of greenskins,
\|ead by Uglub Stormfart (of White
pwarf fame) has torn down its mighty
‘walls and now holds court amidst the
plackened ruins.

‘:Hc holds the lovely lady Kamilla Klein

An Empire army is on the march to

| free the fair damsel and rid the Old

World of Uglub Sotrmfart once and for
4ll! Retake Castle Klein, The Empire
‘Strikes Back!

GW Bl UBANE (of THREE NIL fame)
presents the latest chapter of the
Stormfart Saga.

Come along on Saturday mornings to
the store and join in this fantastic
battle for beginner and veteran alike!

DEFENDED OBSTACLE

50 between 12.00pm and 3.00pm you can
come along and join in our games:

10 the last Saturday 11

The Altdorfers huddied around their

- campfires, cold and afraid; on the horizon

they could see the sithouettes of many, many
Ores and hear the feral cries of the
greenskins. They knew that, come dawn, the
green horde would fall upon them...

The Siege of Fabricam XVII Saturday 18

Mars. They'd always told me it was a red

. planet. well it is now. The blood of a million

men has stained the brownish rock a bright
crimson colour. The heretics have seized the
adeptus mechanicus’ Titan Construction yard
and it's now my job to lead me men in
ferreting eem out. The Emperor preserve us.
The Confederacy of Sigmar - Saturday 25

The army of Sigmar swept down upon the
Orcs like an avenging angel carrying righteous
retribution in his stern right hand. And now,
in the cold dawn, the remnants of the Orc
drmy muster for the final, inevitable assault. ..

For further details talk to James or Nathan

EXCESS WOUNDS

‘So, Noggin, wat we do t’day, den?’'

‘Same fing we does every day, Squish, wees gonna take
over da wurld!’

Meet Noggin and Squish, an unlikely duo ones a
goblin, da uvas a snotling. Join the ultimate under
dogs in their never-ending quest to take ova da wurld!

Chapter 1, Part 1: Squig, Squig, Squig!

Noggin has formulated yet another hair brained
scheme to destroy his enemies, but for this cunnin’
plan he needs Squigs!

Get ready to go Squig buntin’ but be prepared for

trouble because with these two chaos cotnes in
cartloads!

Chapter 1, Part 2: Squig, Squig, Squig!

Having captured his squigs, Noggin heads to Parravon
with the faithful Squish in tow: As the cunnin’ plan
comes to fruition, will Noggin become ‘Lord Hi
Commanda of Everyfink’ or will Squish trip over his
club again and destroy all of Noggin's schemes?
Squigs going awry and fleeing for your lives is
expected. Running around in circles a must.

So come along to GW PERTH on Saturday 18
November and join the games when they start at
12.30pm.
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GOBLIN P\ACING CARNIVAL

VICTORIA IN NOVEMBER IS A TIME FOR RACING!

And that's what you'll find when you visit one of the Victorian Games Workshop Stores this month

Throughout November the three Victorian stores - GW GREENSBOROUGH, GW MELBOURNE & GW
RINGWOOD - will be running loads of exciting games and activities at their Friday Games Nights and over
the weekends.

So if it's a break from study for exams, a chance to check out the latest Fantasy Battle releases or the fun of
playing a game drop into your nearest GW store this November.

Here's just some of the events you might like to join. in:
THE GOBLIN CUP Tuesday 7 November

The first Tuesday in November and battles across the Old World stop.Weapons are downed and Hordes of
Goblins fall back to the forests. Hidden from prying eyes they join in strange rituals. Oh, and they go
racing ... sqiugs, wolves, chariots... if it moves then the gobbo's will race it.

GET YA MOTA RUN'N Saturday 11 & Sunday 12 November

'Find out what hits the table as races move to the 41st millenium and skimmers, bikes, tanks and trucks get
motoring.

MY KINGDOM OR A HORSE Saturday 18 & Sunday 19 November

Racing returns to the Olde World but there's a twist. Bring along a mounted warrior from Warhammer
Fantasy Range and race. Only one will survive and he may have to give up that horse, for more than a
kingdom...this is a race for your life!

TWO TRUKKS TO TANGO Saturday 25 & Sunday 26 November

More than a race! More than a fight! With guns a blazing and fenders thump'n da ladz race across what's
left of Armageddon. The battles are over but when you get two or more trukks then it's time to tango!

These events will be running at GW GREENSBOROUGH, GW MELBOURNE & GW RINGWOOD

Times and 'house' rules will vary between the stores so check with staff for the full details.
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SNOTLINGS ARE

A GOBLINS
BEST FNIEND

Once a year the Greenfingers and Browngobs
(Goblin tribes gather for their most ancient ritual.
]Thc snot Hunt! Which ever goblin can catch the
‘most Snotlings becomes the Da Mostest of
spoters. He is held in awe (and envy) by every
;&her goblin.
here are only two small problems. One is that
‘he Stormfart Clan have always had a particular
Laste for Goblin-Snotling Kebbabs. And the Festival
of Snot is a perfect time to indulge both...
‘he other is the massing Empire Army determined
for revenge, lead by the notorious Squig'ed Ummi
" _ Also known as Heinrich of Kolb!
Come along 1o &W CHERMSIDE to join the
" Hunt on Thursday 16 November.A new
Warharmmer Fantasy battle that gets as wild and
green as it can. Don’t miss out on catching
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Oarf Bars
Cunning Plans

The dark wars have begun, just as they were
prophesised more than a millennium ago.
Dark Fader, the Lord from Skith, is working on his
cunning plans. Its up to your warband to put a
stop to them.
What is his evil scheme? No one knows... but I
guess well find out over the coming months.
The first game will be an all in brawl! So bring in
your psycho-death warband and kick some butt.
The campaign starts at GW ADELAIDE on Games
Night on Friday 3 November.

"Help me Oldie Van Oldie...

your our only bope."

yourself a snot or two!

01/ DATS My
 TREASIRE!

Empire treasure hunters have been
| searching for lost treasures in the
| subterranean tunnels beneath the
| peiks surrounding the empire.

~ Luthor von Strop is leaving the
[‘ tunnels after claiming 2 hoard of
| [reasure when a guttural voice
bellows "Ot Dats my treasure”

Come along and play on

LW WO LONGONE'S new
subterranean gaming table from

dl 11.00am to 4.00pm Saturday 11
November.,

BRING ME THE HEAD
OF WARLORD GARZOG

. 'he Hoard of Warlord Garzog has
been plaguing the lands around the
borde: Princes to such an extent
that the Local lord has offered a
Vast reward for the severed head of
Garzog. Many different mercenary
Eroups have gone after the head -
Will you be one of them.

Come in on between 11.00am and
4.00pm Saturday

18 November and see if you can be
the one to capture Warlord Garzog's

head in the Warhammer Skirmish
" Game.

THE MAIN EVENT

Every Thursday at 4.00pm &W M GEAVATT have a games
night that is always a chaotic bring and battle. At 6.00pm we play
the Main Event -'a special game with a story. This often leads to
an epic series of games using store created heroes and villains of
the Warhammer universe such as Jurgen Gilliad the tyrant of
Mordheim and Alric Darkmaw of the Space Wolves.

For 2 full list of the Main Events at
GW MT GRAVATT for August come in and grab a copy of our
Newsletter or give us a call on (07) 3343 1864.

THE FOREST MARCHES ON DUNINSANE

After years of constant abuse (ie:being cut down), the treemen of
the Reikland Forest have risen

up against their aggressors. Now the humans

are being harvested so the treemen can use

them for fertiliser. Will the humans cut more than enough wood
for winter or will they become past of the treemen's garden? Any
Warhammer forces are welcome.
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Da Fort was our major display at Games Day 2000 in Sydney.
If you missed out on seceing it dont despair..
because now Da Fort is going on da road!

Coming to 2 Games Workshop store near you,
games will be run over this awesome battlefield.

Check out White Dwarf 252 for more details.
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REFERENCE SHEET
MOVEMENT

)_ Declare charges

L fndicatc which units ate charging and nominate the enemy unit which they are
I 0 Take Panic tests for any units that are in close combat that will
%d 1n the flank or rear. Opponent chooses one of the following charge

! w .mdl Shout — You may stand and shoot if the chargers come from more

hlf thett charge move away. Work out casualties immediately

_ The untt stands and takes the charge

et - The unit tarns tail and runs. Models are moved immediately 2D6" away
w the enemy if their Movement is 6" or less or 3D6" if their Movement is

mre than 6

2 Rlly flecing troops

L5 s tht fled in a previous turn can be rallied by passing a Leadership test.
% unit must have at least 25% of its original number of models surviving to rally
ullied 1roops may ot move or shoot this turn but may adopt any formation
ficing the enenty Rallied characters may cast spells as normal Units with
Musicians will gain a +1 Ld bonus i any attempt to rally (max. Ld=10)

L 4 Compulsory moves

| Lniss subject to compulsory movement must be moved now!

| 4 Move charges
0 Churgens tnake 2 double move towards the target unit and must bring as many
| wdels into combat as possible. Chargers may not tutn or change formation,
bt can wheel once to bring more models into contact with the enemy
Howeser, the untt need not do so if this means that it would not reach its target
& Unce 4 unit reaches the enemy it halts and is aligned with its opponent to form
ut battle line. ¥f a charging unit's target has fled but is sull within charge
it 1§ desttoyed. If the target unit flees out of reach or the charge move 15
(o shion, the chargy has failled. Move the charging unit its normal Movement

Mnless another unit 1s also within range. in which case the charge may be
ed against this new target. A charge may only be redirected once. Units
i fail to complese a charge may not shoot, although a Wizard i free to cast

35 normal

S Rcmaining moves

ANy fumiining wnsts may now move. Units may move in a straight line or may
Hioeuve There are four types of manoeuvre:

S cin povot around one comer Measure the distance travelled by the
jitside model. A unit may wheel several times in a turn as long as it has enough
PEwement: A unit may wheel once in a charge to bring models into combat.

It that is not charging or marching may tum 90° or 180° by surrendering a
Siertes of its move. Note that each individual model tums tn place; the unit as
"While does not move. Leadess, Standard Bearers and Musicians are then
mieed 10t unit's new front rank

ge formation
UBIE may lncrease of decrease the number of ranks it is deployed in by one at

.nf'hﬂlfttsmovc. It may increase or decrease its ranks by two if it does not
at

18101 {21 close combat, 2 unit may reform into 2s many ranks as it wishes
in any Jirection it wishes. If 2 unit reforms it cannot move at all and
1 o shoot in the Shooting phase, but Wizards are free to cast spells as
Marching
l :lm vin narch if there are no unhroken enemy models within 8" at the start
’ f& Movement phase. It can, however, move to within 8" of enemy units
LIS march. A marching unit moves at twice its Movesent characteristic
SMHhe ooty manoeuvre it may attempt is the wheel, it can neither change
a8 00 not urn. 1 may not move through difficult terrain or cross obstacles
i ﬂ:“ﬂ stop if it reaches such features. A unit which is marching cannot shoot
i 1% Shooting phase, but Wizards are free to cast spells as normal

MAGIC
SHOOTING
CLOSE COMBAT

TURN SEQUENCE .
1 START OF TURN 4
2 MOVEMENT 5

PSYCHOLOGY

Except for batred and frenzy, where no test is necessary, tests

Jor psvchology are taken against Leadership. Roll 2DG6 — if you
score equal to or less than the troops’ Leadership value you [}
bave passed. i

Panic
A unit which fails a Panic test will flee in the same way as a unit
broken in close combat or a unit which flees when charged. A unit
must take a Panic test in the following circumstances:

1 - Fleeing friendly unit is within 4" at the start of the tmrn.

2 ~ Fraends within 6" break from close combat or are destroyed

3 - The unit is charged in the side or rear whilst engaged tn combat.
4 - Fleeing friends within 4° are destroyed by chargers.

S - The unit suffers 25% casualtes from shooting or magic

6 - A unit is wiped ow by shooting within 4",

Fear

\'l

A unit defeated in close combat by an enemy that it fears is f«

automatically broken without a Break test if it is outnumbered. 1
1 - Test to overcome fear if charged by an enemy that causes fear. Make iﬁj
this test once the enemy declares his charge. If the tester fails to !¢
overcome fear then he must flee if outnumbered by the attackers. If ,i]

not outnumbered, then 2 unit which fails its Fear test may fight on, |1}/

|

Xy

a"n

L

but requires a 6 to hit during the first turn of combat |
2 - Test if you wish to charge a fear-causing enemy. ¥f you fail the test I
then you may not charge and must remain stationary for the turn. |

Terror il
Only one Terror test is ever taken by a unit during the ganie - once =4
1t bas been taken no further Terror tests are required, Troops which | ¢
fail their Terror test will flee tmmediately exactly like troops ‘-5:51
broken in combat or fleeing from a charge. q,,,..|
1 - Test to overcome ferror if charged by or wishing to charge an enemy
that causes terror.
2 - Test if there is a ferror-causing enemy within 6" at the start of your
wrn.

Stupidity

Test at the start of each turn. If troops fail thetr test:

——re

1 - If in close combat, half the czearurss siop fighting,

2 - If not in close coinbat, move the unit directly forward at half normal 1%
speed. )
Frenzy o

Troops affected by fren:y must behave as follows. P
1 - Frenzied toops must charge enemy within charge reach Sl
2 - Frenzied troops fight with +1 extra Attack. <
3 - Frenzied troops always pursue v
4 - Frenzied troops are immune to other psychology. g:
5 « If defeated in combat they are no longer frenzied “
<)

23

Hatred g

Troops fighting in close combat with a bated foe bebave as follows:
1 - Troops may re-roll any misses in the first turn of close combat.
2 - Troops must pursue bated enemies who flee.

Stubborn
Stubborn troops bebave as follows: .
1 - Stubborn troops take all Break tests on ther unmodified Leadesship ;:)'

value. They do not reduce this value regardless of any combat r
results, how many casualties they have suffered or other combat %

— 3
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Resolve each unit’s shooting one at a time, starting with weapons that
require the range to be guessed

Declare target. A model armed with a missile weapon may choose any
enemy unit as a target # it lies within the model’s 90° fire arc and is'in line
of sight Only models in the front rank of the unit may fire their missile
weapons unless the unit 15 positioned on a hill, in which case up to two
ranks may fire

Measure range. Measure the range to the target. If targets are out of range
the shots miss automatically

Rofl to hit. A dice roll of 1 is always 2 miss

Firer’s BS: 1 2 3EEEES5T AT 89
D6 Score: 6 5 4 3 2 1 0 1 2 A

To hit modifiers

+1 Shaoting at large target

-1 Shooting whife moving

-1 Shooting at a charging epemy

-1 Shooting at long range

-1 Shooting at a single character or at skirmishers
-1 Target is behind soft cover:

-2 Target is behind hard cover.

Roll to damage. Exactly as in close combat
Take armour saves. Exactly as in close combat
Remove casualties. Exactly as in close combat.

Take any Panic tests. If a unit takes 25% or more casualties from
shooting it must immediately take a Panic test

[ TO WOUND CHART
TARGET’S TOUGHNESS
I 2 3 4 5 6 7 8 9

z 1 4 5 6 6 - - = = = .

IT] 23 4 5 6 6 - - - - -
é 3 BN - )
Ed2 2 3 4 5 6 6 - - - ||
w52 2 2 3 4 5 6 6 - -~ ||
é 62 2 2 2 3 4 5 6 6 - |'I
3 72 2 2 2 2 3 4 5 6 I
Esz2 2 2 2 2z 2 3 4 5 6 |/ |
L2t
< o pElET AR s s A
T 2 2 2 2 2 2 3 4 |N
[l
Armour Armour save modifiers | )
None No Save Strength of hit  Save modifier I-:'_'I
3 4 -1 [+
Light 64 5 2 i
Heavy 5+ 6 3 b
Shield  +1 7 -4 N
Barding +1 8 5
Mounted +1 190 :f’,
-

CLOSE COMBAT
1. Fight combats

Resolve each combat one at a time. The player whose turn i &5 will
determine the order of the combats.

Order of combat. Charging units strike first. Otherwise, models strike in
order of Intiative

Roll to hit. Check on the To Hit chart to find the score needed on a D6 to
hit. When fighting against cavalry, all blows are struck aguinst the rider
using the rider’s Weapon Skill. A mount uses its own Weapon Skill if 1t has
1ts own Attack.

Defended obstacles. Models behind or in defended obstacles can only be
hit on a roll of 2 6, regardless of relative Weapon Skills. Once attackers win
a round of combat, further combat rounds are fought as normal

Roll to damage. Cross-reference the attacker's Strength versus the
defender’s Toughness value on the To Wound chart to find the score
required on 2 D6 1o cause 2 wound

Take armour saves. Roll a D6 for each wound that s caused Arolt of 115
always a failure

Remove casualties. Remove casualties from rear ranks, Removed models
do not get to attack o they have not already done so

2. Combat results =
Add up the oumber of wounds caused by each side in the combat and add
any modifiers that apply from the following list. The side with the higher
score has won the combat !

Combat resolution honuses

+1 per rank after the first, to a maximom of +3

+1 unit outnumbers the enemy

+1 Standard Bearer in front rank

+1 umit occupies higher ground

+1 Flank attack ¥ both flanks are engaged the modifier will still onlv be +1
42 Rear attack. Combined with a flank ateack, this gives a +3 bonus 1A
+1 Overkill. A challenger who kills his opponent and inflicts more wounds than ihe l
enenyhas adds +1 to the combat result score for cach exoess wound caused (max +5).

3. Losers take Break test

The losing unit in a combat rolls 2D6 and adds the difference between the |1
combat results. ¥f the score is greater than the unit’s Leadesship value the unit k;}J
has broken and will fice once all remaining combats have been resolved :

4. Panic tests
All units within 6" of 2 friendly unit thas has broken or been destroyed ninst
take an immediate Panic test.

5. Flee!
Fleeing troops move directly away fiom the largest enemy unit imnvolved i &
the combat. If the unit normally moves 6" or less it flees 2D6". ¥ it normuly
moves more than 6" it flees 3D6". Fleeing units ignore movement penaltics
for difficult ground and obstacles

6. Pursuit
Victorious units will pursue flecing troops 2D6" if their normal Movemen! (
is 6" or less, 3D6" if their normal Movement is greater than 6" A victorious
unit that stays all of its opponents may also make 2 pursuit move, this IS 15
worked out exactly the same as a normal pursuit move If this score 15 equsl (8
to or greater than the score rolled by the unit it s pussuing, the fleemg vnit Im

is destroyed. Pursuers ignore movement penalties for difficult ground and
obstacles. If the pursuit move carries them into a fresh enemy unit this
counts as a pew charge and is resolved in the following furn !

Restraining pursuit. A unit may restrain its pursuit by rolling equal t0 0F
less than its Leadership vabue on 2D6. Units that are fighting from a builditg | '
or other defended position can automatically restrain a pursuit. Declare yot

are not pursuing before your opponent rolls any dice

ey TO HIT CHART
DEFENDER’S WEAPON SKILL

;1 2 3 4 5 6 7 8 9 10
a 24 4 5 5 5 5 5 5 5 5
i35 1s 4 SRS s 5 s
43 3 4 4 4 4 5 5 5 5
é s 3 3 3 4 4 4 4 4 5 5
€3 3 3 3 4 & 4 4 4 4
%-3 3 3 3 3 4 4 4 4 4
a3 s 3. 35 38 3 4 4 4 4
£g3 3 3 3 3 3 3 4 4 4
> w3 3 3 3 3 3 3 3 & 4
a3 3 3 3. 3 B33 4
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TERRITORY

*» BELCONNEN:

Belconnen ACT 2617
Phone: (02) 6253 4747

NEW SOUTH WALES

CASTLE HILL:

'Shop 495 Castle Towers

Castle Hill NSW 2154

PHONE: (02) 9899 8188

s CHATSWOOD:

Shop 302 Westfield Shoppingtown
Chatswood NSW 2067

PHONE: (02) 9415 3968

» MIRANDA:

Shop 1048a Westfield Shoppingtown
Miranda NSW 2228

PHONE: (02) 9526 1966

* WCASTLE:

197 Hunter Street

Newcastle NSW 2300

PHONE: (02) 4926 2311

* PARRAMATTA:

Shop 2161A Westfield Shoppingtown
Parramatta NSW 2150

PHONE: (02) 9689 1638

* SYDNEY:

Shop 619 Capital Centre Arcade
(George St entrance) Sydney NSW 2000
PHONE: {02) 9267 6020

¢ WOLLONGONG:

Shop 2, 201 Crown Street (Globe Lans)
Wollongong NSW 2500

PHONE: (02) 4225 8064

WESTERN AUSTRALIA

* PERTH:

Shop 34 Raine Square, William Street
Perth WA 6000

PHONE: (08) 9322 3895

New Leafand

* AUCKLAND:
Shop 4 280 Queen Street
Auckland PHONE: (09) 302 0279

* WELLINGTON:
Shop 13 18-30 Manners Street
Wellington PHONE: (04) 382 9532

&=PHONE: (07) 3831 3566

o

- s

Nustvafia

OUEENSLAND

* BRISBANE:
Shop B8 Queen Adelaide Building
Queen Street Mall Brisbane QLD 4000

e CHERMSIDE:

Shop 251B Westfield Shoppingtown
(corner of Gympie and Hamilton Streets®
Chermside QLD 4032

* MT GRAVATT:

Shop 2005 Upper Level

Garden City Shopping Centre

Upper Mount Gravatt QLD 4122
PHONE: (07) 3343 1864

SOUTH AUSTRALIA

¢ ADELAIDE:

Shop 25 Citi Centre Arcade

145 Rundie Mall Adelaide SA 5000
PHONE: (08) 8232 7611

* MARION:

Shop 2048 Westfield Shoppingtown
Oaklands Park SA 5046

PHONE: (08) 8298 2811

VICTORIA

* GREENSBOROUGH:

Shop 3.19, Level 3 Greensborough Plaza
Greensborough VIC 3088

PHONE: (03) 9432 2244

¢ MELBOURNE:

Shop G30/31 Centrepoint Mall

283-297 Bourke Street Melbourne VIC 3000
PHONE: (03) 9654 7086

* RINGWOOD:

Shop L44A Eastlands Shopping Centre
Ringwood VIC 3134

PHONE: (03) 9876 0099

g usw
S‘r GREI

Shops with their name in RED have Games
Night every Thursday. Those with their names in
BLACK have their Games Night on Fridays.

Hong Long

* LOCKHART ROAD:
Shop LG 7-8 East Town Bldg. 41 Lockhart Road
Wan Chai HONG KONG PHONE: 2866 4870

* TSIM SHA TSUI:
2006 Miramar Shopping Centre 1 Kimberly Road
Tsim Sha Tsui KLN PHONE: 2317 4591
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WELCOME

| FANATIC!

New material for Blood Bowl,
Mordheim, Necromunda,
| Battlefleet Gothic, Warhammer
“ Quest, Warmaster & Epic 40,000

‘ * * * %

Regularly produced magazines
for each game!

* % % *

New gaming supplements!

* * % *

New miniatures!

If you thought Warlord Titans were big, wait until you see
the Emperor Titan! A re-release of the original Emperor
Titan model, but with brand new metal ‘add-on hits’ that
will convert it into the Chaos ‘Anti-Emperot’ version.

Jervis lohns"q_

Sounds rather exciting doesn't it? And bejjg

me, it is. My name’s Jervis Johnson, ang fort
last few months I've been working with An(,E
Jones on a top secret project codenam(.d
‘Fanatic’. The aim of this project has been tg g
up a little bit of Games Workshop that
dedicated to looking after some of the gre:;
games GW has already produced, but which
have been side-lined after release becausa 4
the overwhelming success of Warhammer and Warhammer 40,0gy
Games like Warhammer Quest, Blood Bowl, Necromunda and Epic, ang
more recently Battlefleet Gothic, Mordheim and Warmaster. Nong ¢

these games deserve to drift into the ether, and Fanatic Games has g
set up to make sure that that doesn’t happen. So, starting this mong;
we’ll be bringing out new magazines, new supplements, and, mogs
important of all, new miniatures for you to use with these games. A ney
era has begun — the age of Fanatic — and things will never be quite ths

same again.

How will this all work? Don’t worry, all is explained below...

FANATIC QUESTIONS & ANSWERS...

Why was Fanatic sef up?

Fanatic was set up hecause we were
unhappy with the level of support we
could generate for games other than
Warhammer and 40K. These games
deserved proper support, but the
success of our two main games made
it very hard for us to provide it. So we
decided to set up a separate venture
whose only job is supporting the
games other than Warhammer and
40K.

Which games will Fanatic cover?

it will cover Blood Bowl, Warhammer
Quest, Necromunda, Epic 40,000,
Battlefleet Gothic, Mordheim and
Warmaster. If the Studio produces
any new games then Fanatic will
provide on-going support for these as
well.

What will Fanatic da?

Fanatic will bring out magazines,
gaming supplements and new
miniatures for all of the games it
supports. In addition Fanatic will act
as ‘a ‘champion’ for the games,
making sure that they are available all
of the time, all round the world. If you
have difficulty getting hold of any of
the games or miniatures that Fanatic
supports, then get in touch with us
and we'll tell you where you can find
them or we’ll supply them ourselves.
If a game ever goes out of print, we'll
make sure that the rules and other
things you need to play remain
available, either by re-printing them
ourselves in a new ‘Fanatic Edition’,
or by making the rules available to
download off the internet.

Will you keep making new stuff
for these games forever?

As long as you guys are playing then
we'll keep on supporting the games

and bringing out new material fg
them. We will, however, have to ‘¢
the cloth to fit’, because when all j;
said and done, Fanatic is a smal
operation running on a shoe-string
budget. All of the material we produgs
will be made on short runs, in soms
cases literally to order (i.e. when yoy
place an order we'll go off and spiy
the mould to make the miniature!), A
of our resources will be concentrated
on making sure we can get you the
best support we can — in other words
as long as the content is fantastic
we'll be willing to cut corners on ths
usually high standard of presentation

Can you tell us more about the
magazines?

Each of the games that Fanatic covers
will have its own magazine. These wil
come out on a regular basis, though
the frequency will vary from betwegil
two and six issues per year depending
on the popularity of the game. Eacl
issue of a magazine will provide ne
rules, articles, details of new releases
news and gossip, designers’ notes, #
contact section and an event
calendar. Our aim is to make ths
magazines a ‘must-have’ item fo
dedicated players of the game that th:
magazine COVvers.

What about the magazines
Fanatic currently produces, like
Firepower and Gang War?

Don't worry, they havent gone
Instead they will all be incorporatés
into the new magazines we'l b2
producing. So, for example, the ne}:-
Epic 40,000 magazine will carry on'"
the footsteps of Firepower magazin?
and will carry on the traditions sets
it. We just wanted to start all of
magazines off at issue 1 to make’
clear that a new era has begun, and®
underline that the material which

E-MAIL: fanatic@games-workshop.co.uk
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The Fanatic fanatics!

ars in the magazines from now
o Is all official support material
, W‘oved by GW for use with their

games.
%!l me more about the
supplements!

fym time to time we plan to bring
Wi supplemental material for the
qumes that Fanatic covers. These
il vary widely in terms of size and
wntent, but to give you some idea
o what we have in mind, things

ned for the first year are: a new
wanario pack for Warhammer
fuzst, a rule supplement for Epic
4iding super-detailed Titan rules,
w army pack for Warmaster
wiering the new armies we'll be
wleasing for the game, a
swpplement for Battlefleet Gothic
uiing the Tyranids to the game,
anif new buildings for Necromunda
a0 Mordheim.

Can you tell me more about the
Miniatures?

fanatic will produce new metal
Mihiatures and resin models for all
il the games that it covers. In the
Jiiz-line are three new armies for
Warmaster, two new fleets for
Sattiefleet Gothic, a new Blood Bowl
#m, new gangs for Mordheim and
Hecromunda, new Titans for Epic
M new characters for Warhammer
Ulest. Those nice Forge World
#aple have also promised to make
U5 some resin terrain pieces and
i ‘add-on bits’ to convert
#isting miniatures into exciting
W models.

Wil the stuff Fanatic produces
¥ ‘official’?

Mough | really hate the term, yes,
& -?f the stuff Fanatic produces will
% official’ additions for the games
"t cover. The Studio games
®elopment team will be fully
Wolved in the project, so players
“itknow that the original designer
5 either written or approved all of
“Material that Fanatic produces.

How do I get hold of
Fanatic stuff?

We thought you'd never ask! One
way or another, if you want Fanatic
stuff, then we will get it to you. First
port of call should be your local GW
Mail Order service (see their
address and phone number at the
back of this issue of WD). If that
doesn’t work then you can get in
touch with us direct at the address,
phone number or e-mail address
shown at the bottom of this page.
Alternatively you can order ‘on-line’
via the Fanatic web site, see below
for the URL.

What's that about web sites?

You can order on-line and find out
about new releases by visiting our
web site athttp://www.fanatic.co.uk.
We're (slowly) adding community
sites for each of the games that
Fanatic supports, which will include
archives, links to cool fan sites and
other bits and pieces.

I haven’t got internet access. Is
there a posial mailing list | can
join to be kept up o date as to
what is going on?

Write to the address below and we’ll
bombard you with regular postings
keeping you fully up to date on what
we're up to at Fanatic. Just fill in the
form to the right!

Do you want feedback?

We certainly do! If you have any
thoughts, comments, ideas or
criticisms about Fanatic, then please
write to us at Fanatic Games,
Games Workshop Ltd, Willow Road,
Nottingham, NG7 2WS, UK, or
e-mail us at fanatic@games-
workshop. co.uk. All we ask is that
you don't expect a personal reply, as
we just get too much mail to be able
to try and answer it all. However we
do read every single letter and
e-mail we receive, and everything
that’s said will be added to the
melting pot.

RELEASED LAST MONTH FROM

FANATIC!

Citadel Journal 39

The Journal got a make-over to celebrate the launch of
Fanatic and now comes in a new size and format. It
features a preview version of the Harlequin army list
by 40K designer Gav Thorpe, part one of a series of
articles detailing the Corribra Sector of the Imperium
by Matthew Sprange, all the regular features, and
more.

Journal

¥

Epic 40,000 Magazine ° Issue 1
The new incarnation of Firepower, the magazine for
serious Epic 40,000 players everywhere, includes part
one of Adeptus Titanicus Revisited by Gav Thorpe &
Jervis Johnson, an official rules supplement for Epic
that adds more detailed rules for Titans and War
Machines. The issue also includes rules for the new
Emperor Titan model released this month.

GOTHIC

Wrrvsval Battlefleet Gothic Magazine © Issue 1

The first issue of Fanatic’s magazine for Battlefleet
Gothic players is something of a “Tyranid Special’.
Included are rules by Andy Chambers for using the
new Tyranid ships released this month, and John
Lambshead provides background, fleet lists and ship
details for the Imperial battlefleets which fought
against Hive Fleet Kraken.

&

i
g

>

Warmaster Magazine °* Issue 1

Rick Priestley has been burning the midnight oil
ensuring that the first issue of Fanatic’s Warmaster
Magazine is very special. Included are scenarios, -
questions and answers, experimental rules and details |
of the official Warmaster website, plus rules, army
lists and background for the new Warmaster Kislev
army.

JOIN OUR MAILING LIST...

| If you want to be kept up to date
: ‘on all of the stuff that Fanatic is
1 bringing out, you really need to
1 join our mailing list. Just fill in

I the form below and send it to

1 Fanatic Mailing List, Games

| Workshop Ltd, Willow Road,

! Nottingham, NG7 2WS, UK or

I register on-line at Please send me news by:
! www.fanatic.co.uk and we’ll start [ Post

1 bombarding you with news and

1
1
|
i
1
; ) !
1 details of all our new releases. [ E-mail i
e e e e e e e o o o e o e e e e

s e e e e e e e e e T T A
1
1
1

Name: ..o Age: ........
Address: .

Postcode: ......

Due to tight printing deadlines and torturous
shipping schedules to the Asia Pacific region
we are forced to release Black Library
and Fanatic products later than we would like.

Please bear with us as we try to rectify the situation

WEB: www.fanatic.co.uk TEL: 0011 44 115916 8177 FAX: 0011 44 115 916 8044
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Fanatic has been set up to support Blood Bowl, Warhammer Quest, Necromunda, Epic 40,00
Battlefleet Gothic, Mordheim and Warmaster. Every month we'll be bringing out new magazineg
new supplements and, most important of all, new miniatures for you to use with these game’
This page shows our first set of releases, and there’ll be much, much more in the months to come
And remember that all the models ever released for all these systems are still available froni,
Fanatic. If you like any of these games and want to know more about them, then check out 0u.;:
web site and if you have any thoughts, comments, ideas or suggestions about Fanatic, then write
or e-mail us — we’d love to hear from you. '

wrpmmremo s EERER - - - v
Comn ‘Zf?er'\é_’é TOWN CRYER 10

msmee sl e | [N line with all of the other official Fanatic releases, Town Cryer has ngy,

[Pt —— —

WYRDSTONE AND CITIES OF reached the approved ‘official’ status. This issue features a move away fropm,
the City of the Damned and follows the exploits of

treasure hunters in the mysterious jungles and P —— 0
temples of distant Lustria — in ‘Cities of Gold’. New : NE(ROMUHD A t_
rules, warbands and a setting with a distinctly ‘lost 5 v ‘i
world’ feel. ?&QOAZ’I l

NECROMUNDA MAGAZINE 1

Following on from the phenomenal success of the

Gang War series comes the first official
Necromunda magazine. In this 48 page magazine
you'll find new rules, scenarios and details of the new Fanatic miniatures
range. You can also find out about our plans to start taking GW'’s premier
40K skirmish game out of the Hive.

Mordheim, Necromunda, Battlefleet

Gothic, Warhammer Quest,
Warmaster & Epic 40,000
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' g ‘E New Mercenary Warband for Mordheim — Averlanders

i @RD, Averland lies to the south-west of Ostermark and the dreaded City of the Damned. It is a land of thick pine forests and fex
cities and is only sparsely populated at best. Nevertheless, the men of Averland are a very hardy breed indeed, for to th:

south lies the Black Fire Pass, the favoured invasion route of the Greenskins, These men have been hardened from a lifetim:

of fighting the savage Orcs and Goblins of the Black Mountains and mercenary bands are very common in these parts. Despite their fearsome reputation, the Averlander:
are renowned for their flamboyant if stightly outlandish dress sense — huge floppy hats and baggy sleeves and trousers. It is often commented that Averlanders reall:
stand out in a crowd and that’s just the way they like it when looking for hire as mercenaries. Rules for using an Averland warband in Mordheim can be found in Tow:
Cryer issue 10, They also make great characters and champions for a Warhammer Empire army!

Averlander1 Averlander 2 Averlander 3 Averlander 4 Averlander 5 Averlander 6
FMDMOO1 FMDMO02 FMDMO03 FMDMO004 FMDMO05 FMDMOO6

New Mercenary Warband for Mordheim — High Elf Shadow Warriors

The High Elves of Ulthuan are a wise and ancient race although they are often proud and haughty and do not mix with lesser races well. The Shadow Warriors
are the most adventurous of their race and it is perhaps because they are from the tainted lands of Nagarythe, once the domain of the Witch King, that they are
often found far from their island realm. Elves possess grace and speed that is unsurpassed and are formidable fighters having been taught the arts of war from
an early age, so they are amongst the best treasure hunters and rangers known to man. Models are supplied with the appropriate shield and quiver. Rules for
using a Shadow Warrior warband in Mordheim can be found in Town Ctyer issue 10. They can also be used in a Warhammer High EIf army. i
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Shadow Warrior 10 Shadow Warrior 11 Shadow Warrior 12 Shadow Warrio
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i i Shadow Warrior 16 Shadow Warrior 17 Shadow Warrior Shields ~ Shadow Warrior  Shadow 60,
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New for Warmaster ~ attacker’s and defender’s siege equipment

Besiege the enemy’s castle with hide-covered battering rams, massive siege towers, scale the walls with ladders and protect your infantry with
mantlets and earthworks. Or repel the besieging army with a variety of nasty tricks such as pouring boiling oil and rocks upon your attackers
as they try to take your castle walls. And yes, we know that the carts aren’t much use in a siege, but we wanted to release them anyway and
there wasn’t anywhere else to put them! Extra rules for Warmaster siege engines, and all kinds of other Warmaster related material can be

found in Warmaster magazine 1.

MR fa Empire cart
o UL i FWRS004 (£2.00)
then yrje i i 5. 58 : e oS
Fv%nsng&b(afllosp) Ladder 1 FW&%{; %7
FNWRS006

Mantlet 3

ngonel Mantet 1 Mantlat 2 FWRSOT11 (£1.00)
msuo (£4.00) FWRS009 (50P)  FwRSOD10 (50p)
PLE s e

Earthworks 2
FWRS019 (£3.00)

Ram 1
FWRS013 (£1.00)
i

: cauldron
5012 (50p)

_ FWRS015 (£1.50)
Siege defenders sprue
FWRS022 (£1.50)

Ram 2
FWRS014 (£1.00)

Pickes 1
FWASO1S (£1.50)

Siege baskets .

gsnamcadss e e
R8021 (£3.00) Earthworks 1
FWRS017 (£1.50)

Picket 2
FWRSO018 (£3.00)

Ea| works 3

RE00 (¢1.50)

1 FOOT = 4 BIG OR 8 SMALL PIECES — OR ANY COMBINATION

New Emperor Class Tltan for Epic - Warmonger

The awesome Warmonger class Emperor Titan is an incredibly powerful
machine. This Emperor variant is armed with a cluster of Deathstrike
missiles (which are especially accurate due to the complicated sensor array
4 and Thunderbolt spotter-plane), heavy batteries and the arm mounted dual-

' death ray. The model consists of a plastic Imperator Titan kit and the ‘add-
on’ metal components shown below (give us a call if vou'd like to ordei
either separately). Rules for using the Warmonger can be found in Epic
magazine 1.
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Warmongsr
Emperor Titan
FECKOD1

Missile arm

New for BFG - Tyranid Hive Fleet

Led by the massive Hive ships, the bic-organic, living space craft of the Tyranids are
terror incarnate. Fearsome Drones armed with horrifying weapons swarm around
terrifying Hive ships the size of battleships. Rules for using Tyranid fleets (and
details of the Imperial fleets that fight against them) can be found in Battlefleet

magazine 1.

D'cma \.wrh Feeder
FBGMﬂnd (£2.00)

Hivie Ship
FBGMOD1{E1 D 00)

e i e o

Drone with Pyro Acid

£19 FBGMO03 (£2.00)

Drone with Bio
Plasma Spine
FBGMO02 (£2.00)

Each Hive ship comes with a selection of eight weapons — choose
from the following: Bio Plasma Spine, Feeder Tentacles, Pyro Acid,
Landing Bay and Ram Claw (counts as two).

dow Warriors ¥ for N - .

that thﬂf’ra"e S ior Necromunda - Rapier The Event cards from the Necromunda supplement, Battles in
s of war from iz ri the Underhive, are now available in this special ‘pop-out’ card
ver. Rules fo s ichest of gangs can afford such expensive pack. All forty-eight event cards are now conveniently printed on

€ as the Rapier sentry cannon. Controlled by a tiny
bram the Rapier can lay down a barrage of heavy
’s fire without the need for a gunner. Rules for the
fan be found in Necromunda magazine 1.

HOW TO ORDER

ou can get Fanatic models from the Fanatic Hotline: = 0011 44 115 916 8177
{between 9am and Gpm GMT)

or regular Games Workshop UK Mail Order: = 0011 44 115 91 40000
(hetween 8am and 10pm GMT)

Fanatlc models are also available through the Fanatic Mall Order service from the following address:
Fanatic, Games Workshop, Willow Road, Lanton, Nottingham, NG7 2WS, UK.
You may fax credit card orders on: 0115 916 8044.
Payment can be by either Credit Card (Visa, Mastercard or Switch),
Cheque or UK Postal Order payable to Games Workshop Lid.
PLEASE DO NOT SEND CASH.

Please allow 28 days from receipt of order for delivery. Minimum order £5.00

Postage and Packaging rates: 1st class £4, 2nd class £3 (flat rate).

For futurs catalogues please send an SSAE or 2 IRC to the above address.
You can E-mail us on : fanatic@games-workshep.co.uk

Rapier Gannon
FNCMCO1 (£6.00)

i e s
ShadF(i\ ﬁt\w1

New for Necromunda -

thick card and perforated for ease of removal. All of the special
rules have been included in the accompanying rules booklet.

Event Cards pack

Events cards pack
FNCS001

Unfortunately it looks like we won't be able to
supply these excellent FANATIC miniatures through
GW Mail Order Australia. Please direct all orders
to UK Mail Order or the FANATIC website.

Due to tight printing deadlines and torturous
shipping schedules to the Asia Pacific region
we are forced to release Black Library and
FANATIC products later than we would like.

Please bear with us as we try
to rectify the situation.

Due to the amount of stuff we've squeezed onio these pages, the models are not shown at actual size.
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As you may have guessed by now, and as their customers know, the Syglncy Boyz ha.
all been seriously bitten by the Warhammer bug. After many fights with customers {a
battles too) they have decided to write a bit about how cach of them have des:gm:d
their armics. Craig has decided to follow the path of the Old Ones and let you
some of their secrets. While as mentioned last issue Bryan will expliin some of the
reasoning (?) behind his themed Middenheimer ((Hammers of Ulric’) army.

Venerable Dwarf Lord Grant has decided to divulge some of the tactics he has been
using that has made his Dwarf army such a formidable force (or so hc szys]

STAFF CHALLENGE NIGHTS

Some famous GW Studio staff will be playing challenge nights at the store 3
during the month of November, so get in quick to book a game, as this will. — §
be popular. Give the store a call, or drop in to organise the details.

Feel free to come along and watch, or have a chat with these guys.
They have some spectacular armies.

Mait Weaver — Friday November 3rd with his Steel Legion army.
Dave Taylor — November 10th with his Marienburger Mercenary army.
Justin "Booster" Keyes — Friday November 17th with his Black Templars.

GAMES DAY DISPLAY TABLE

MATT WEAVER

L Now that Games Day 2000 is over, you =
1 will have an opportunity to see sections @
- the Mega-Display table close up over the
L Y month. Matt has graciously set up part of

this awesome display piece for closer =
inspection on one of the Sydney stores’
gaming tables. For those who made it to'
Games Day you can appreciate that it
would be impossible to set-up the entire
display. For those who didn't (shame: on
you) you will get your only other
opportunity to have a look at some of What
was...Games Day 2000. T
Matt Weaver has ais_ﬁl
designed a fantastic
Warhammer diorama
(featured in this issue)
based around the new
Warhammer, which W
be on display at Syd. y
store first. This dlorarﬁa
will hopefully be tourifig
the country in the near
future. d




FEINT AND
COUNTERSTRIKE

For me Warhammer has been a game of
feint and counterstrike, particularly with a
Dwarf army. Some players have designed
armies. against this principle, troops madly
eharging towards the opposing force with
absolutely no thought as to the outcome or
the opposing players counter-strike. This can
work fine against some players, usually like
minded, but a truly successful Warhammer
general must use guile and eunning hand-in-
hand with his army list to really get the most
out of his games.

So while trying to sound like I'm the perfect Warhammer player, which believe me is far from the truth, | would
like to pass on some tactics that | have used to help me win the odd game or two with my Dwarfs (OK, maybe
one tien). While playing Warhammer | like to keep two general principals in mind, one being the FEINT and the
other COUNTERSTRIKE.

FEINT

THE PSYCHE-OUT
(OR PRE-GAME SHENANIGANS)

This beains before the game even
starts; Unless you are playing a
reglilar opponent, and | mean
somebody you've been playing
every week or so, pre-game
psychoelogy falls into this category.
Mast players who are veierans of
the game can pay testament to a
goad Psyche-out (or what | like to
call pre-game shenanigans), and
you really have two options as 1o
the.way you go about it.

Firstioption is the aggressive
Psyche-aut; where leading up to the
game either weeks ahead or hours .
befare you taunt your opponent with = '
boasts of victory and tales of your WHY NOT USE THE PHONE FOR PSYCHE-OUTS?
previeus opponents: failings:

The second version of the Psyche-out is the defensive, mature stance, where no matter how your epponent
goads you it is met with calm indifference. Either way the objective of this is to get your opponent thinking twice
about the battle that lies ahead.

If you do this correctly every successful decision or move you make during the game will appear to be a stroke
of gepius or part of the "master plan" you had all along.

DEPLOYMENT

Forthese that haven't heard, deployment is the mast vital part of the entire game. You cannot be a successful
Warhammer general without thinking about this. If you place your Anvil of Doom behind your regiment of
Thunderers, and believe me this has happened (you know who you are). Not
only won't you be able to draw line of sight to target any enemies with your
anvil, but also you have to faff around moving your Thunderers out of the way.
By this time your whole flank has collapsed and the game is over (and all

also those pre-game taunts went to waste).
3“% When deploying your troops in an "l deploy a unit, you deploy a unit! format
s you must keep in mind which of your units are the more vital in your battle
ssue) plan. These units should be deployed last. This will keep your opponent
€ naw guessing and will enable you to make a better decision in regards to your best
et will units specific purpose, as your opponent will have already counter-deployed
Sy‘é,l?leY most of his army. @bviously the more units you have in your army the mare:
jorama effective this deployment tactic is.

togﬁ_ing 3 There are some exceptions to this rule, like flyers and other fast moving units
e ngar | R oSG (their high movement enables them to react quickly to your opponent’s sneaky

tactics, enabling you to deploy them earlier), but-as a general rule of thumb

THE MATURE OPTION this deployment feint should do the trick.

”
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TO WAR!

Now the fime comes that all your carefully planned shenanigans and deployment is wasted as you charge yolir
troops madly across the battlefield to see them cut to pieces by your opponent (no,.hang en-thats me},—

So many times a carefully laid battle plan can come undone by poor decision making in the heat of battle. Ofie
of the best and most uncommonly used feints is the FLEE charge reaction option:

Picture this, your opponent has just charged your unit of 10 Thunderers with his Knights Panther regiment. Y@
will be wiped out (unless you have 40 Thunderers splayed across the table guns blazing, in which case.l wollld
not recommend the option below, for obvious reasens). Most players will take the charge, usually by standing
and shooting and unless you are feeling particularly lucky (in which case stop.the game at this point and go ¢
buy a lottery ticket) this is a poor decision. =~ ' : y
Take the FLEE option, as with planning, this canbe set-up for great effect. [f you place your units while
advancing just within opponent charge ranges this will enable them to charge you in their following urn. :
Fantastic, FLEE, then COUNTERSTRIKE with your flanking regiments (seé Diagram A). Luckily for my Dwarf®
army the risks of not rallying my fleeing troops is minimised by their high leadership: After doing this over a few
games against the same opponent, it will put him in two minds, "will he stay, will he flee”, Indecisivenessis =
your friend when it applies to your opponent. i -

."'9*

iyl
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DIAGRAM A
A M

The central unit FLEES
leaving the charging unit
short.

COUNTERSTRIKE with
supporting units.

DIAGRAM B

The holding unit commits
the more powerful
opposing regiment. This
"frees up" friendly units
and gives options for
flank attacks. -

COUNTERSTRIKE

WHEN FLEEING

As mentioned before COUNTER-STRIKING when fleeing is a great option to use when:set-up correctly. Whei?
doing this you must take in the consideration your counterstriking units. s
Do they have the hitting power to take out the enemy unit? You must take into account that your opponent's
unit will lose their rank bonus and you will gain a combat reselution borius, pretty good edds, but not failure
proof. Flanking with units from two sides is even more effective as it will obviously double your number of

attacks. It is feasible to set-up units when designing your army list specifically for the purpose of flank F
COUNTER-STRIKES. Certain magic items will give you the bonuses you will need to break and/or even w‘ip@
out your opponent in this situation. 3

HOLDING UNITS (GAINING THE EDGE) 3

Holding units are units that enable you to gain the edge in the overall battle plan, The most effective helding
unit is that which cannot break under normal circumstances. For myself this is the Trollslayer unit. A single
regiment of 10 Trollslayers enables me to "hold" just about any opposing unit for at least two turns. -

If my opponents army has a high point valued, high powered unit in his army the objective is to engage or =
force my opponent to engage (see diagram B) the "holding" unit. A unit valued anywhere up to the value of =~
400-500 points is suddenly engaged by a Slayer unit worth 160 points. This means the rest of your army now
out numbers your opponent's and has "the edge" for the next couple of turns. If you are foriunate your haldiﬁ_y
unit may even do some damage, and at worst your Slayers meet a gloerious death in combat against a mighty
opponent (A win-win situation for mel).

THE PSYCHE-OUT RETURNED (or COUNTERSTRIKING SHENANICGANS)

Having written all this fantastically insightful tactics above, it is obvious that it has been done so in the dialect
commonly used when customers are talking to me in the Sydney Store.

This strange dialect shall be referred to as "Playing against a Brick Wall". In real gaming situations you must
take into account that you aren't playing against a brick wall and in fact playing against a real person.

it's like smashing a tennis ball against a wall. If you hit the ball a on a certain angle it will come back to you at
a certain predictable angle (unless it hits a twig, stick, pebble, rock. crack or other debris). If you hit a tennis
ball at an opponent over a netithe reaction to your stunning shot is-going to be a lot less predictable. (You
weren't expecting that spinning backhand return after all, were you?) Sometimes your opponent will actually.
miss the return shot or hit the ball into the net. This is ebviously good for you!

The point is that Warhammer is a game of tactics, anybody can beat anybody with some planning. Keep in
mind that you are playing agains! real people, and that nothing is ever clear-cut, black and white.

So/before your next game put some thought into what has been written, as it could turn the tide of battle.
After all...it's your hobby.

:
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LEGENDS OF
THE OLD ONES

With the re-release of Warhammer many of
you'will be wondering how the new rules affect
youf army composition. A revision of gaming
rules often causes much wailing and gnashing
of teeth, as many aamers are worried that their
existing army will become completely useless.
This is not the case, and in this article all (well,
a bit) will be explained by converting my
existing Lizardman army to a new Ravening

Hordes army.

The main change in the new edition is army

selection: It has changed to a style similar to
3rd edition 40K with Core units, Special units and Rare units. Character selection has also been tweaked so

that a smaller army isn't lead by a super general that honestly wouldn't take charge of such a trivial force (they
have better things 1o do with their time). Young, up and coming heroes looking for glory would be more likely to

lead the smaller scouting forces.

oLb LST
CHARALTERS

9 Slann Mege Priest,
with Sizorel of Switt Stehciny

® Saurns Warvior Champion
9 Saurus Wervior Champion

o (kinte Shesnan, on Lold One with
Dispel seroll

O Skink shampa, with Dispel seroll
REGIMENTS
9 22 Saurus Warriors, with hand

wenpons, shieleds, Champion, Staadard

Bearer, andl Mussivian
® 7 Sawrws Marrioes, with

hand
Champion, Standard

® 16 Skink Warrlors, with hand
weapoas and 2 Kroxigors

@ 12 Skaly warviors with bows
® 12 Skink warviors with bows

£ .
CRAIG SEEKS ADDITIONAL ADVIGE ON HIS LIST

Ravening Hordes is a temporary, yet complete, list that will be in use untii all
the individual army books have been released, much the same as the
generic army lists in the back of the current Warhammer 40,000 rulebook.
Depending on tha size of the battle you are playing most of the changes
explained in these lists only affect the number of units that you can use. With
that said and done, here is how | went about converting my existing

Lizardman army.to the new
Warhammer edition rules.

Using the 5th edition rules, my army
was based around the mighty Saurus
Warriors and contained two large units
of between 20 and 25 including a
Champion, Standard Bearer and
Musician. Skinks with bows alse have a
nasty edge when playing against lightly
armoured troops because of their
poisoned arrows. The Skink & Kroxigor
unit is used to take on medium
toughness troops and provides a
psychological edge (the Kroxigors are
big and mean).

The Slann is useful in nearly every
situation; as he is both a potent magic
user and can be really nasty againsl
enemy characters,

e LST

{HARALTERS

® (aucried Hevo, with Picalne. Blade

® Siejnie Shawnan, on Colel bns

® Skink Shaman, with Cloak of Feathers
CORE REGIMENT S

© 32 Sawrss Warviors, with band

weapons, shields, Lhampioa, Standored
Bearer, anel Misshina

® 23 Sasrus Warviors, wilh‘md

weapons, shields, bandlord

Bearer, and Muskian
® 45 Slekrke Sheirmishers, with bows
® g Stink Skirmishers, with bows

Qverall the composition of the army wouldn't need to be changed too much and with a cunning new plan in
mind proceeded to generate a new list based around the old army with only a few changes.

A

2

i

new regiment sizes.

)

Basing the army around & 1500 point Core army would be
a good start. This:would allow me to play larger games
with the same 1500 point Core army with "add-ons” of
Special and Rare troops to fill out the points, depending on
who was invading Lustria at the time. The 1500 points was
constructed with four Core choices allowing me to play up
to just under 4000 point games without any more Core
choices, though it may be the case that they are required.

There were several models that were a necessity for the
new list. Already having spent many hours converting and
painting them, in particular the Skink Shaman "Castrol"
(he’s on a Cold One). He could be in any sized army
generated using the new rules.

To complete my core army all that was required was to
finish painting up some extra Saurus Warriors to fill the

So get down to our Friday evening Staff Challenge and
challenge me or watch the mighty Lizardmen in batile.

Have fun on the battlefields...

CRAIG GOES SHOPPING TO EXPAND HIS ARMY

S1N3S3dd ALID AINCAAS
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“BY THE HAMMERS ', e \
OF ULRICI" - ;_.;;;ﬂ |

As many of you may already know, Dave Taylor has a rather large -
Imperial Guard Army. This translates to Warhammer where his
Empire army is almost as large. However, many of you may not ;
know the Empire army just deesn't suit my playing style. One of the. - = o
reasons for this is becatise they've been so similar to Imperial b ¥
Guard, with big, heavy guns. The "big gun” tactics used by the =

imperial Guard are just not my cup of tea (or blood), as everybedy .

knows, Blood Angel players like smashing things in combat then P

drinking their blood (or tea) afterwards. | . > |
Previously, | collected Vampire Counts. Lets of shambling skeletons : (\

and blood sucking vampires overwhelming the foe and making them )
minions for the greater power. But the vampires will get a rest until

a suitable Necromancer comes along who is able to raise the alb 00 X 9,

Undead properly... L \y .

So what to choose. ... s b
Well, if you haven't read the novel Hammers of Ulric; put down this BRYAN'S -PMH“HE-:FH-E-NZY

magazine (sorry Dave) get the book and read it.

Several days later.. NoWw you've read the-book, you can understand why the Empire is 5o appealing. For me,
the army has background and plenty of character, and after reading the book, no onie has‘more character thag
the loyal followers of the White Wolf do. Who wouldn't want huge, hairy guys thundering along; riding their 2
warhorses and swinging a large warhammer ready to pound brains and bones into pulp? Your opporent of =
course! ; et ” A
After thinking hard about what should be in a Middenheim army, | took two painkillers and went to talk to Dave

about what he thinks it should include. He showed me a copy of the Empire army book and in addition to.bein

able to create a regular State army, there is an appendix with army list variants to collect more themed armigs,
and one of those was for the Cult of Ulric! : :

After writing out my army list which consisted of a Grandmaster, two unifs if White Wolves, Swordsmen,
Greatswards and other foot troops they were ready to put together. Siill thinking about a themed army, Mail =
Order had some Middenheimer sprues from the Mordheim game. Knights of the White'Wolves should have =
hairy heads and wolf pelts, my Swordsmen would replace their swords with hammers and the Greatswords
would be replaced with mountain men weilding double-handed hammers and wearing pelts. Adding these ex
bits is easy and painting them is easier. L :
The barding on the warhorses is predominantly red so with Blood Red spray paint...HERE WE GO! After
spraying, they needed to be inked with...CHESTNUT INK! Bet you didn't see that one coming! The Knight s of
the White Wolf were undercoated black -
and painted Boltgun metal mixed with
black.The Swordsmen and other foot
troops were painted the Middenheim
colours of blue and bone.

There you go. Easy as bludgeoning
turnips on upturned buckets. At the

moment, the unit of Knights Panther who i EA S e b Jr___

joined Ganz and the boys (even though : = i W NG

all but one died) are on the painting table. |3 &8 ) e e '—ﬂ — i :
After that | might even convert Lenya, the £ ar 'r i H«,-’_ ﬂ FII!',: ﬁl"
milkmaid. ' 4= : = _r‘ , 4 o=

Well that's it for now, may the might of

|

et 1 557 4

3 : = b "‘ -
Ulric rest on your soul...and for those g ?;‘ - 2
whao don't like Ulric, may his hammer rest T.'?* i) - i J o i =6 (I
really heavily on your head. 3
AL MORE MIDDENHEIMERS THAN YOU CAN HIT WITH A HAMMER
)

WHAT’S ON AT SYDNEY CITY STORE DURING NOVEMBER
e MEGA-WARHAMMER DISPLAY TABLE

& Warhammer Diorama November 2nd to 26th '|
e Studio Staff Challenge nights 3-7pm: 1
November 3rd - Matt Weaver with his Steel Legion army. .
November 10th - Dave Taylor with his Marienburger Mercenary army.
November 17th - Justin “Booster” Keyes with his Black Templars. I
e Campaign Days every Sunday from 11am - 3pm. !




—y— " LY

— Lo/

A

By Alessio Cavatore

This is a tale of the Warbammer world - of warlords
and bandits, of sell-swords and freebooters, and of
brave adventurers who willingly risk all upon the
battlefield for the chance to win measureless riches.
They are the Dogs of War! This army list is part of
the Ravening Hordes project, a temporary list that
allows veteran players to incorporate Dogs of War
into their armies. It’s a list which will prove useful
to any Warbammer player, whether be wishes to
incorporate new mercenary units into an existing
Jorce, or raise an entire Dogs of War army.

the Dogs of War do not come Mercenary armies of Dogs of War fight all over the world.

from a particular place, nor do  They are drawn to places where fortunes can be won by
they comprise a particular race, although  ruthless adventurers, The treasure houses of the Lizardmen
men do feature very strongly amongst  in Lustria are a major prize and have attracted many a
their number. They are bands of warriors  would-be conqueror. Further east, the mysterious Dragon
who live by fighting — fighting for pay, 1Isles and the shadowy lands of Cathay have tempted
fighting for adventure and, most soldiers of fortune. The world is truly awash with rag tag

LS, 8| importantly of all, fighting for the chance  armies of sell-swords who nurture wishful dreams of
it to win fabulous wealth. Some are merely  wealth!

are back? bandits, pirates and _cut-throats of the Alth . d .
most untrustworthy kind, but others are ough Dogs of War ply their blpody trade to every point
gallant princes and buccaneers who lead bold warriors to ~ ©f the compass, the most notorious breeding ground of
adventure and conquest in faraway lands. mercenaries is the land of Tilea in the Old World. From all
the kingdoms of the Old World and many lands beyond,
As already explained, not all mercenaries are human, sell-swords come to Tilea where they can be assured of
although many are. Amongst the Dogs of War, freebooters  ready and profitable employment. Tilea is an anarchic and
from the frozen wastes of Norsca rub shoulders with largely ungovernable country, where selfserving
Corsairs from Araby and mysterious warrior monks from  individuals rule precariously over proudly independent
the east. Mercenaries commonly form into itinerant bands  cities. The real power lies with the wealthy Merchant
under the leadership of a charismatic or especially brutal  Princes who plot and scheme against the tax-gathering
leader. The most famous of these bands are, more often  authorities and each other with almost equal enthusiasm.
than not, known by the name of their leader, such as Hagar  Indeed, such is the tradition in Tilea that all armies of any
Whitefang’s Were-Marauders, Khalag's Sure Shots, and the  size are mercenary armies — paid for and deployed by a
renowned Golgfag’s Ogres. An entire army of Dogs of War wealthy prince, a devious merchant or ambitious tyrant.
is made up of many of these bands under the overall
leadership of a roguish mercenary general.

U nlike other Warhammer armies, ANY TIME, ANY PLACE, ANYWHERE...
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THE DOGS OF WAR ARMY LIST

project. Ravening Hordes is a complete set of army lists that

allows veteran Warhammer players to convert their existing
armies into a suitable format for the new version of the
Warhammer game. Ravening Hordes is not a permanent addition
to the Warhammer range ~ the idea is to enable players to get by
until such time as the new Warhammer Armies supplements are
ready. Players should be aware that the new Warhammer Armies
supplements will supersede and to some degree change the
temporary information given in Ravening Hordes — we don’t know
quite how though as we haven’t written them all yet!

As the idea behind Ravening Hordes is to enable existing players
to ‘get by’, we call this a set of ‘get you by’ army lists. If you are a
new player, you might find these lists interesting as an insight into
the armies we will be revising in the future. However — bear in
mind that not all of the troop types described are currently
available and that some will change when the new Warhammer
Armies books come out. We recommend that new players
consider collecting one of the new armies described in the new
Warhammer Armies supplements and for which all the redesigned
models are available. The new army books have started to be
released, and a further volume will be added every few months.

We've prepared the Ravening Hordes lists because we are all
Warhammer players who own large armies — some of which
contain models collected over many years of gaming. Just like
everyone else, we want to be able to continue to use our existing
armies right now — so Ravening Hordes has been created to enable
us to do just that. Of course, that won’t stop us collecting new
armies of new models or adding to our existing armies. Ultimately,
however, we know that some old troops may have to be retired for
most purposes because they don’t quite ‘fit in’ with the new rules.
As yet we don’t know exactly what things are going to change —
g we've still got many hard hours of

b\ playing and testing to go...

This Dogs of War army list is part of the Ravening Hordes

CHOOSING AN ARMY FOR BATTLE

The Dogs of War army uses the same system as the other Ravening
Hordes lists for selecting forces for battle. This is explained below
and is different from the old rules.

How the army list is organised
The army list is divided into four sections:

* CHARACTERS

¢ CORE UNITS

* SPECIAL UNITS
* RARE UNITS

Characters represent the most able, ruthless and successful
individuals in your army: extraordinary leaders such as Heroes
and Wizards. These form a vital and potent part of your forces.

Core units represent the most common types of warriors in the
army. They usually form the bulk of the army and will often bear
the brunt of the fighting.

Special units are the best of your warriors and also include some
of the more common engines of war. They are available to your
army in limited numbers.

Rare units are so called because they are scarce compared to your
ordinary troops. They represent unique units, uncommon
creatures and unusual machines.

How to choose an army

Both players choose armies to the same agreed points value. Most
players find that 2,000 points is about right for a battle that will
last an evening. Whatever value you agree, this is the maximum
number of points you can spend on your army. You can spend less
and will probably find it is impossible to use up every last point.
Most 2,000 points armies will therefore be something like 1,998
points or 1,999 points, but they still count as ‘2,000’ points armies
for our purposes.

Choosing characters

Characters are divided into two broad categories: Lords (the most
powerful characters) and Heroes (the rest). The maximum
number of characters an army can include is shown on the chart

below. This table applies to all armies except the Bretonnians who
have their own version at the start of their list.

Army Value Maximum Characters  Lords

2,000 3 0

2,000-2,999 § uptol
3,000-3,999 6 up to 2
+1.000 +2 max +1 max

B IMPORTANT: The number of characters is the total

number of characters allowed in the army éncluding
Lords. For example: a 2,500 points Dwarf army
may have up to 4 characters in total, of which 1
may be a Lord (ie, 1 Lord +3 Heroes).

A Dogs of War army does not have to include the
maximum number of characters allowed, and can
always include fewer than indicated down to a
minimum of two (the General and the
Paymaster). Similarly, an army does not have to
include Lords, it can include all of its characters
as Heroes if you prefer.

At the beginning of the battle choose one of the
characters in your army to be the General and tell
your opponent which one it is. Your General will
always be the character with the highest
Leadership value in your army. However, a$
there can obviously only be one General in
each army, you will have to choose who to
elect if two or more of your characters tie for
highest Ld.
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Chariots & ridden monsters

Characters are sometimes allowed to ride on the backs of
monsters or in chariots. Each character must be given their own
chariot or mount. They will not all cram into one!

Magic items

Dogs of War characters may choose magic items only from the
common ones listed in the rulebook. Note that you cannot take
magic items from other army lists. Lords may have up to
100 points worth of magic items. Other characters may have up
10 50 points worth of magic items. Special characters and leaders
of special Regiments of Renown come with their own set of magic
items and cannot be given any extra normal or magic equipment.
Their items cannot be taken by other characters cither.

Units that can take magic banners are listed at the beginning of
the army list.

Choosing troops

Troops are divided into Core, Special and Rare units. The
number of units of each type that are available to you depends
upon the points value of your army. This is indicated on the chart
below.

Army Value Core Special Rare
<2,000 2+ 0-3 0-1
2,000-2,999 3+ 0-4 0-2
3,000-3,999 4+ 0-5 0-3
+1,000 +1 +1 +1

For example, if you are choosing a 2,000 points army you must
take a minimum of 3 Core units and could choose to take up to
4 Special and/or up to 2 Rare.

In addition, if an individual entry has a number limiting it, eg, 0-
1, then you may only have that many in your army. Otherwise you
may have as many as the restrictions above and points allow.

Unit entries
Each unit is represented by an entry in the Army list. The unit’s
name is given and any limitations that apply are explained.

Profiles. The characteristic profiles for the troops in each unit
are given in the unit entry. Where several profiles are required,
these are also given even if, as in many cases, they are optional.

Unit Sizes. Each entry specifies the minimum size for each unit.
In some cases, units also have a maximum size.

Equipment. Each entry lists the standard weapons and armour
for that unit type. The value of these items is included in the
points value. Additional or optional weapons and armour are
listed together with their extra cost.

Special Rules. Many troops have special rules which are
described in this section.

Special Characters and Regiments of Renown

In the next issue of White Dwarf you will find a collection of
Dogs of War Special Characters and Regiments of Renown. In the
future, new characters and regiments will be published, to
complete and enrich the selection available. The Special
Characters can be fielded only by Dogs of War armies. The
Regiments of Renown can be fielded by Dogs of War armies as
well as by any other Warhammer army, following the rules and
the exceptions mentioned in the ‘For Hire’ entry of each one of
the Regiments.

Fielding ‘Dogs of War’ units
in other Warhammer armies
Other armies from the Ravening Hordes or the Warhammer
Armies books can field units from the Dogs of War list. In general

they are included in the lists as a Rare choice. In addition, the
following restrictions apply:

Empire, any Chaos, Dark Elves, Skaven, Vampire Counts, Khemri,
Dwarfs, and Lizardman armies can field any unit from the Dogs
of War army list.

Chaos Dwarfs, Wood Elves, High Elves and Orcs & Goblins can
field any unit from the Dogs of War army list except for the Dwarf
mercenaries.

Bretonnia cannot field Dogs of War at all.

Important points to remember
* The number of characters is the fotal number of characters
allowed in the army including Lords.

* The number of Core units is the minimum you must take. The
Special and Rare numbers are maximums.

Champions, Musicians & Standard bearers

Any unit of foot troops in the army may upgrade a model to a
Champion, Musician and/or Standard Bearer for +10 points
each. Any unit of cavalry may upgrade a model to a Champion,
Musician and/or Standard Bearer for +15 points each. A
Champion will have +1BS if the unit he is with is equipped with
bows, crossbows or longbows, otherwise he will have +1A. A
Standard Bearer from the Paymaster’s Bodyguard may carry a
magic banner worth up to 50 points.

SPECIAL RULES

The following special rules applies to the Dogs of War army:

* Spells: Dogs of War Wizards may use any of the Lores of Magic
in the Warhammer rulebook.

* Pikes: Fight in four ranks; requires two hands (see page 89 of
the Warhammer rulebook).

Always strikes first in the initial round of close combat, even
striking before enemies that have charged. Note that enemies
who are entitled to strike first because of a special ability or

-magic, will still strike before pike-armed models.

Models armed with pikes receive a +1 Strength bonus in the
Close Combat phase of the turn they are charged by cavalry units,
chariots or monsters.

All these special rules cannot be used against enemy units
fighting the pikemen’s flank or rear.

° Paymaster: The Paymaster is the man responsible for the cash
which will be used to pay the army. He always carries with him
the keys of the pay chest and that makes him at least as important
as the General in the eyes of the mercenaries. To represent this,
his key is treated exactly like a Battle Standard (+1 combat
resolution, re-roll Break tests within 12", can be captured by the
enemy if he’s killed etc.). In addition, if the Paymaster is killed,
every unit in the army must take a Panic test at the end of that
phase. From that point on, every unit in the army will hate the
enemy unit that captured the Paymaster’s key.

MAGIC ITEMS

You may choose magic items for your characters and units
from the following list (these are found in the Wathammer
rulebook page 154).

Biting Blade (magic weapon): -1 to the opponent’s saving
throw. 10 pts. :

Sword of Might (magic weapon): Bearer receives +1 to his
Strength. 20 pts.

Sword of Battle (magic weapon): Bearer receives an extra
+1 Attack 25 pts

Sword of Striking (magic weapon): Bearer receives +1 to
bis To Hit rolls. 30 pts '

Enchanted Shield (magic armour): Counts as a shield, 5+
armour saving throw: 10 pts

Talisman of Protection (talisman): 6+ Ward save against
any wound suffered i the battle. 15 pts.

Dispel Scroll (arcane item): Automatically dispels an enemy
spell (one use only) 25 pts

Power Stone (arcane item): An additional +2 dice to cast a
spell (one use only). 25 pts.

Staff of Sorcery (arcane item): +1 to Dispel rolls attempted
by the bearer. 50 pts ] »

War banner (magic banner): Unit counts an additional +1
bonus for combat resolution, but cannot pursue. 25 pis.
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LORDS

Grizzled veterans covered in the scars from a life of war, or
mysterious Wizards from faraway lands. The General of a Dogs
of War army is a powerful individual, feared and respected
throughout the Old World,

MERCENARY GENERAL .........ccccecuneneen 90 points per model
HIRELING WIZARD LORD 175 points per model
M WS BS w I A Ld

General 4 6 5 3 _6 —4 9

Wizard Lord 4 3 5 3 3 1 8
Warhorse 8 3 0 1 3 1 5
Pegasus & 3 0 4 4 3 4 2 6

Equipment: Hand weapon. A Wizard Lord may not have other
equipment except barding for his Warhorse. A General may have
a morning star (+3 pts) or halberd (+6 pts). He may also carry a
longbow (+15pts), crossbow (+15 pts), pistol (+10 pts), or
brace of pistols (+20 pts). He may wear light armour (+3 pts) or
heavy armour (+6 pts) and may carry a shield (+3 pts).

A General or a Wizard Lord may ride a Pegasus (+50 pts). A
General or Wizard Lord may ride a Warhorse (+15 pts) which
may be barded (+6 pts). If a General is mounted, he may have a
spear (+3 pts) or a lance (+6 pts).

Special Rules: A Hireling Wizard Lord is a Level 3 Wizard. This may
be increased to Level 4 at a cost of +35 pts. A Pegasus can f7y.

HEROES

The Paymaster is the keeper of the army’s pay chest, and that
makes him a very popular fellow. Mercenary Caplains are
expert leaders of men, roguish and often loved by their soldiers.
Hireling Wizards are outcasts or renegades from the Orders of
Magic and live by selling their magic powers for the best offer.

1 PAYMASTER 55 points per model
MERCENARY CAPTAIN .....cccovceessiaeeennes 50 points per model
HIRELING WIZARD .....cccoceenvnsiceseneenns 60 points per model
M WS BS S T w I A Ld
Paymaster 4 4 4 4 4 2 4 2 8
Captain 4 5 5 4 4 2 5 3 8
HirelngWizwed4 3 3 3 3 2 3 1 7
Warhorse 8 3 0 3 3 1 3 1 7

Equipment: Hand weapon. A Wizard may not have other
equipment except barding for his Warhorse. A Captain or 2
Paymaster may have an additional hand weapon (+4 pts), great
weapon (+4 pts), morning star (+2 pts) or halberd (+4 pts). He
may also carry a longbow (+10 pts), crossbow (+10 pts), pistol
(+7 pts), or brace of pistols (+14 pts). He may wear light armour
(+2 pts) or heavy armour (+4 pts), and may carry a shield
*(+2 pts). ;

A Captain may ride a Pegasus (+50 pts). A Captain, Paymaster or
Wizard may ride a Warhorse (+10 pts) which may be barded
(+4 pts). If a Captain or Paymaster is mounted, he may have a
spear (+2 pts) or a lance (+4 pts).

Paymaster: A Dogs of War army must include a Paymaster. The
Paymaster may not be the army’s General.

Special rules: A Hireling Wizard is a Level 1 Wizard. This may be
increased to Level 2 at a cost of +35 pts. A Pegasus can fIy.

CORE UNITS

PIKEMEN 10 points per mode]
Pikes are the infantry’s weapon of choice in Tilea. Twice as long
as a normal spear and longer than a cavalryman’s lance, the
front of a unit of pikes is an impenetrable wall of steel.
M WS BS S T w I A Id
Pikeman 4 3 3 3 3 1 3 1 7

Unit Size: 10+
Equipment: Hand weapon, light armour and pikes. May have
heavy armour (+1 pt).

CROSSBOWMEN .....cccommmmmneennrecsssissennane 8 points per model
The bulk of the missile troops in a Dogs of War army are formed
by crossbowmen from Tilea, Estalia and the Border Princes.

M WS BS S T w I A Ld
Crossbowman4 3 3 3 3 1 3 1 7

Unit Size: 10+
Equipment: Hand weapon and crossbow.

DUELLISTS ...cceeemmriccivrennsinerenranneanmsasessees 5 points per model
Small units of lightly armed skirmishers are normally employed
to protect the flanks of pike-armed unils.

M WS BS S T w I A Ld
Duellist 4 4 3 3 3 1 4 1 7

Unit Size: 8+

Equipment: Sword (hand weapon). May have one of the
following: bucklers (count as shields, +1 pt), additional hand
weapon (+2 pts), pistol (+4 pts). May also have throwing knives
(+2 pts).

Special Rules: Duellists are skirmishers.
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HEAVY CAVALRY 19 points per model
Cadet sons of nobles from Bretonnia, the Empire and Tilea form
the shock cavalry of most mercenary armies. Kislevite Winged
Lancers are sometimes employed and are much renowned for
their swift manoeuuvres.

M WS BS S T w I A Ld
Knight 4 4 3 3 3 1 3 1 8
Warhorse 8 3 0 3 3 1 £} 5

Unit Size: 5+
Equipment: Hand weapon, lance, heavy armour and shield. May
have barding for their steeds (+2 pts).

LIGHT CAVALRY ......ccoovvveeeiceniricccnnnnne 11 points per model
Scouting abead of the army, barrying the enemy supply line,
attacking vulnerable war machines and engaging the flanks of
the enemy line are but a few of the roles performed by these
Drecious troops. Riders from Araby or from the steppes of Kislev
are the best choice available to mercenary captains.

M WS BS S T w | A Ld
Horsemen 4 3 3 3 1 3 1 7

3
Warhorse 8 ) 0 3 3 1 3 1 5
Unit Size: 5+
Equipment: Hand weapon. May have spear (+1 pt), bow
(+4 pts) and/or shield (+2 pts).
Special Rules: Light Cavalry are fast cavalry

SPECIAL UNITS

OGRES ....coovreeeeeerrcceeaecsreceessrssnressnrenns 35 points per model
Massive, ferocious, resilient and not too bright, Ogres make
Detfect mercenaries. Their ability of eating practically anything
means that they are also easy to maintain.
M WS BS S T w I A Ld

Ogre 6 3 2 4 4 3 2 3 7
Unit Size: 3+

Equipment: Hand weapon. May have additional hand weapon
(+6 pts), great weapon (+6 pts). May have light armour (+3 pts).
Special Rules: Ogres cause fear.

DWAREFS .... 7 points per model
The Dwarf race is cursed by an irresistible lust for gold and they
certainly don’t dislike fighting (especially against Greenskins).
1t’s easy to understand bow some young Dwarfs decide that
they'd rather earn their gold fighting than spend their life
scraping the underground in search of rich ore.

M WS BS S T W I A 1d
Dwarf 3 4 3 3 4 1 2 1 9

Unit Size: 10+

Equipment: Hand weapon, light armour. May have great
weapon (+2 pts) and/or crossbow (+5 pts). May have heavy
armour (+1 pt) and/or a shield (+1 pt).

Special Rules: Dwarfs flee and pursue 2D6-1" and bate Orcs and
Goblins of all types.

NORSE MARAUDERS ......cccccevviiereinnninnnens 7 points per model
Raiding and pillaging is what the berserker Norse are good at,
and at times the best way of neutralising the threat they
represent is to offer them a job...

. M WS BS S T w I A Ld
Marauder 4° 4 3 3 3 1 4 1 7

Unit Size: 10+

Equipment: Hand weapon and light armour. May have a shield
(+1 pt). May have great weapons (+2 pts), additional hand
weapons (+2 pts) or flails (+1 pt).

Special Rules: Norse Marauders are subject to frenzy.

0-1 PAYMASTER’S BODYGUARD............ 9 points per model
Only the oldest and most trusted veterans are selected by the
Paymaster to form their own bodyguard. These sturdy fighters
are bandsomely paid and that gives them extra motivation to
Drotect the Paymaster with their lives... well, most of the time.
M WS BS S T A\ 4 1 A Ld
Bodyguard4 4 3 3 3 1. 3 1 8

Unit Size: 10+

Equipment: Hand weapon, halberd and light armour. May have
heavy armour (+1 pt).

Special Rules: Bodyguard — as long as the Paymaster is alive and
with the unit, they are stubborn.

79




Pen
§.!i DOGs OF WAR

L

0-1 HALFLINGS 6 points per model
Halflings are not warlike people, but there are a few among
them that just cannot settle in the peaceful land of the Moot.
These ‘adventure-loving weirdoes’, as they are referred to by
other Halflings, often decide to band together and wander the
world as bired bowmen.

M Ws BS S T W I A Id
Halfing 4 2 4 2 2 1 5 1 8

Unit Size: 10+

Equipment: Hand weapon and bow. May swap their bows for
spears, light armour and shields.

Special Rules: Halflings suffer no movement penalties when
moving through wooded terrain.

RARE UNITS

CANNONS 85 points per model
Since Dogs of War armies are always on the move, they cannot
afford to carry and maintain the massive Great Cannons
typical of the Empire. For this reason, lighter, easy to move,
small calibre guns are a treasured element of many mercenary
armies.

M WS BS S T W I A 1Ld
Cannon - - - - 7 3 - - -
Crew 4 B e e 3 3 1 3 1 7
Unit Size: 1 cannon with 3 crew.
Equipment: Hand weapon.

Special Rules: See the Warhammer rulebook for details of these
weapons (page 122). The Cannon is the smaller of the two types.

AT s e

HALFLING HOT POT .....ccemmreeerreccacsnnee 50 points per model
Mercenary Generals know very well that Halfling cooks are an
important element in attracting freelance fighters to their army,
Another advantage of biring such refined chefs is the access to
the Hot Pot, a weird catapult-like device that uses a cauldron
full of bot soup as a projectile. This improvised form of artillery
is used only in the direst circumstances (persuading a Halfling
to give up bis food is not an easy task to accomplish!).
M WS BS S T w I A Ld

Hot Pot - - - - 4 2 - - -
Crew 4 2 4 2 2 1 5 1 8
Unit Size: 1 Hot Pot with 3 Halfling crew.

Equipment: Hand weapon.

Special Rules: Treat as a stone thrower from the rulebook (page
120)with the following changes. The Hot Pot has a maximum
range of 36". Hits are resolved at $3, with no armour save
allowed. The model under the hole of the template suffers a
Strength 6 hit, with no armour save allowed, which causes D3
wounds.
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Tilea is the home of the mercenary, where Dogs of War go to find employment and where would-be
lords and rulers go to find them. It is split into many squabbling republics and principalities, which ensures
that there is always work for a warrior willing to fight for gold. No mercenary worth his sword will
ever get bored in Tilea!

Every year, cxpeditions large and small set off for the fabled lands of Lustria and Cathay, seeking new
trade routes or simply off to plunder. This makes Tilea a magnet for cvery scoundrel with a lust for gold
and an cye for adventure. It is the heroes™ starting point in countless tales of daring exploits, brave rescues,
and impossible deeds - and some stories are true!
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more importantly live for gold! The Dogs of War are

DOGS OF WAR

Ol

DOGS OF WAR - ARMY FORHIRE

Unlike other Warhammer armies, the Dogs of War
do not come from a particular race, although men
do feature very strongly amongst their number. They \

are bands of warriors who live by fighting — and )

Throughout the Old World
there are those who are
drawn to the life of the

professional soldier. The

most successful and

powerful of these adventurous
sell-swords become leaders of
entire armies of mercenaries.

made up of skilled pikemen, deadly marksmen,
Hobgoblin cavalry from the eastern steppes, Halfling
scouts and Ogres from the Badlands.

Together they ply their trade to every point of the
compass in the Old and New Worlds, fighting for

anybody, any time, any place, anywhere...

Mercenary Generals are bard-
bitten campaigners, veterans
of countless battles across the
Old World. Some barbour
ambitions for conquest and
fame, but all fight for money
and treasure.

The Paymaster is the keeper of the key for the
army’s pay chest, and that makes bim a very
popular fellow. He is charged with protecting
the army’s pay chest key with bis life as well
as paying the mercenaries their gold/

Pikes are the infantry’s weapon of choice in
Tilea. Twice as long as a normal spear and
longer than a cavalryman’s lance, the entire
front of a unit of pikes is an impenetrable
wall of steel.

The crossbow is a favoured
weapon of war amongst

mercenaries.

¥ Tbe bulk of
the missile

troops of a Dogs of

War army is formed
by crossbowmen from
Tilea, Estalia and the
Border Princes.

82




vy /4 s =
g7/ ~DOGS OF WAR

The beavy cavalry of a mercenary army is made up
of debased nobles, Templar cadets and even
Knights from Bretonnia, all unwilling or unable to
return to their former lives..

Mercenary Generals also employ the swift Kislevite
winged Lancers, renowned for their swift flanking
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Mercenary Captains are vital to
any Mercenary army. They are
expert leaders of men, often loved
by their soldiers.

Not all Dogs of War are buman; there are many Ogres in mercenary arniies. Massive, ferocious, resilient and not too bright,
they are perfect mercenaries. Their ability to eat practically anything means that they are also easy to maintain.
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_ : __'_'a'rfzmer Regiment Sels are the best way to collect Many ‘sets also baue ‘extra parts like gmxggsrqﬂes,

W “ add to a Warbammer army. All of the Regiment mushrooms or even rats! * - p o
ots ape Core units so they will form the basis of your  Epach set in the range includés the parts to build a Leader,
. Bach set contains a variety of plastic legs, 101505, Siandurd Bearer and Musician model. As all the models

Jrms, beads a_nd wedpons a{ang with lots of optional are made up of muliipart plastic components,
Larts like extra weapons, shields, cloaks and pouches. comverting. couldn't be easter. T [acts gy pares e{re

1pis allows for a great vartety of poses and detailing. interchangeable with those of other Regiment Sets.

EMPIRE KNIGHTLY ORDERS
There are many Knightly Orders in the Empire. The
most famous Orders are the Reiksguard, the Knights
Panther and the Knights of the White Wolf. The
Knightly Orders set gives vou enough models and
bits to make a regiment of any of the above Orders,
or if you like you can invent your own Knightly
Order.

The Empire Knightly Orders Regiment Set
contains:

8 Knights (including parits to make a Champion,
Standard Bearer & Musician).

(Left) A regiment 1

of Knights -
Feither:
_-‘? (Right) A |
W regiment of
¢ . O Reilesguard
N Kniabts.
-
‘.
&)

EMPIRE SOLDIERS

The armies of the Enipire are professional, well-
disciplined-and led by some of the finest generals in
history. A pypical Empire army is based around units
of highly frained Halberdiers or Swordsmen. This
boxed set gives you the option (o drm your unit with
. either swords or halberds. You could even split up the
o 0V bl -”I'-. . set into 2 regiment and a small detachment.

-

the Ei?__l_lpir‘e Soldiers Regiment Set contains:
N 19 Enipire Soldiers (including Champion, Standard Bearer & Musiciati).
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NIGHT GOBLINS |
The subterranean Night Goblins emerge from their
dark network of mountain tunnels and gather fng,
large mobs for battle. Whilst not the toughesg of
fighters, their sheer numbers, as well as the Fandiicy
hidden in their ranks, oftén give an opponent Gillise
to stay clear, The Regiment Set gives you the 0pLian 1
arm your Night Goblins with speirs or short bo

Vi
i
5
Fr
The Night Goblin Regiment Set contains:
20 Night Goblins (including Champion, Standard Bearer & Musictan),
ORC WARRIORS
Ores excel at close combat, and boast some ofthe
toughest warriors in the Warhammer world® In
battle, they wield huge weapons kno as

‘choppas’. These great cleavers are [ar largesSind
more dangerous than the mere swords and axes of
Men. The Regiment Set cantains enough weapons to
arm your Orcs with choppas, spears or even with 4
wedpon in each hand!

242

The Orc Warriors Regiment Set contains:
19 Ure Warriors (incliding Chanpion, Standard Bearer & Musician).

CHAOS WARRIORS
Chaos Warriors gather together in bands to rayage
and plunder the lands of the Old World, all infthe
name of their dark gods. The Regiment Set contdins
enough weapons to arm your Chaos Waeriors With
halberds or hand weapons and shields.

12 Chaos Warriors (including parts to make o Champion,
Stavidard Bearer & Musician).
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SKELET.N WABRIORS L
Skeleton Warriors 4 are long dead soldiers raised ggsgn
to serve their evil Undead masters in battle, :
of horrifying Skeletons form the core of the Undead
armies from Khemri in the south or those of the dark
domains of the Vampire Counts. The Regiment Set
allows you to raise 4 unit of Skeleton Warriors armed
with spears or hand weapons and shields.

e Skeleton Warriors Regiment Set contains:
o) Skeleton Warriors (fncluding Champion, Standdrd
.-'g-are:i_g’ﬁ Musician).

ZOMBIES

Zombies are corpses brought back to unlife by
foul necromancy. Animated by the will of a dark
sorcerer, they are slaves to his slightest whim. Their
necromantic overlords drive them into battle in their
thousands, using them to exhaust the armies of their
enemies. The Regiment Set allows you to raise a unit
of Zombies.

"
Ihe Zombie Regiment Set contains:
20 /Hﬁubm tincluding Standard Bearer & Musician).

SKAVEN CLANRATS

Clanrarts form the vast bulk of the Skaven armies that
pour forth in times of war. Individual Skaven are
vicious but rather cowardly. In huge hordes.
however, they turn into an unstoppable mass, The
boxed set gives you the option to arm your Clanrats
with spears or swords and shields.

The Skaven Clanrat Regimenli Set contains:
20 \é,m'en Clanrats (including Cheanpion, Standcrd Bearer & Musicicin).
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GAMES WORKSHOP
TOCKIST LISTING

FOR THE ASIA PACIFIC REGION

AUSTRALIAN CAPITAL
TERRITORY

Canberra
Canberra
Tuggeranong
Tuggeranong

Logical Choice Games
Revenant Games

Toy Kingdom

Toyworld

NEW SOUTH WALES

Albury
Armidale
Batemans Bay
Bathurst
Bowral
Braidwood
Broken Hill
Brookvale
Byron Bay
Camden
Campbelltown
Castle Hill
Cessnock
Chariestown
Coffs Harbour
Dee Why
Double Bay
Dubbo
Eastwood
Erina
Faulconbridge
Gosford

Glen Innes
Goulburn
Inverell
Kotara

Lake Haven
Lane Cove
Leeton
Lismore
Lithgow

Liverpool

Games ‘N’ Hobbies
New England Hobbies
Toyworld

Toyworld

Toyworld

Braidwood Newsagency
Models’n’More
Games Paradise
Sunrise Hobbies
Toyworld

Megohm Too!

Hobbies in the Hills
Toyworld

The Games Shop
Toyworld

Spectre Bark Games
Toy Villa Toy Kingdom
Angus & Robertson
Mega Games Trader
Casey'’s Toyworld
Signal Box

Wizards of the Central Coast
Carelles Young World
Toyworld

New England Hobbies
The Games Shop
Toyworld

Beyond Toys Toy Kingdom
Leeton Toy & Hobby
North Coast Hobbies
Lithgow Outdoor
Hobby Centre

The Comic Shop

AUSTRALIA

(02) 6248 7722
(02) 6298 3632
(02) 6284 8844
(02) 6293 1532

(02) 6041 6719
(02) 6772 0194
(02) 4472 5673
(02) 6334 3144
(02) 4861 2866
(02) 4842 2410
(08) 8087 9144
(02) 9939 4100
(02) 6685 8922
(02) 4655 8383
(02) 4628 2200
(02) 9899 5207
(02) 4990 4772
(02) 4947 8848
(02) 6652 7898
(02) 9971 6097
(02) 9327 7558
(02) 6884 6262
(02) 9804 6171
(02) 4365 1131
(02) 4751 2088
(02) 4324 0004
(02) 6732 1997
(02) 4821 2333
(02) 6722 5661
(02) 4957 1157
(02) 4392 7704
(02) 9418 6156
(02) 6953 2141
(02) 6621 3193

(02) 6352 3250
(02) 9601 2622

Maitland Toyworld

‘Macquarie Shopping Centre

Toyland
Mayfield Card Trek
Mullaley North West Hobby Supplies
Mullimbimby Warpt
Mudgee Mudgee Bookcase
Newtown Modern Times Bookshop
Orange Parkers Toy Kingdom
Parkes Bailey’s Bicycle Centre
Parkes Parkes Bookcase
Parramatta Total Gamer
Penrith Tin Soldier
Port Macquarie Port World of Models
Raymond Terrace
Toyworld
Toy Barn
Games Paradise
Tin Soldier
Tamworth Angus and Robertson
Tamworth New England Hobbies
Taree Mal's Toy Shop
Tweed Heads  Toyworld
Wagga Logical Choice Games
Warriewood Toyland
Woy Woy Book Exchange

NORTHERN TERRITORY

Alice Springs
Casuarina
Casuarina
Katherine

QUEENSLAND

Games Exchange
Comic Warrior
Mind Rush Hobbies
Top Video
Hobbyrama
Comics Etc.

Richmond
Sydney
Sydney

Toyworld

Comics NT
Enchanted Worlds
Katherine Books

Aitkenvale
Annerly
Annerly
Aroona
Aspley
Brisbane

(02) 4933 5034

(02) 9887 3822
(02) 4968 8511
(02) 6743 7811
(02) 6684 4740
(02) 6372 3127
(02) 9519 6191
(02) 6362 1486
(02) 6862 6633
(02) 6862 5175
(02) 9635 8477
(02) 4731 4623
(02) 6584 1223

(02) 4987 6156
(02) 4578 1264
(02) 9267 2069
(02) 9231 5668
(02) 6766 4454
(02) 6766 3785
(02) 6551 3613
(07) 5524 5090
(02) 6921 5505
(02) 9970 7199
(02) 4344 6206

(08) 8952 3949
(08) 8945 5655
(08) 8945 5544
(08) 8972 2530

(07) 4725 4661
(07) 3229 5197
(07) 3392 8166
(07) 5492 5799
(07) 3263 8122
(07) 3229 4446
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Brisbane
Brisbane
Broadbeach
Browns Plains
Cairns
Capella
Carindale
Gladstone
Gympie
Hervey Bay
Innisfail
Kawana Waters
Lawnton
Logan Holme
Mackay
Maryborough
Mt Gravatt

Mt Isa

Moranbah
Morayfield
Nambour

Wargames Warehouse

Mr Toys Queen St Superstore
Gameatron

Press Start

Toyworld

Here Be Dragons

Toyworld

Toyworld

Toyworld

Toy Kingdom

Mellicks Centre

Angus and Robertson

Mr Toys Lawnton Superstore
Mr Toys Logan Hyperdome
Games Room

Toyworld

Hobby One

‘Dunstan & French

Book Country
Computer Centre
Mr Toys

Toy Kingdom

North Rockhampton

Nundah
Oxley

Pialba
Redcliffe
Robina
Rockhampton
Southport
Springwood

Toowoomba
Townsville
Warwick
Wynnum

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
Toyworld

Toyworld

Capricorn Model House
Toyworld

Mr Toys

Springwood Superstore
Mack Campbells
Toyworld

Toyworld

Wynnum Hobbies

TASMANIA

Burnie
Devonport
Hobart
Launceston

Toyworld
Toyworld
Area 52

Birchalls

WESTERN
AUSTRALIA

Albany
Armadale
Belmont
Booragoon
Broome
Bunbury
Bunbury
Cannington
Claremont
Esperance
Exmouth
Geraldton
Hillarys
Kalamunda
Kalgoorlie
Karinyup
Karratha
Mandurah
Manjimup

Hobbytronics
Toyworld

Games World
Games World

Yuen Wing Store
Games World
Youngs Bookshop
Games World
Claremont Toyworld
Toyworld

Toyworld

Toy Kingdom
Toyworld
Kalamunda Toys & Hobbies
Games World
Games World
Games ‘R’ Us
Games World
Toyworld

(07) 3210 2020
(07) 3221 4289
(07) 5538 1711
(07) 3806 7607
(07) 4031 1763
(07) 4984 9447
(07) 3398 2360
(07) 4972 4405
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 3881 1250
(07) 3801 5926
(07) 4957 8055
(07) 4122 4411
(07) 3343 8655

(07) 4749 0400
(07) 4941 5511
(07) 5495 7100
(07) 5441 1669

(07) 4921 3121
(07) 3256 7560
(07) 3278 3333
(07) 4124 5945
(07) 4328 4291
(07) 5578 7588
(07) 4922 1507
(07) 5591 6255

(07) 3208 9750
(07) 4638 2030
(07) 4779 0277
(07) 4661 1144
(07) 3893 0043

(03) 6431 7244
(03) 6424 8622
(03) 6231 0271
(03) 6331 3011

(08) 9842 3123
(08) 9399 7080
(08) 9479 4707
(08) 9316 0330
(08) 9192 1267
(08) 9721 8487
(08) 9721 5004
(08) 9358 2355
(08) 9385 1220
(08) 9071 2504
(08) 9749 1482
(08) 9921 1353
(08) 9402 5044
(08) 9293 1169
(08) 9091 7475
(08) 9244 1159
(08) 9144 4551
(08) 9535 3528
(08) 9777 2550

Morley
Perth
Perth
Yelbeni

Games World

Tactics

Valhalla Games & Hobbies
Yelbeni General Store

SOUTH AUSTRALIA

Adelaide
Blackwood
Elizabeth

Military Hobbies
Leisureland
Toyworld

Elizabeth Grove The Gaming Den

Hallet Cove
Inglefarm
Millicent
Morphett Vale
Morphett Vale
Mt Barker

Mt Gambier
Mt Gambier
Murray Bridge
Naracoorte
Nuriootpa
Port Augusta
Renmark

Tea Tree Plaza
Unley
Whyalla

The Kommand Centre
Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

Toy Kingdom

Tunza Games

Toyworld

(08) 9375 3751
(08) 9325 7081
(08) 9321 2909
(08) 9682 5012

(08) 8231 4772
(08) 8370 0300
(08) 8287 0900
(08) 8281 9594
(08) 8322 8402
(08) 8264 5650
(08) 8733 3500
(08) 8382 4957
(08) 8382 6722
(08) 8391 2411
(08) 8733 3500
(08) 8725 4499
(08) 8532 1111

Zappers Entertainment Centre (08) 8762 1400

Community Co-op Store
Toyworld

Video Magic

Games World

Imagine If

Toyworld

VICTORIA

Ballarat
Beaumaris
Bendigo
Casterton
Castlemaine
Chadstone
Cheltenham
Croydon
Dandenong
Doncaster
East Preston
Echuca
Footscray

Frankston
Geelong
Geelong West
Hamilton
Hawthorn
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Monbulk
Moonee Ponds
Moorabbin
Mornington
Newborough

Seymour
Shepparton
Swan Hill
Wangaratta
Warrnambool
Werribee

Model World
Toyworld

Bendigo Sports and Hobbies
Dee Jay Hobbies
Hobby Castle
Games World
Games World

Mind Bogglers
Games World
Games World
Games World Northland
Toy Kingdom
Ultimate Science
Fiction & Fantasy
Gamesworld

Mind Games

Tates Toy Kingdom
Toy Kingdom

Mind Games
Wimmera Hobbies
Mind Games
Games World

Mind Games
Toyworld

Toy Kingdom
EmanuelsToyworld
Military Simulations
Toyworld

Dolls, Bears

& Miniature Wares
Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi's Sportsgoods
Futuristic Games

(08) 8562 1999
(08) 8642 3277
(08) 8586 6181
(08) 8395 7771
(08) 8272 4282
(08) 8645 9838

(03) 5331 1642
(03) 9589 2118
(03) 5443 5086
(03) 5581 1901
(03) 5740 6233
(03) 9568 8002
(03) 9583 1049
(03) 9723 2293
(03) 9793 9955
(03) 9848 9180
(03) 9471 2211
(03) 5482 2172

(03) 9362 0788
(03) 9783 8500
(03) 5222 2133
(03) 5222 4201
(03) 5572 2313
(03) 9818 8593
(03) 5382 2319
(03) 9509 3174
(03) 9317 0977
(03) 9663 4603
(03) 5023 4494
(03) 9756 7764
(03) 9370 3206
(03) 9555 8886
(03) 5975 4413

(03) 5126 3111
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(03) 5722 2362
(03) 5562 2325
(03) 9742 4493

4
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JUSTOYS

Block G, Abdul Razak Complex
Gadong BE 4119

Bandar Seri Begawan

Brunei Darussalam

(673) 242 3268
justoys@brunet.bn

MALAYSIA

THE GAMES CASTLE SDN. BHD.
8A Jalan SS 22/25

Damansara Jaya

47400 Petaling Jaya

Selangor D.E.

West Malaysia

PH: (603) 7727 8994

Fax: (603) 7729 9225

gamescastle @hotmail.com

SHADOW KNIGHTS
2-3-30 2nd Floor
Wawasan Plaza

Jalan Coastal Highway
88000 Kota Kinaballi
Sabah, Malaysia
PH/Fax: (60) 8831 8308
perryvoo @hotmail.com

PHILIPPINES

HOBBY CAFE

4JF Edsa Node, Robinson's Galleria,
Edsa cor Ortigas Avenue

Quezon City, Philippines

(632) 634 8982

HOBBY CAFE
Cinema Level,
Filinvest, Alabang,
Muntinlupa City, Philippines
(632) 850 4234
NEUTRAL GROUNDS
3/F Cadillac Lane
Virra Mall, Greenhills
Shopping Centre

San Juan, Philippines
(632) 724 9265

NEUTRAL GROUNDS

U-B10 2/F University Mall

Taft Avenue (beside DLSU-Taft)
Manila, Philippines

ngrounds @i-manila.com.ph

SINGAPORE

BICYCLE CENTRE
Block 713A Ang Mo Kio
Avenue 6 Singapore
(65) 984 7889

BOOK HUNTER

49 Scotts Road #B1-01

Newton MRT Station Singapore
(65) 737 7361

CARITO TRADING

Block 254A Serangoon Central Drive
#01-177 Singapore

(65) 287 0462

UTH EAST ASIA

CHOP TIN HENG PROVISION SHOP
Block 314 Ubi Avenue 1

#01-Ka Singapore

(65)7437391

CN DEPARTMENTAL STORE
Block 25 New Upper Changi Road
#01-634 Singapore

(65) 446 2380

COMICS MART PTE. LTD.

10 Jalan Serene

#02-05 Serene Centre

Singapore 1025

(65) 466 4213
www.comicsmart.com

COMICS QUEST

55 Siglap Road
#02-08 Siglap Centre
Singapore 455871
(65) 242 2110

COMIC REALMS

154 West Coast Road

#B1-54 Ginza Plaza Singapore
(65) 773 6200

COMIC REALMS

Block 762 Jurong West Street 75
#03-312 Singapore

(65) 792 0943

COMIX MANIA

1 Kim Seng Promenade

#03-24 Great World City

(65) 733 0406

GOLDEN YING

Block 445 Clementi Avenue 3
#01-151 Singapore

(65) 777 0180

HOBBY FOCUS

14 Scotts Road
#02-51 Far East Plaza
Singapore 228213
(65) 734 5803

HUA PHOTO & TRADING

Block 525 Ang Mo Kio Avenue 10
#01-2407 Singapore

(65) 453 6738

HUAY TONG TRADING
Block 446 Pasir Ris Drive 6
#01-110 Singapore

(65) 582 6940

JIAJING TRADING

Block 476 Tampines Sireet 44
#01-199 Singapore

(65) 788 5161

JODHI BOOK STORE
Block 58 Marine Terrace
#01-67 Singapore

(65) 443 0667

JOO GUAN HIN MINIMART
Block 286E Toh Guan Road
#01-02 Singapore

(65) 565 1082

LEE HWATOYS

Block 278 Bukit Batok East Avenue 3
#01-343 Singapore

(65) 562 5272

LEISURE CENTRAL PTE. LTD.
220 Orchard Road

-#03-01 Midpoint Orchard

Singapore 238852
(65) 887 5985
chriskoh@singnet.com.sg

LIJAN

Block 326 Serangoon Avenue 3
#01-386 Singapore

(65) 283 7089

LUCKYTIMES CENTRE
80 Marine Parade Road
#B1-65 Parkway Parade
(65) 440 1833

MELVIN'S TRADING

Block 731 Yishun Street 72
#01-31 Singapore

(65) 753 6608

MINIATURE HOBBY

200 Victoria Street

-#03-28 Parco Bugis Junction

Singapore 188021
(65) 336 2168

PENG LIAN DEPARTMENTAL
STORE

Block 201B Tampines Street 21
#01-1087 Singapore

(65) 783 8082

POTONG PASIR BOOK STORE
Block 146 Potong Pasir Avenue 1
#01-131 Singapore

(65) 284 7118

READERS' BOOKS

& STATIONERY SHOP

Block 153 Serangoon North Avenue 1
#01-464 Singapore

(65) 282 6240

SENG YOANG RECORD
& STATIONERY

Block 68 Geyland Bahru
#01-3221 Singapore
(65) 291 8679

SO HAPPENING

154 West Coast Road
B1-83 Ginza Plaza
Singapore 127371
(65) 775 1863

STARCRAFT TRADING

Block 242 Jurong East Street 24
#01-625 Singapore

(65) 561 3083

TOYS UNLIMITED

Block 406 Tampines Street 41
#01-13 Singapore

(65) 788 7071

TREND ELECTRONICS
301 Upper Thomson Road
#02-21 Singapore

(65) 554 1985

WORLD OF JJ

200 Bishan Road

#01-01 Bishan MRT Station
(65) 353 7729

All stores carry a box range of Citadel
miniatures, those in BOLD type also
carry a range of Citadel blister packs.

WORLD OF J4

30 Paya Lebar Road

#01-01 Paya Lebar MRT Station
(65) 841 4808

WORLD OF JJ”

10 Choa Chu Kang Ave 4#01-01
Choa Chu Kang MRT Station
(65) 763 4234

TAIWAN

ALL SPORTS

33, No.51

Sec 1, Pa Teh Road

Taipei, Taiwan

(886) 2-2321 0423

CARD YOU STAMPS & COINS
203, Chien Kuo 3rd Road
Kaoh Shiun, Taiwan ROC
(886) 7-2824 767

DEMON'’S DEN

B1, No.293

Sec 3, Roosevelt Road
Taipei, Taiwan

(886) 2-2364 4325,
www.likeit.net/dd

EAST MODEL TOY COMPANY
4F-15, 70 Hsining S. Road
Taiwan ROC

(886) 2-2331 5666

HONG XIANG

No.176-1, Renai 1st Street
Taipei, Taiwan

(886) 7-235 2787

| KE GUAN

18 Dabei Road, Shilin
Taipei, Taiwan

(886) 2-2883 4208

UFO COMICS

No.164, Sec 4, Ximen Road
Tainan, Taiwan

(886) 6-2819 666

YA XIN

No.757, Hsi Ta Road
Kaohsiung, Taiwan ROC
(886) 3-522 2580

THAILAND

GAME SOCIETY SHOP
206 Siam Square Soi 1,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand
(66) 2-252 8027

T SUPREME CO. LTD.
695 Sukhumvit 50,
Prakanong, Klongtoey,
Bangkok 10250, Thailand
(66) 2742 9142

T SUPREME SHOP

Siam Discovery Centre,

5th Floor, No.989, Room 514,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand
(66) 2-658 0522
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NEW ZEALAND

NORTH ISLAND

Auckland
Auckland
Auckiand
Auckland
Auckland
Auckland

Browns Bay
Hastings
Gisborne
Hamilton
Hamilton
Howick

Levin

Lower Hutt
Manukau City

New Plymouth Toyworld

Modelair (Green Lane) (09) 520 1236
Santa Fe Models (Balmoral) (09) 620 6786
Toyworld Glenfield (09) 444 7530
Toyworld New Lynn (09) 827 4654
Toyworld Newmarket (09) 529 5200
Vagabonds Novelties

and Collectables (North Shore)(09) 489 2750
Toyworld (09) 478 9464
Iconix 0800 426 649
Cyberzone (06) 868 7138
Frankton Models (07) 847 5292
Mark One (07) 839 3728
Hobbytown Howick (09) 537 1259
Sciascia Books & Souvenirs  (06) 368 6891
Model Crafts & Hobbies (04) 570 1881
Toyworld ' (09) 263 4175
(06) 757 5912

Palmerston North

Pakuranga
Papakura

Heroes for Sale
Central Park Interactive
Toy Town Toyworld

(06) 356 6779
(09) 576 2612
(09) 298 7449

Tauranga
Upper Hutt
Wanganui

Wanui-o-mata  Toots Models & Hobbies

Home Entertainment Centre  (07) 578 6239
J & N Gifts & Hobbies (04) 528 3456
Toyworld Rivercity (06) 347 9664
(04) 564 7377

SOUTH ISLAND

Alexandra
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Dunedin
Invercargill
Nelson
Nelson
QOamaru
Queenstown
Queenstown
Timaru

Alexandra Paper Plus (03) 448 9494
Comics Compulsion (03) 379 7866
Hobdays Cycles & Toyworld  (03) 366 9502
Toyworld Barringtons (03) 332 2068
Toyworld Matamata (03) 888 6601
Toyworld Northlands (03) 352 5489
Toyworld Riccarton (03) 343 0330
Toyworld Shirley (03) 385 5366
Toyworld (03) 477 6614
Area 51 (03) 218 4314
Cycles & Hobbies (Richmond) (03) 544 8079
Toyworld (03) 548 0959
Victor Nelson (03) 434 9077
Queenstown Paper Plus (03) 442 5296
Toyworld (03) 442 8445
Toyworld (03) 684 8540
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WHERE THE BEST TOYS COME FROM

Games Workshop has taken great pleasure in dealing with
TOYWORLD stores for several years. TOYWORLD stores
continue to proudly carry a range of Games Workshop
products at locations throughout New Zealand.

The availability of our product from the TOYWORLD stores
listed below will now bring the hobby closer to everyone.
The Games Workshop section is in an easy to find
location in all TOYWORLD stores, an area that features a
carefully selected product range including boxed games,
regiments, vehicles, basic troops and a small variety of

accessories.

TOYWORLD pride themselves on offering a high level of
customer service and are only too happy to take special
customer orders for any product from the current Games
Workshop product list. The latest product list will be
available for viewing at your nearest TOYWORLD store.
Simply ask one of the friendly TOYWORLD staff and they will

be only too happy to help!

Look for Games Workshop product at any of these

TOYWORLD stores:

Whangarei

» Toyworld Whangarei
Whangaparaoa

e Toyworld

Auckland

= Browns Bay Toyworld
* Lynmall Toyworld

* Papakura Toyworld

* Toyworld Manukau

* Meadowbank Toyworld
* Newmarket Toyworid
* Toyworld Glenfield
Thames

¢ Toyworld Thames
Pukekohe

* Pukekohe Toyworld
Waihi

* Toyworld Waihi
Tauranga

* Tauranga Toyworld
Hamilton

¢ Hamilton Toyworld
Matamata

* Toyworld Matamata
Cambridge

* Wrights Bookshop & Toyworld
Opotiki

* Toyworld Opotiki

Te Awamutu

* Te Awamutu Toyworld
Putaruru

¢ McCabes Toyworld
Rotorua

¢ Martins Toyworld

Otorohanga

 Kings Paper

Plus & Toyworld
Waitara

* Waitara Toyworld
New Plymouth

* Toyworld

Stratford

¢ Toyworld Stratford
Napier

» Toyworld Napier
Hastings

* Onwald Cycles & Toys
Wanganui

¢ River City Toyworld
Marton

¢ Haymans Toyworld
Dannevirke

» Cawseys Toyworld
Palmerston North

» Toyworld on Broadway
Pahiatua

¢ Pahiatau Toyworld
Paraparaumu

* Kapiti Toyworld
Wellington

¢ Toyworld Porirua

» Toyworld Nursery & Cycles
* Karori Toyworld

¢ City Toyworld

= Johnsonville Toyworld
Nelson

» Toyworld Nelson

Westport

* Andersons Toyworld
Greymouth

« Toyworld Greymouth
Rangiora

* Conways Paper Plus & Toyworld
Christchurch

= Toyworld at Barringtons
» Hobdays Cycles & Toys
= Riccarton Toyworld
 Toyworld Shiriey

¢ Northlands Toyworld
Timaru

» Toyworld Timaru
Cromwell

e Cromweil Paper Plus & Toyworld
Queenstown

» Toyworld Queenstown
Dunedin

 Toyworld Dunedin
Balclutha

e Balclutha Toyworld
Invercargill

» Toyworld invercargill
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CALENDAR 2001

Put the coolest imagery around on your wall this year with the
Black Library's fantastic calendar. This year we're planning to

L | release a Warhammer calendar. So whether you're a Bretonnian
t | Knight or a Dwarf Lord you can be up to date with the world of
fantasy gaming. The Games Workshop 2001 calendar features

art work from the likes of John Blanche and David Gailagher.

ONLY AUS$19.95 NZ$22.95

OBVIOUS TACTICS — The Graphic Novel

Collected together from the pages of Inferno! into one awesome
volume, Obvious Tactics pits veteran Blood Angels Sergeant
Antenor and Librarian Troilus against the corrupting daemonic
legions of Nurgle the Plague God. The beleaguered Space
Marines. aided only by an elusive and sinister Callidus Assassin,
must battle to save a biflion souls from an insidious Chaos plot.
in this storming adventure by David Pugh. when there’s no
cunning solution it’s time to employ Obvious Tactics!

ONLY AUS$14.95 NZ$16.95

INFERNO #20 ~ Tales of Fantasy and Adventure

Inferno! is the indispensable guide to the worlds of Warhammer and
Warhammer 40,000 and the cornerstone of the Black Library. Every
1ssue is crammed full of action-packed stories, comic strips and
| artwork. Inferno! is the magazine that brought you Gaunt’s Ghosts,
Gilead, Kage and the Last Chancers and the White Wolves of

| worlds to life in ways you never thought possmle
| onNLY $9.95

INQUIS EXTERMINATUS — The Art of Warhammer 40K

Presenting an epic celebration of the art of the Warhammer 40,000
game, compiled by John Blanche from over thirteen years of astonishing
images. Inquis Exterminatus is crammed with art from the past and
present, from pieces which have not been seen since the very earliest
incarnations of the Warhammer 40,000 game, to brand new works
especially produced for this lavish book.

ONLY AUS$69.95 NZ$79.95
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WARHAMMER MONTHI.Y #34

The action comes thick and fast with three storming stories in this month’s Warhammer
Monthly. Dan Abnett's Titan reaches its shattering conclusion as Hekate and the crew of the
imperius Dictatio face their greatest foe yet. Debonair bounty hunter Kal Jerico returns in
the first instalment of a new epic adventure, The Nemo Agenda. Sister of Battle Ephrael
Stern finds herself embroiled within a Chaos plot: there’s something evit aboard the
Benediction but Ephrael finds allies in unlikely guises in the awesome Daemonifuge.

UUT NOW < ONLY AUS$4.95 NZ$5.95

LET THE GALAXY BURN !
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Get all the latest news on the Black Library website at www.blacklibrary.co.uk — now including online store!
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TLE REPORT BY. GAV THORPE, MATTHEW HUTSON AND PHIL KELLY

aport chronicles the clash of two Eldar craftworlds over the fate of
slamir. Both factions are convinced they are following the right path,

.ON KALAMIR

When the Imperial Explorator ship Firmament Reproached entered star system LVX-11/a, the Techpriests on board were
8 delighted to find a habitable world within the system’s primary biosphere. Lush jungles and verdant plains were revealed
| by orbital auguries, making it a perfect world for colonising. It was decided to send a ground team to investigate further.

The Rangers of Alaitoc who saw the probes descending thought differently. They had been shadowing the Firmament
Reproached for many months as it headed towards the world they called Kalamir. Once a principal planet of the shattered
Eldar empire, there were many secrets of the Eldar race lying beneath the surface. Secrets that were best left undisturbed.
And so it was that word was sent back to their craftworld and a warhost was gathered to repel the investigators.

Meanwhile, the Seer Council of Ulthwé had met to divine the source of the increasingly disturbing omens and portents
reverberating through the craftworld’s infinity circuit. They traced the lines of probability, siretching their minds out across
the lines of fate that criss-cross the universe. As one, their scrying brought them to the ancient world of Kalamir. They saw
the Rune of Alaitoc reversed above the world, implicating that the craftworld was going to be involved in some terrible event.
They saw the humans present too, and further investigation showed that the Alaitoc were about to make

=, aterrible mistake. Certainly, their intervention would prevent the humans from settling upon Kalamir, but

LN the Ulthwé Farseers saw something only they, the most powerful of their kind, could see. In many

\\ centuries time, the Great Devourer, the Tyranlds would come to Kalamir. The planet would form
— a bastion of defence for the human empire, ‘a staging post for reconquests of contested
. worlds. Without Kalamir, the extra-galactic aliens would not be slowed and they
would pour towards Alaitoc intent on its destruction. All were aware of what

had happened at lyanden, when only a trick of fate had prevented

B the total extinction of an entire craftworld.
However, the Seers of Alaitoc did not take kindly to the Uithwé

messengers who demanded that they leave Kalamir. They

accused the Ulthwé Craftworld of being tainted by Chaos,

questioning why the Seer Council had foretold what their

own Seers had not. In response to the Alaitoc’s refusal, the Ulthwé host resolved to

warn the humans of what awaited their landing party, thus preparing them for the fight

to come. Overcome with hubris, the Alaitoc set an ambush for the army of Ulthwé,
determined that Kalamir would not come under the control of the humans.

)
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You cannot allow us to attack? Faervithir  Facrusthir replicd sarcastically. Perhaps it is you

snapped, voice filled with scorn. The Farscer

of Alaitoc cast his gaze over the Black Guardians

surrounding  the Ulthwé Scer  council. . “You
would bear arms against another craftworld?”

‘We would,’ replied Farscer Ultharwé calmly,
staring intently at the psyker.

“You have spent too much time with the mon-
keigh! Facruithir said accusingly. "You have
forgotten who the Alattoc are. We arc not Orks or
Humans, whose affaurs you
can meddle with. We shall
brook no interference in this
matter. We shape our own
destiny!’

The other Ulthwé seer.

Khaclon, stepped forward.

| ‘Do you not understand the
dmgcr" he asked. “Are you blind to

the consequences of your actions?

‘So say the mighty Ulthwe'

who have becn blinded with your cavorting with
daemons and agents of the Great Encmy,

_succumbing to false visions conjured to set kin

against kin. Have you considered that?"

You accuse us!' hissed Ultharwé, hand straying to
the haft of his singing spear "Weak-minded fool,
you speak of things you know nothing about. You
are safe here, out in the dark reaches. . hiding.
skulking. We facc our cnemics while you cower 1n
the shadows.’

‘T will tell you again.’ Facruithir said heavily, ‘Only
our encmies can win from this conflict. If you insist
in trying to warn the mon—keigh, we will take
action,’

With that, the Farsecr turned on his heel and
stalked into the surrounding jungle. Ultharwe stood
for a moment, feeling the cyes of his comrades on
him.

“The Red Moon rises again.” he declared. "Blood will

SN E 3 AR
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BRING ON THE BLACK GUARDIANS!

Gav: Ulthwé is my favourite of the craftworlds, as its strengths consist of the same units that | use with my own craftworld (called Morrig,
for those of you who are interested). Warlocks and Guardians usually play a strong part in my own force, backed up by some heavy
support, and when | looked at the 'Eavy Metal army | was glad to see that the army that had been painted followed a similar theme.

Playing against another Eldar army is always a challenge, as both armies tend to deal out a lot of punishment but neither can really stang
up to the other. Getting'in a good offensive action is the key to winning against other Eldar, as he who strikes the first blow can often settle
the battle in one go.

As | knew that Matt had opted for Alaitoc, this gave me some idea of what I'd be up against, which always helps because Eldar are 5
diverse army that can be specialised in a number of different ways. With the Ranger Disruption rules, any plan you come up with has tg
be flexible, because you can never tell if a unit is going to start the battle on the table, pinned or even at full strength. With this in mind, |
decided | was going to try to disperse my forces from their deployment zone and then close in on the enemy again. Heading for cover wag
going to be essential, as Rangers, and particularly the elite Path-finders, can ignore armour with a good To Hit roll. The only problem with
diving for cover at the first opportunity would be the effect on my movement as it would slow me down. Luckily, Eldar can fleet of foot,
which is unaffected by difficult terrain, so that would help me close in on my foe.

| was expecting at least one, and probably two, units to start the game in reserve, quite a distance from the enemy. However, depending
on which units they were, some forced marches (see Chapter Approved in WD239) and fleet of foot moves would hopefully bring them
into the fray at a good opportunity. The key factor here was not to get too strung out so that my units attacked the enemy piecemeg|
because they’d been disrupted or bogged down in terrain.

Allin all, | reckoned it would be a good fight; Eldar vs Eldar is always entertaining. Also, everybody was keen that | got a taste of my own
medicine, in particular suffering the frustrations of the Alaitoc Ranger Disruption table.

THE SCENARIO

Gav: This is a modified version of the Ambush mission, but uses armies chosen from the Standard Misslons force organhisation
chart. The Alaitoc force are the ambushers. Instead of rolling to see which units are set up and which are in reserve, the attacker
deploys any Path-finders and Rangers units, leaving the rest of the army in reserve. The game is then played as normal,

Well, that was the plan. As it tumed out, things became a bit more comgplicated. The various factors involved, not least the
Ranger Disruption table and the vagaries of Reserve rolls, made this a very one-sided battie. The first time we played the new
scenario, it was a real turkey shoot for the Alaitoc Rangers. After modifying our terrain set-up a little (it's amazing what a single
clump of trees can dof) the battle swung wildly the other way, with my army romping to an sasy victory ({'d like to claim tactical
superiorily but | can't). It became obvious that some more serious tweaking was needed to stop the battle being too one-sidad.
Eventually, we ended up with The Gauntiet scenario presented on the next page, and some revised Reserve rules that Jetvis
had already been thinking about. Let's see what really happened, shall we?

Alaitoc
Booby
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THE GAtjﬁ'rLgT_ T

ACKER’S OVERVIEW

|orces are lying in wait for a convay of enemy -
;"‘:5 heading for the front line. You must destroy
ey VoY whilst minimising your own losses.

DEFENDER’S OVERVIEW

Your force is moving warily towards the front line and  {,

D to nter enemy You must
break through the enemy lines to reach safety.

SCENARIO SPECIAL RULES

eario special rules.

o Gauntiel Mission uses the Hidden Set-up, Random Game Length, Reserves, Night Fight and Viclory Points

The defender chooses one of the short table
j_ edges as his ascape route.
The attacker rolis & dice for each of his units:
2 on & 3+ they may be deployed at the start of
S0 game. The attacker may choose fo leave units
| reserve if he prefers, hut at least ane unit must
.2 in position for the assault at the beginning of the
pame. 1 the attacker fails to get any of his units at
\ e start of the game ha must choose one unit to
nake the assault. Any forces which are not
|ssautting forces use the Hidden Set-up rules.
“jdden Set-up counters may be placed no closer
Jran 18" o the defender’s set-up zone.

The defender places his squads and vehicles
D one at a time. The front unit of the column

4‘ The attacker has first tum.

SET-UP

aif
&
anoy sdassy

|7ust be at least 48" from the short table edge, which ie the escape route. Each subsequent unit or vehicle must
Jeploy entirely behind the previous unit, creating a cotumn of march.

it of the defender's army must be within 6" of the centre line of the board, facing towards the sscape route.

MISSION
OBJECTIVE

The attacker must destroy as

RESERVES

The attacker's reserves may enter the board from either of the long board
edges. They use the new Reserve rules detafled overleaf. =

much of the enemy convoy as

posslble, whitst the must
attempt to escape the trap.

Add the points value of each unit

GAME LENGTH

The game lasts for a variable number of tums.

the defender o get off

the escape routs board edge to

his victory points lotal. So if a
squad worth 100 points escapes
then add 100 points to the
defender's victory points total.

The ptayer with the highast victory
points total wins the battle.

LINE OF RETREAT

Attacking troops which are forced to fall back will do so towards the
closest of the tong board edges, by the shortest possible route, using the
notmal Fall Back rules. Defending troops which are forced to Fall Back
will do so dirsctly away from the escape route edge by the shortest
possible route using the normal Fali Back rules.

WIPE THEM OUT..

Matt: | chose to fight with Alaitoc
because of one unit, Rangers.
They and the elite Path-finders
excel at disrupting the enemy’s
strengths in two ways. Before the
game starts, you get to roll for each
of the units on the Ranger
Disruption chart. The results on
this can range from making an

enemy unit start the game pinned -

to allowing you a free round of
shooting before the game has
even started. During the game,

their Ranger long rifles can be used to kill heavily armoured
troops and pin enemy units. The mission we would play was
perfect for them as they can start the game in the cover of
jungle, sniping at the enemy from afar. | expected the
upcoming game to be quite bloody as Eldar, and Dark Eldar
for that matter, have the ideal weaponry for killing each other.
Because the game was going to be only 1,000 points a side,
the destruction of one of the enemy’s main units could be
decisive, leaving one side in a very strong position.

| expected to force at least one enemy unit to start in reserve;
if given the choice, this would be the Seer Council. Their
psychic powers can make all the difference especially when
they are in the midst of their force. Black Guardians are
destructive enough as it is, but when combined with psychic
powers such as Guide they can be unstoppable.

My tactics for the game would be simple. My force would sit
back and let Gav's army come to me. This would give me
time to bring on all my reinforcements from my side of the
table. When Gav’s army got close enough | would use my
mobility to counter-attack. It's always fun playing against a
member of Games Development as it gives you a chance to

beat them at their own game!

DISRUPTION
Matt: With Gav’s forces deployed it was time for me to roll on
the Ranger Disruption chart. Rolling two 2s for my Rangers
meant that two random units from Gav’s force would have to
start the game in reserve. These turned out to be the
Wraithguard and, more importantly, the Seer Council. This would mean that Gav’s force
would be without their considerable psychic support for at least one turn. For my Path-finders
I rolled a 6, so | would have a free round of shooting from them before the game had even
started. Knowing how dangerous the D-cannons can be | shot at these. Scoring five hits, with
four of them giving no armour save, | only managed to kill a single crewman. To add insult
to injury, the crew also passed their Pinning test.

Gav: Losing the Wraithguard and Seer Council was a bit of a blow. The
Wraithguard in particular would be lucky to get into the fight at all, as they have
short-ranged weapons and cannot fleet of foot. It depended on how far
forward Matt approached with his units. If he hung back too far, the
Wraithguard might never fire a shot. The Seer Council would be able to get into
combat sooner if they could fleet of foot at a decent pace. Losing a unit worth almost half the
total points value of the army left me seriously outnumbered and outgunned at the front end,
and | decided on a fairly cautious approach, allowing my army to gather itself together again
before pushing forward. This is risky in a game with random length because it could easily
finish before | could start my attack.

J
4

THE RESERVES RULE REVISITED

Tired of seeing reserve troops showing up late and, in some cases, not until most of the battle was over, Jervis tweaked
the rules a little and we decided to play this scenario as stated below. This system ensures that you can rely on
reinforcements every turn, and that your prized units get stuck in at the beginning rather than at the end of the battle.

At the beginning of each turn, count the number of units you have in reserve. Halve this number, rounding up. This is the
number of units you may bring into play this turn. You may choose which units appear on the tabletop. For example, if
Matt has five units in reserve, on his first turn he could bring on three, then on turn two he could bring on one unit, and
finally the last unit would arrive on turn three.

Matthew Hutson



(i

EXPEDITIONARY FORCE

L S

RS S
A

-
e L P

-

SARFF e =




.
| -
10 ange guad A < 0 Range
Y- 2 ong e en pisto
en pisto ging spea es of warding d 0 0 3
5 alfdld guad ddlé > O dalQid
e dlap
- D o
0 ge guad ala a C
ardia guad Yae 0 ardia
- L ar lona e en pisto
g 2 atap
= o oo - - AN
0 U Dd U AUl o O DA ‘ 4 i
- en pistol, powe eapo
DE gquadaro E a PE
0 BA AR AR a one
eqd e dldp ate dSEe
- BOO0OP ed g atap arcanno
g »,
» e guad : a dande . PRPOUOH

ALAITOC

TASK FORCE




“Teach these imbeciles the error
of tarrying with the Mon-Keigh.”

Farseer Faeruithir of Alaitoc
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ULTHWE TURN ONE

Gav: After Matt's uneventful first turn, my forces saw little

action as well. As | planned, my Guardians moved into the trees as

quickly as possible, both squads getting the full extra 6" on the roll for their

fleet of foot move to speed them on their way. The D-cannons were looking a bit

exposed in the middle of the open ground, not necessarily to the units already on the

table but to any of Matt’s forces moving on from reserve. To counter this, they followed after

Guardian squad Lochesis. Line of sight doesn’t matter to D-cannons as they are barrage weapons,

so being behind the jungle made no difference to their offensive capability. | wanted to start aggressively

with both the War Walkers and the Fire Prism and so squadron Stelthannir moved up to the trail on their left while
the Fire Prism headed full speed down to the right flank.

| was hoping that the Guardians could ‘jungle-hop’ towards the Alaitoc units, using their fleet of foot ability and
hopefully not fouling up their Difficult Terrain tests too badly. While they attempted this, the Fire Prism and War Walkers
could engage the enemy and keep them occupied.

The Ulthwe army advances across the qungle. surc that its invisible cousins lie in wait...
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The War Walkers stride info view; confident that they cannot be hurt by the Sniper's clegant weapons.
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ULTHWE TURN TWO

Gav: Matt had, very wisely, opted to consolidate
his position at the far end of the table, forcing me
to take the fight to him. The only units | had in a
position to start firing were the vehicles, and so the
War Walkers and Fire Prism continued their
advance towards the escape route.

| chose the Wraithguard to arrive from reserve this
tum, as they were the slowest of the two units left
and so the extra turn’s movement would be
essential for them to get into the combat. The
Seers would be able to make up the ground using
fleet of foot next turn. Unfortunately, both Guardian
squad Lochesis and Guardian squad Imeniell
didn’t do too well on their Difficult Terrain tests. To
further compound this, | completely forgot to move
them with fleet of foot in the Shooting phase,
leaving Lochesis strung out between the jungle
and the trail, and Imeniell sitting ducks between
two areas of cover. The only plus point was the
fact that the Fire Prism obscured line of sight to

Guardian squad Imeniell if Matt decided to bring
his Viypers or Falcon down along my right flank.

In_the shifting shadows of the night, the War
Walkers couldn’t quite see the Rangers at the far
end of the trail and wasted their shots blazing
harmlessly into the darkness. The crew of the Fire
Prism fared better, managing to spot the
Path-finders as the moon broke briefly from the
clouds. Shuriken cannon fire slashed into the
undergrowth, shredding leaves and ripping
through the trunks of trees. Although all three
shots hit and wounded, the Path-finders’ excellent
cover saves protected two of them. The cover also
saved another Path-finder from the prism cannon’s
laser blast, so in total the Fire Prism succeeded in
killing only one of the elite scouts.

Next turn Matt’s vehicles would arrive, posing a
serious threat to the War Walkers and Fire Prism.
Up until now, he had nothing that could really hurt
them (Ranger long rifles can’t damage vehicles).
How well they did would be important.
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. The Fire Prism uses its: vectored engines to manoeuvre amongst the trectops.
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ULTHWE TURN THREE

| Gav: Luckily the Night Fighting rules had foiled Matt's

attempts to shoot at me, giving me the opportunity again
to get in another round of firing. | remembered the Forced
March rules this turn, and since both the Seer Council and
the Wraithguard were far from the enemy and in no
obvious danger, they sped forwards as fast as possible.
The Seer Council added another full 6" to their move with
fleet of foot, to catch up with the artificial constructs in front
of them.

With the Falcon and its deadly pulse laser squaring off
against the Fire Prism, | decided that discretion was the
better part of valour. The pilot used the vehicle’s vectored
engines to skilfully manoeuvre between the tree trunks to
get the Fire Prism hull down. This meant that | could only
suffer glancing hits, but could still fire all of my weapons
(unlike a fast skimmer which moves over 6"). | planned to
use the vectored engines to this end for the rest of the
battle if necessary.

Guardian squad Lochesis continued to plunge through the
jungle on my left, getting a pretty good fleet of foot roll to
get them all into cover once more. The D-cannons were
still well outside their 24" range and so | pushed them
further forward too, hoping that next turn they’d be in
range of the Falcon, or maybe the Vypers would move into

- The Ulthwe Secer

range. The War Walkers continued their steady advance
towards the Rangers and Guardians down the left-hand
trail, but | was at a bit of a loss as to what to do with the
Guardians of Uithrun Imeniell. Deciding to go for the bold
(some might say rash) move | plunged them towards the
Path-finders, using fleet of foot to close the distance as
much as possible. If any of them survived, which was a big
if, they’d hopefully be able to get into firing range the next
turn.

Again, the War Walkers couldn’t see any targets for their
weapons, the darkness enveloping the Rangers within the
treeline. In a repeat of last turn, the Fire Prism could see
just about everything, and | decided to target the Falcon,
the biggest threat on this side of the battlefield. The
shuriken cannon managed to score its elegant paintwork a
little, but the prism cannon missed entirely.

Next turn would be an important one. | was expecting Matt
to start his counter-attack now, and how damaging it was
would considerably influence the following turns.




ALAITOC TURN FOUR

Matt: Although the Fire Prism had fired all of its guns at my
Faicon, it had survived unscathed. It was now time to take
the fight to the enemy. With both of Gav’s Black Guardian
squads rapidly approaching my lines, | decided that they
would be my first target. The Black Guardians’ BS of 4
combined with their Strength 4 weapons can be deadly.
Even against heavily armoured troops they can be vicious
due to the sheer amount of wounds they can inflict. To

- counter them | sent the Falcon forward, dismounting the

Banshees who then used fleet of foot to put themselves in
a position to assault the Black Guardians in the next
phase. With a bit of luck | could destroy the Fire Prism with
my Falcon as well. Guardian squad Saaraine and Farseer
Faeruithir continued their slog through the jungle just
getting into range of the Black Guardians. The Vyper
squadron, the last of my reserves, came roaring on ready
to take on the War Walkers. The only other movement [
attempted was to try to move Ranger squad Athercion
forward, but rolling double 1 meant that they were spooked
and so couldn’t do anything for the turn.

The Shooting phase started with Guardian
squad Saaraine firing at their

Guardian opponents.

Unfortunately, only

one was in range

= Banshees leap frum their ‘transport and butcher every onc of the hapless: Guardians

WhICh | duly dlspatched The Farseer then cast Eldntch
Storm on them, killing a further two. More importantly,
though, they failed their Pinning test meaning that they
couldn’t move or shoot in their next turn, leaving them in
a dangerous position. The Falcon fired next at the Fire
Prism with its pulse laser. Rather pathetically, only one
laser bolt was fired, which missed its target. The Vypers
tried to locate the dark silhouettes of the War Walkers byt
couldn’t quite pinpoint them in the gloom.

The Banshees then charged the Black Guardians. The
Guardians were no match for my elite close combat unit
and were swiftly wiped out. Their job done, the Banshees
consolidated back towards the Faicon. Not a bad turn, but
the Fire Prism was still about and my Falcon would
probably have to endure r
another round

of shooting

from it.




ULTHWE

TURN FOUR

Gav: Well, Matt had inflicted

his first casualties since rolling on the

Disruption table at the start of the battle, but

it was enough to give me some consternation. With

Guardian squad meniell wiped out, my Fire Prism had no
infantry support. Guardian squad Lochesis was in a bad
position, being pinned for one turn with Matt's Guardians
moving in for the kill. It was down to the D-cannons and
War Walkers to hold up Matt’s counter-attack.

With the Seer Council on the table now, | could start
flexing their considerable psychic muscles. | started with
Ultharwé casting Fortune on his own unit, allowing them to
re-roll their invulnerable saves. In my experience, this
makes them virtually unkillable except by a very concerted
| attack (in a previous game, | lost a single Warlock to an
entire Imperial Guard platoon and two Leman Russ
| tanks!). Next | used Guide on the D-cannons, which would
enable them to re-roll the Scatter dice for their shot,
hopefully ensuring that their first salvo would really count.
Normally the D-cannons would have been too far away,
but Warlocks from Ulthwé get the special Augment psychic
power which, if they cast successfully, doubles the range
of a Farseer's power (they act as a sort of psychic
batteryl). It worked this time, and so the D-cannons were

ready to do some blasting.

The Fire Prism was still safely
ensconced in the jungle, and so | didn’t bother
to move it — the Falcon was still its primary target. The
War Walkers continued their advance, but unfortunately
strayed too close to the booby trap in the jungle to their
right. In the resulting detonation, one of the War Walkers
was flung forwards, its tangled, burning wreckage

crashing to the trail floor just ahead of its companion.

| decided to force march the Seer Council once more,
though it was a bit risky; if a unit that is force marching
comes under fire, it automatically falls back. Behind them,
the Wraithguard were more cautious, moving to support
the pinned Guardian squad Lochesis.

The D-cannon battery scored two direct hits on the Falcon,
as I'd hoped. Unfortunately, the Falcon had moved more
than 6" in the previous turn and so, despite being Strength
10, the support weapons could only inflict glancing hits.
Both of them did so, but the total damage only amounted
to the Falcon being shaken, so that it couldn’t shoot in the
next turn — curses! This left the job to the Fire Prism, which
duly targeted everything at the Alaitoc war engine. The
prism cannon missed yet again, but the fire of the shuriken
cannon did manage to destroy the pulse laser, the large
laser cannon exploding in a shower of energy. The
surviving War Walker targeted the Vyper squadron to its
left, its scatter laser bringing the lead vehicle down in a |
cloud of smoke, the bright lance scoring a hit on the next
Vyper which shook the crew so that they’'d be unable to
return fire next turn. All in all, it could have been better, but
it could have been a lot worse!

BOOM! An Alaitoc trap destroys
an unwary ‘War Walker.,
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ALAITOC TURN FIVE
Matt: The Falcon was still alive, just. To get the Banshees
out of the open | remounted them in the Falcon and as it
couldn’t shoot this turn | powered it forward its full 24" to
get it behind cover. The Fire Prism was becoming a real
pain in the neck, and | was starting to run out of weapons
that could deal with it. | sent my last remaining Vyper
armed with a starcannon speeding towards it in an effort to
neutralise it next turn. | moved Guardian squad Saaraine
forward so that all of their weapons were in range of the
Black Guardians. Everyone else in the army stayed more
or less where they were.

The shooting phase started with all of Guardian squad
Saaraine firing at Gav's Black Guardian squad but only
killing three of them. In an effort to stop the D-cannons
from shooting at the Falcon, my Farseer unleashed
Eldritch Storm against them, | managed to get all three
surviving crewman under the template but didn’t kil any of

them. The D-cannons were proving to be a real pain as |
couldn’t kill them and, in return, their ability to fire at g
target without needing line of sight meant that they could
pretty much target anything they liked.

Again the Path-finders attempted to fire but still couldnt
see far enough towards the Ulthwé warhost. In the assault
phase, Guardian squad Saaraine charged the opposing
Guardians, killing one of them. Losing the combat, Gav's
Guardians failed their Morale check and fled. Opting not to
pursue the survivors into the open, my Guardians
consolidated back into the jungle to keep out of sight of the
Wraithguard and Seer Council.

In all it hadn't been a bad turn; the elimination of both of
Gav's Black Guardian squads meant that | had a serious
numerical advantage. Next turn would probably be
decisive as most of our forces where now in range of each
other.
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ULTHWE TURN FIVE

Gav: Having lost my second Guardian squad, the

| situation was beginning to look decidedly shaky. The

Seer Council and Wraithguard squad would have to do
some serious damage.to make up for their delay in
arriving.

The fleeing Guardian squad ran just far enough into the

‘ jungle to put them out of sight of the Alaitoc Guardians

who had sent them packing. In a plethora of psychic tests,
the Seer Council used Guide again on the D-cannons and
Fortune on themselves, before pushing further towards

| Matt's army. The Wraithguard could now finally move into

range of the enemy, steering a course towards the

| Guardians on my left flank. The Fire Prism, vectored

engines burming brightly, nosed forwards out of the woods

| to get a clear shot at the rapidly moving Alaitoc Falcon,

while the surviving War Walker pressed on towards
Matt’s second Guardian squad. If | could

bring them into combat

with the

War Walker, they’d be unable to hurt it in close combat,
and Matt would be unable to shoot the war machine
either.

As in the previous turn, the D-cannons got two solid hits
on the Faicon but its speed saved it, the two glancing hits
merely resulting in a stunned crew. The Falcon’s lucky
streak continued when the Fire Prism’'s volley of shots
could do no better. The Wraithguard, having patiently
marched the length of the table, unleashed their
Wraithcannons at the Alaitoc Guardians but failed to
cause any harm.

After being Augmented by Warlock Hilan, Farseer
Ultharwé used Mind War on one of the Guardians,
shredding the Alaitoc Eldar’s brain from the inside. The
War Walker, firing over the heads of the Guardians in front
of it, targeted its weapons at the escaping Vyper, but its
brightlance failed to hit and the scatter laser shots
bounced off the vehicle’s armour without causing any
significant damage.

A bit miffed by this lack of results, the War Walker pilot
guided his vehicle into the Guardians, kicking out with its
powerful legs. A metal hoof connected solidly with one of
the Alaitoc, but to everyone’s amazement, the
», Guardian stood up and dusted himself off,
apparently unharmed! The War
Walker and Guardians remained
locked in combat as a

result.

The Fire Prism pursucs the damaged Filcon through the woodland. still unible 1o destroy the tank and its lethal passcagers

|
f
1
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ALAITOC TURN SIX

Matt: My Falcon’s good luck continued but it was now in a
very vulnerable position; with its pilot stunned it was unable
to do anything at all, so spent the turn drifting. All the
Banshees could do was hold on. To save them | would have
to kill both the D-cannons and Fire Prism, and with this in
mind | sent my forces forward.

The D-cannons were first on my priority list as they could
easily destroy the Falcon and, because they roll on the
Ordnance Damage chart, they could kill all of the expensive
Banshees inside. Guardian squad Saaraine emerged from
the jungle to fire at the D-cannons, possibly bringing them
into sight of Gav’s forces. This left them in a vulnerable
position but | was willing to sacrifice them to save the Falcon
and Banshees. The remaining Vyper sped iowards the Fire
Prism ready to unleash its deadly starcannon. As Farseer
Faeruithir was the only model near the War Walker that could
destroy it in close combat, | sent him charging towards it
using fleet of foot to get into assault range. All of the Rangers
and Path-finders moved, ready to fire at the approaching
Wraithguard and Seer Council.

The shooting phase started well for me as the massed
shuriken fire of my Guardians ripped into the crewmen of the
D-cannon, and completely wiped them out. The Vyper targeted
the Fire Prism in the gloom but the deadly blasts “of its
starcannon couldn’t penetrate the grav tank’s armour to cause
any damage.

In the assault phase, Farseer Faeruithir charged the War Walker
attacking it with his deadly singing spear, destroying its scatter
laser. This was not quite the result | had hoped for but it had
clearly unsettied the pilot, as in return he failed to do any o
damage to the Guardians. This combat :

would go on for at least another
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ULTHWE TURN SIX

| Gav: Losing the D-cannons was a blow, but in doing so,

Matt had been forced to expose the Guardian squad to the
Wraithguard, who promptly moved forward to make the
most of the opportunity. | reckoned that the constructs
could handle themselves and so diverted the Seers
towards the Fire Prism, after casting Guide on the
Wraithguard and Fortune on themselves.

Having only drifted last turn, the Falcon was vulnerable to
penetrating hits now, and the Fire Prism duly steered its
way through the jungle to target the Eldar tank’s rear
armour. This would be the best chance | had of getting rid
of the pesky war engine, and maybe a Howling Banshee
or two.

Ultharwé once more used Mind War against one of the
Guardians, but with a show of appalling willpower failed to
beat the Alaitoc’s mental defences! A few more years on
the Path of the Seer for Farseer Ultharwé, | reckon! The
Fire Prism finally managed to deliver the killing blow to the
Falcon, its shuriken cannon tearing through the engines
and causing the Alaitoc grav tank to

explode in a

» ‘-..E”‘ k

Fire gouts from the Falcon's cngincs, but most of the Banshees |cnp clear before the grav tank cxplodcs into iridescent [lame.

shower of shrapnel and flame, consuming one of the

N

Banshees inside with the blast.

Warlock llandra with the Wraithguard summoned his
mental energies and unleashed Destructor at Matt's
Guardians, consuming three of them with the psychic
blast. Despite their re-roll to hit with Guide, the
Wraithguard again failed to do any damage with their
wraithcannons, succeeding only in displacing a giant
pumpkin-like plant to the other side of the jungle (okay, we
made that bit up, but they must have hit something).

Trusting to Wraithbone fists instead, the Wraithguard
charged into assault with the Guardians, but still only
managed to inflict a single casualty. llandra fared better
with his Witch blade, felling another two and sending them
fleeing for safety. There was no chance of the Guardians
regrouping, and so the Wraithguard consolidated their
position, moving towards the combat between the War
Walker and the remaining Guardian squad.

Against the War Walker, the Farseer did little better than
last turn, the blow from his singing spear only succeeding
in immobilising the Ulthwé walker. This must have been
enough to put off the pilot though, as his attacks failed to
inflict a hit on the Guardians surging around the legs of his
war engine. And so the close combat continued...

L
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ALAITOC TURN SEVEN

Matt: My Falcon’s luck had finally run out. But the
Banshees had been fortunate in the explosion, only losing
one of their number. To destroy the Falcon, the Fire Prism
had left itself in a vulnerable position, exposing its weak
rear armour to my Vyper. Intent on destroying it, the Vyper
sped forward. The Banshees headed for the cover of the
jungle.

At last, all of my Ranger squads were in a position to do
some damage. Ranger squad Mercha targeted the
Wraithguard killing one of the constructs. Ranger squad
Athercion opened fire at the Seer Council but despite

hitting three of them with accurate shots, their
rune armour, aided by the Farseer’s Fortune power, saved
them from suffering any casualties. The Path-finders also
targeted them but still couldn’t see far enough in the
darkness. The last shot of the turn came from the Vyper
which ripped into the Fire Prism sending it crashing into
the jungle. Despite only being able to glance it, | rolled a 6
on the damage chart, destroying the grav tank.

In the combat with the War Walker, my Farseer finally
managed to destroy it, skewering the pilot with his singing
spear. With their opponent destroyed, the Farseer and
Guardians headed into the safety of the jungle.
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[ULTHWE TURN SEVEN

Gav: With only two units left able to do anything, it was
looking grim for my army now. Things looked bad, but
there were a lot of victory points tied up with the Seer
Council, who were still intact. If | could get a unit to flee,
the game might end and they'd count as destroyed,
perhaps giving me a narrow victory. To this end, | moved
the Seer Council towards the Banshees, the Farseers and
Warlocks confident that their rune armour would protect
them — especially with another successful casting of
Fortune and benefitting from +1 WS and +1 Initiative
because of Morecthion's Enhance powerl The
Wraithguard plunged through the jungle towards Matt's
remaining Guardians. They were probably the cheapest
unit they could target, but also the easiest to inflict
casualties on, and doing some damage was the main
objective this tumn.
Unfortunately for me, Warlock llandra was just outside the
range of his Destructor power, and in keeping with
previous turns, the single Wraithguard who was
actually in range
failed to

- K0 A -
=

hit the Guardians. The Seers did better, getting a good
fleet of foot move to bring them to the edge of the jungle
concealing the Banshees. If | had a bad Difficult Terrain
roll, then it'd all be over, but if | rolled well | was still in with
a chance.

One of the dice came up a 6 and the Warlocks and
Farseers hurled themselves at the Howling Banshees,
determined to exact some retribution for the Guardian
squad they had so callously slain. As they were in cover
(and had their Banshee masks too!), the Banshees could
strike first, the Exarch splitting her attacks between Hilan
and Ultharwé, but failing to hit either. The rest of the squad
did better though, until | re-rolled my saving throws with
Fortune, saving Morecthion and Farseer Khaelon from
harm. The Banshee Exarch’s armour proved too much for
the witch blades of Ultharwé and Hilan, whose repeated
blows failed to penetrate the Exarch'’s suit. Khaelon did a lot
better until Matt passed his saving throws, saving two of the
Howling Banshees from his singing spear. It was left up to
Morecthion to actually do some damage, cutting down one
of the Banshees with his witch blade. However, it was too
little too late, and the Aspect Warriors refused to break.

Matt then scored a 3 for the random game length roll and
it was all over. All that was left was to calculate the
victory points.

Gav fcels the stramn.,




Little does Matt know, Gav is about to crush every bone in his hand.
s TR

. . Alaitoc: 405
Victory Points: .0 <. 310

Victory!

Matt: Unsurprisingly the biggest
factor in the game was the
Disruption table. The Seer Council
and Wraithguard
reserve more or less won it for me.
With a tad more luck, 1 could have
even wiped out the D-cannon crew.
Other than this, the Rangers and
Path-finders spent the game with nothing to shoot at due
to the combination of Night Fighting and my bad dice
rolling. | must admit that Alaitoc are the perfect ambush
force as all those long rifles are great at slowing down an
enemy force. | think what lost the game for Gav in the end
was his lack of mobility. My mobility allowed me to attack
where | wanted on the battlefield as the Banshees
showed when they wiped out the Guardian squad. The
duel between the Falcon and Fire Prism was quite
interesting as both sides seemed unable to destroy the
other. The aid of the D-cannons swung it in the end, but
it was close. In hindsight, | should have sent the Falcon
away from Gav's forces after the Banshees had
remounted. Where | tried to hide it didn’t turn out to be a
very safe place as the D-cannons didn’t need line of sight.

d The best squad in my army was definitely Guardian
squad Saaraine who managed to wipe out a Black
Guardian squad and the D-cannons. Eldriich Storm
proved to be a very good purchase here as without it my
Guardian squad would have suffered heavy casuaities
from Gav’s superior Black Guardians.

The game turned out to be a good fight and can | really
recommend using the Jungle Fighting rules in your
games.

.@“&"&Wﬁiﬁ'*ﬂ {E SRS - -
As a consequence of the struggle and the routlng of
the Ulthwé army, the Alaitoc Rangers and Path- &
finders continued about their task under the guidance
of Farseer Faeruithir. The Imperial landing party was &
destroyed to a man without even knowing who was [
sniping at them. The Alaitoc moved in force to occupy
the paradise of Kalamir, and the path of the future
was set...
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Hmm, Disruption Table...
Gav: Despite a slow start, this battle 'l f
ended up the ding-dong fight | hoped ; ‘
it would be. Looking at the victory A’
point totals, | didn’t realise quite how
close | was, | thought Matt was further
ahead. One of the biggest factors in |8
this game was Matt's choice of who to
put in reserve — namely the Seer
Council. This turned into a double-edged sword because,
although it removed a powerful unit for most of the game,
it was also the single biggest source of victory points on
the whole battlefield. As it was, Matt never had the
chance to do any damage against them. Of course, he
won in the end, and so it was probably the right decision,
but you never know...

The D-cannons have to be given top marks for effort,
although a ‘D’ for achievement. Against a more suitable
target, say a nice fat Leman Russ or Land Raider, they
would probably have destroyed it. But in this battle, as in
so many others, the Eldar proved that speed is their best
defence, not thick armour, and that's how it should be.

As for my army choice? Well, putting almost half my
points into the Seer Council actually seemed worth it, and
in any other battle (one without Ranger Disruption!) they
would probably have been a formidable unit to face.
Unlike some other points-heavy units, they don't really
have a defensive Achilles heel — the Seers Council’s rune
armour protects them against all and sundry. However,
this is played off against a less offensive capability,
because, although good in assault, theyll never be
brilliant, and their ranged attacks leave a iot to be desired
most of the time.

| would have liked at least one fast element in my army;,
like a couple of Vypers or a squad of jetbikes, and I'll be
petitioning Rich Baker and Neil Green (who painted the
Ulthwé army) to add a Fast Attack choice or two to the
force. This would give the army something fast and
flexible enough to respond to events on the battlefield.

Overall, the scenario in its final form worked well. If | were
to change anything, I'd say that you don't start rolling for
the random game length until tum 5 or 6, because it isn't
until about turn 4 that the armies can really get stuck into
each other. Of course, with two faster, more aggressive
armies this may well happen a lot sooner. Jervis’ new
Reserves rule worked pretty well too, and took out the ‘oh
no, the whole enemy army’'s turned up and ['ve got
nothing’ situation you can sometimes get. That said,
however, | thought it was possibly a little too predictable,
and there should be some kind of random element — after
all, although you might ask for a Falcon, there’s no telling
exactly when it'll arrive. I'd suggest trying this variant out:
use the new rules as written for the number of units that
arrive, but randomise which ones actually turn up. This
ensures a steady stream of reinforcements but keeps you
guessing as to what you will actually get from turn to turn.
This cuts down on the omniscience of you as a player, as
opposed to the ignorance of you as the battlefield
commander, and ensures that a player who has an
adaptable plan and can think on the move will benefit,
rather than the player who meticulously plans the whole
batile down to the last inch and dice throw.

And yes, the Ranger Disruption table can be very
annoying. But then again, that was the idea...
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ARMIES
OF THE EMPIRE

The Empire is the largest
and most powerful realm in
the Old World Its borders
stretch from the Grey
Mountains in the south to
the Forest of Shadows m
the north, encompassing
prosperous citics, dark
i forests, tall mountains and

continent-spanning rivers L A EMPIRE HERO
L %] The Empire's armies are as 3 ON GRIFFON

vast as its realm Thts 80
page army book contains
all the intormation that < et
you need to field a mighty W . ' NZ$59.95

Empne atmy

each

Boxed set contains 8 plastic multi-part
Empire Knights.

Designed by Alan &
Michael Perry

EMPIRE KNIGHTLY ORDERi

'l
[

-

$125

NZ$145
boxed set THE EMPIRE BAITALION
5 ) General on Horse

8 Empire Knights with command
group of champion. musician &
standard bearer

19 Empire Spearmen with
command group of champion,

| musician & standard bearer

18 Empire Handgunners with
command group of musician &
standard bearer

] Empire Great Cannon (or Mortar)
| with Gun crew & accessories

froll
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EMPIRE SOLDIERS

Boxed set contains 19 plastic nmlu-par!
Empire Soldiers.
Designed by Alan & Michael Perry

EMPIRE HELBLASTER
VOLLEY GUN

Designed by Alan Perry &
Tim Adcock

NZ$34.95

each

EMPIRE ENGINEERS
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tx- s $255 - DEAL 1 g
Q‘ Grab this great Empire Army for $255. i
/' It includes the Empire Army Book, an \

)

LBmpn‘e Battalion, an Empire Soldiers

-

Box, a Warrior Priest, a Helblaster Volley -
Gun, and an Empire Hero on Griffon. 9
s 4 ,ﬁh . A -44;— o, e,

ADVANCE ORDER

EMPIRE FLAGELLANTS EMPIRE MILITIA

Boxed set contains 20 plastic multi-part Empire Militia soldiers.
ADVANCE 4

Designed by Alan Perry & Michael Perry
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GOBLIN SHAMANS

Designed by
Brian Nelson & Mark Harrison

#$54,95

NZ$59.95

each

ORC WARBOSS ON WYVERN

Designed by Alex Hedstrom & Trisb Morrison

BIACKORC /i Kol
A BLACK ORCS
COMMAND E'j;\ : £ $1 3'95 Designed by Brian Nelson
NZ$15.95

Designed by Brian Nelson

NZ$15.95

for 2

™ R e

T e e

eV !
™ " BLACKORC DEAL |
{ « $75- DEAL 1 1 . ORC BOYZ REGIMENT
; Get a unit of 12 Black Orcs including a ‘,‘? Designed by Brian Nelson & Aly Morrison.
NZ$39,95

¢ Standard Bearer and Musician, -
b aach

GOBLIN SPEAR CHUCKA $2 4.95

Designed by Dave Andrews & Shane Hoyle
M N2$529.95

each
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NZ$79,95

Rulebpgy

hoxed set
NZ$159.95

[ BATTLES

The Warhammer rulebook is available
now. The first print run will be in
hardback and is sure to sell out quickly so
make sure you get yours early! The book
contains all the rules you need to start
playing Warhammer and guides you
through collecting and painting your
own army of Citadel miniatures.

Also available is the huge Warhammer
starter set, which provides you with
everything you need to start playing,
including the softback Warhammer
rulebook, templates, dice, terrain and
range rulers, plus a brutal Orc horde and
an army of stalwart Empire troops!

comfort of your own PG.

do is wait for the order to arrive

~— GAMES WORKSHOP ONLINE STORE
WWW.GAMES-WORKSHOP.COM.AU

That’s right, Games Workshop now has an online store. So if you have access to the internet you can
log on to http://www.games-workshop.com.au, follow the links and place your orders from the

It's Easy. All you have to do is log onto the site and follow the links to the ordering page. From there just fill out the details on
the form and send it. We'll give you a call to grab your Credit Card defails and then send your order out. Then all you have to

There are even special deals on the site! So what are you waiting for? Loglnn, surf over and click io order!
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CORRESPONDENCE We welcome comments about White
Dwarl, Games Workshop games and Citade! Miniatures. All letters
except subscriptions and Mail Order should be addressed to:

The White Dwarf, Games Warkshop, PO Box 576,

ingleburn NSW 1880

Please mark your envelope clearly with the name of the game you
are writing to us about. If you want a reply you must enclose a self-
addressed stamped envelope (overseas readers should include
IRCs). We receive an enormous amount of mait. We do read every
letter but it may take a little time for us to reply to you, o please be
patient!

You can find Games Workshop on the World Wide Web at the
following internet address:
hitp://www.games-workshop.com.au

SUBMISEIOMNE All material submitted to us for publication is
only accepted on the assumption that the copyright in it is, by the
very act of submission, unconditionally assigned by the author as
beneficial owner and with full titie guaranteed to Games Workshop
Limited. We also retain the right to edit and/or amend all materiat
as we see fit. So, if you do not wish to assign copyright in this
way, please do not send us your submission. We're afraid we
cannot work in any other way!

REGISTERED TRADEMARKS The following are all registered
trademarks of Games Workshop Ltd. Armageddon, Blood Bowl,
Chivalry, Citade!, the Citadel logo, Codex, Dark Angels, Dark
Future, Deathwing, Dungeonquest, 'Eavy Metal, Eldar, Eidar
Attack, Epic, the Games Workshop logo, Games Workshop, the
GW logo, The GW Flame logo, Genestealer, Necron, Slottabase,
SpacesFleet, Space Hulk, Space Marine, Talisman, Tyranid,
Warhammer and Warmaster. Marauder is a registered trademark
of Marauder Miniatures Ltd. Used with permission.
TRADEMARKS The foliowing are all trademarks of Games
Workshop Ltd. Adepta Sororitas, Adeptus Astartes, Adeptus
Mechanicus, Aekold Helbrass, Amon 'Chakai, Arbaat, Archaon,
Archon, Asdrubael Vect, Aspect Warrior, Avatar, Azaze!, Battlefleet
Gothic, Black Library, Blocd Angels. Blood Dragon, Bioodletter,
Bloodthirster, Cadian, Catachan, Ceiestian, Culexus, Daemonette,
Dark Eidar, Dark Reaper, Darksoul, Death Zone, Dechala, Digga,
Digganob, Drachon, Dregmek Blitzkant, Egrimm van Horstmann,
Eversor, Exarch, Eye of Terror, Falcon, Farseer, Fire Dragon, Fire
Prism, Flesh Hound, Furioso, Gargant, Gobbo, Golden Demon,
Gorkamorka, Gorthor, Great Unclean One, Gretchin, Grey Knight,
Grot, Haemoncuius, Hellion, Hunter Slayer, Immolator, incubs,

Inferno, Journal, Keeper of Secrets, Khazrak the One Eye, Khorne,

Knights of the White Wolf, Knights Panther, Legion of the Damned,

Leman Russ, Lichemaster, Lord of Change, Madboy, Mandrake,
Man O’ War, Marauder, Mekbay, Melkhior, Mordheim, Mordian,
Necromunda, Necrarch, Nob, Nurgle, Nurgling, Obliterator, Ogryn,
Old World, Ork, Painboy, Plaguebearer, Piague Fieet, Possessed,
Predator, Psyker, Raider, Raptor, Ratling, Ravager, Ravenwing,
Red Gobbo, Scourge, Scyla, Sea of Blood, Sentinel, Servitor,
Skaven, Slaanesh, Slann, Snot, Snotling, Space Wolves, Spanner.
Squat, Squig, Striking Scorpion, Succubus, Swooping Hawk,
Sybarite, Tallarn, Tears of Isha, Terminator, Troil Slayer, Tzeentch,
Ultramarines, Valhalta, Vainir the Reaper, Vyper, Walach,
Warhammer Quest, Weirdboy, White Dwar!, the White Dwarf
figure, Worid Eaters, Wraithiord, Wych, Yoof and Zoanthrope. The
Citadel paint pot is UK registered design No. 2073130. Scatter dice
are UK registered design No. 2017484,

COPYRIGHTS All subject matter in White Dwart is © Copyright
Games Workshop Ltd 2000. Ali artwork in all Games Workshop
products, and all images contained therein have been produced
either in-house or as work for hire. The exclusive copyright in the
antwork and the images it depicts is the property of Games
Workshop Ltd. © Copyright Games Workshop Ltd 2000. All rights
reserved.
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SUBSGRIPTIONS
Games Workshop’s action comic, featuring

stories about all your favourite Warhammer
armies.

Subscribe to Warhammer
Monthly now and you get 12
issues for $55.00

’ the citade Issiip 32 I
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SUBSCRIPTIONS |
Games Workshop’s indispensable fanzine,

ilable featuring gaming Ideas for gamers by gamers.
e in Get a one year subscription to the Citadel Journal
dy so for only $95.00 and you also receive a boxed set to
book the value of $22 95 absolutely FREE!

start B D

you
your
amer

with
ying,
amer

and $UBSGRIPTIONS

P 2l Subscribe to Inferno!
for just $55
5 )
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¥

he dedicated hobbyist spends hours store purchases) for purchases over AUs$25 onto a

of their time painting and collecting Skulz collector’s card and claim special gifts.

' armies of Citadel Miniatures so that  This is how it works. Every time you spend aus$25 we’ll
rhey can play their favourite games. At  9ive you one Skulz token, if you spend AUs$50 we'll give
Games Workshop we appreciate you two and so on. Once you have ten Skulz you can
t

it t to the hobb d send them in and choose a free gift from the ‘10 Skulz’
ﬁ e e - it < 2 2) & category. However, you can continue to collect and

\ feel that you should be given the choose from the extra special gifts by collecting 25 Skulz.
aa  Opportunity to It doesn’t stop there though, claim some awesome gifts
¥ take part in this by collecting 50 Skulz! Please bear in mind that all the
offer for being a gifts are subject to availability. In the event that a giftis
loyal customer: unavailable we ask that you make a second choice.
- Should your second choice also be unavailable Mail
Skulz is the great new offer for Order shall contact you to arrange a replacement.

Games Workshop Store and PS. The Emperor has chosen to help you on your
Mail Order customers. Simply  grquous journey, with freebie Skulz tokens along the way!
stick the special Skuiz

The Skulz offer is open until October 31st 2000.

e S Soae (orthe This Skulz offer is open to residents of Australia
: ulz offer i (] 5
foKENEHYCSIIRCR Ve TOM New Zealand and South East Asia.

s,

o
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Designed by Jes Goodwin & Mark Bedford

BIG
SPIKY
DEATH:

CHAOS PREDATOR

Designed by Mark Bedford, Norman Swales
& Trish Morrison il

$54.95 1

boxed set
NZ$59.95

) .' ] |
Ty
¥

) '

R\ $39.95

boxed sat

| Deal L For $80, get 2 Chaos Space
| Marinc Lord, a Chaos Space Marine
| Icon Bearer, and 8 Chaos Space Marine
| Veterans .
| Deal 2: For $70, get a Chaos
| | Terminator Champion, 2 Chaos.
| Terminator with heavy weapon (choose
cither a Heavy Flamer or an
Autocannon) and 3 Chaos Terminators.
I you take advantage of either of the
deals above you can grab cither the
Chaos Predator for $50 or the : s ' s .
Chaos Rhino for $35. \S | { w

MAIL ORDER Trollz@games-workshop.com.au MAIL ORDER Trol'r
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oLel $54.95

boxed set

NZ§59.95
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boxed set

NZ$34.95

AL SQUAD B

boxed set
NZ$44,95

DEVASTATOR SQUAD BOXED SET _ (VTR

o005 87

NZ539.95

hoxed set
NZ549.95

;
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boxed set ‘ P, ¢ Jameeal
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A boxed set
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CODEX
CRAFTWORLD ELDAR

The Craftworld Eldar all have specialised
forces unique to their own craftworld, the Biel-
Tan Swordwind army, Saim-Hann Wild Riders
and the Ghost Warriors of lyanden are just
some of the forces covered in this book, along
with special rules and the background of the
Craftworld Eldar.

Codex Craftworld Eldar is not a stand alone

Codex. You will need a copy of Codex Eldar to
make full use of the craftworld army lists,

SWOOPING HAWKS

Designed by Mike McVey

$13.95

NZ$15.95
for 2
. N2§13.95

Codex

NZ$15.95

Designed by Gary Moriey

STRIKING SCORPIONS

CODEX ELDAR

The Eldar warrior is deadly in battle,
- utilising advanced weaponry and
mysterious wargear. This 48 page
Codex details everything you need
to know to field an army of these
. proud warriors.

FIRE DRAGONS
$1 3.95 Designed by Juan Diaz

NZ$15.95

Designed by
Mike McVey

NZ$16.95,

each

h. ELDAR EXARCHS

$1 1 B 95 Designed by Gary Morley, Juan Diaz, Mike McVey & Chrlig Fitzpatrick

N2$13.95

each

SWOOPING HAWK EXARCH STRIKING SCORPION EXARCH  DARK REAPER EXARCH

FIRE DRAGON EXARCH

FIRE DRAGON EXARCH

boxed set
NZ$39.95

| HOWLING , DIRE AVENGERS $34.95
‘ EXARCH : Boxed set contains 8 multi-part plastic & metal Dire Avengers. Dt by Jes G in & Mike McVey v

MAIL ORDER TrolIzC:-

ORDER T (02) 9829 ¢
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ADVANCE ORDER SERVICE

How can you get your hands on the
. g newest Games Workshop games,
3.95 _ ‘ ' e _ models and books as soon as they come
'SIQS 4 o - ? " ; - 3 - - ‘ n“‘? |
we <k ; By taking advantage of Mail Order’'s
monthly Advance Order deals!

| Next month sees the release of
Warhammer Armises Orcs & Goblins,
‘the complete army list for the psychotic
LS greenskins in Warhammer. Command
N your own rampaging horde as you lead
your forces to battle!

\
|
|
For further details about our Advance 1
Order service and to order Warhammer

Atmies Empire call the Mail Order ‘
Hatiine today! =y ‘

BLACK ORC WARLORD
ORC & GOBLIN BATTALION BOXED SET GRIMGOR IRONHIDE

> e ._-.-_ifii_- s ol
E.- < ot . - . : o e - 2 3 ’;w" iE .:
A ._\l Qf,"i ¢ Fa L -_T., ~ £ 1 . - f

< | THE ORC & GOBLIN BATTALION... of Champion, Musician & Standard

Orc Warlord on Boar. Bearer.
10 Goblin Wolf Riders with 18 Orc Arrer Boyz with command
ny command group of Champion, group of Musician & Standard
R | Musician & Standard Bearer. ‘ Bearer. | 5
19 Orc Boyz with command group Orc Boar Chariot with Orc crew &
: : accessories.

'rollames-workshop.com.au MAIL ORDER Trollz@games-workshop.co
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This is your Mail Order form. Now that you've seen all the models and new releases in,
this issue, we know that you can’t wait to get your hands on them. All you have to do
is fill out this form, stick it in an envelope with your payment and post it to:

GAMES WORKSHOP MAIL ORDER
PO Box 576 Ingleburn NSW 1890 AUSTRALIA

DESCRIPTION PUBLICATION/PAGE PRICE

WARHAMMER BOXED GAMIE_|, WINTE OWARF 250 | 1130.95
EMPIRE HERO ON %@@7 WHITE DWARF 250 | $54.95

SUBTOTAL

Please start my WHITE DWARF POSTAGE & PACKING
subscription with issue NUMDET: ............ TR B

Use this form to mail order Games Workshop products and Citadel Miniatures from DISPATCH & DELIVERY
this or any recent issue of White Dwarf. When you have totalled up your order, So that you get your games and miniatures as quickly as possible we always

gfg%eKdgx;;;?ﬁ:A?qug SlEeApgSAagl: ;E‘:\l packinglcharcRLEASELRR BRI dispatch your order via our express delivery service. Al orders placed before noon
. are dispatched on the same day.

METHODS OF PAYMENT POSTAGE & PACKING

You can pay by cheque or money order made payable to Games Workshop Ltd. Within Australia: Add $5.00 for Standard delivery (3-7 days, in Australia)
Alternatively, we take Mastercard, Visa, and Bankcard. If you wish to pay by credit $10.00 for Deluxe delivery (1-3 days, in Australia)
card, please fill in the relevant details on the form overleaf. If you have a credit Overseas: Add 40% of the order value. If you pay by credit card, postage &

card, you can place an immediate order by phoning our Mail Order Hotlines - but packing will be charged at cost if less than this (minimum P& $10.00)
make sure you have your card with you when you phone.

NAME: ... ADDRESS: ........cccoo i

Method of Payment: Cheque (] = Money Order (]  Mastercard (] visa(l]  Bankcard ]

s (]I (LA I A

Card expiry date: ............ccoeviinienns Cardholder Name: ............ccooiiiiiiiiiiii e

Signature: ..., BreeieensmnessessfiBennnesasnnsnanssssensnneslee

Please feel free to photocopy this form.

MAIL ORDER 7 (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111




Store & Stockist Locations
Online Ordering
~ COMING SOON -

Rogue Trader Tournaments

~ Grand Tournaments
Clubs Register & Support
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SREE ..AND
| RESULTS

~ FLOOD

- IN FROM

The 3rd War for

' ARMAG EDDON

Plus a .
/ i) 1
| FREE WARHAMMER Gaunt’s Ghosts Novella!
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| |RULES OF ENGAGEMENT

he dedicated hobbyist spends hours of their time

painting and collecting armies of Citadel Miniatures so

that they can play their favourite games. At Games
Workshop, we appreciate your commitment to the hobby and
feel that you stiould be given the opportunity to take part in
this offer for being a loyal customer.

Skulz is the great offer for Games Workshop Store and Mail Order
customers. Simply stick the special Skulz tokens we send you (or
the tokens your receive from store purchases) for purchases over

8 AUSS$25 onto a Skulz collector's card and claim special gifts. For a
list of gifts contact Mail Order, or check out our website.

This is how it works. Every time you spend AUS$25 we'll give you
one Skulz token, if you spend AUS$50 we'll give you two and so on.
Once you have ten Skulz you can send them in and choose a free
gift from the 10 Skulz’ category. However, you can continue to
collect and choose from the extra special gifts by collecting 25
Skulz. It doesn’t stop there though, claim some awesome gifts by
collecting 50 Skulz! Please bear in mind that aff the gifts are subject
to availability. In the event that a gift is unavaitable we ask that you
make a second choice. Should your second choice also be
unavailable Mail Order shall contact you 1o arrange a replacement.

PS. The Emperor has chosen to help you on your arduous journey,
with freebie Skulz tokens along the way!

This Skulz offer is open to residents of Australia,
New Zealand and South East Asia.

FIND US ON THE WEB

www.games-workshop.com.au

+a4¢%., MAIL ORDER ENQUIRIES: (02) 9829 6111

Replacement item:
(If your first item is not available, we

To claim your gift send your Collector’s Card

SKULZ Promeotion
~ Games Workshop Mail Order,
PO Box 576 Ingleburn NSW 2565 Australia

Games Workshop may use the above information to make offers (both from Games
Workshop Group and its subsidiary companies) which we feel may be of value to you.
[ Tick here if you do not wish to receive news of further offers from Games Workshop.

Terms and condiions can be found oa the SKUOLZ Calalogue The SKULZ
prosiotion 1 oparated by the Games Wotkshop Ma#t Ordet based at 23 Livarnoo! Streat
Inglshum NSW 2565 Australta and 1 cuttently only avaduble 1o customers fiving in
Auvstralia, New Zealand and South Fast Asia SKULZ may only be redeemed by
sending the SKULZ aitached to a Collectors Card by post to Games Workshop Mal
Order {see ahuve for the address) and may not be redeemed through Games Workshop
stores. Games Wotkshop is a 1egsstered tradernark of Games Wekshop Lid. & 2000 Al
nghts teserved




