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Citadel Miniatures supplicd
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Warhammcr is a tabletop game for two or more

players where you become the fearless
commander of a mighty army - assembling and

painting your own army in readiness for battle! b
The huge starter sct contains the following: il
- 288 page rulcbook - 1 Orc Warboss + 3 weapon templates 3
- 38 Empire Soldiers - 35 Orc Warrtors - 8 assorted dice o
- 1 Empire Cannon + 1 Orc War Chariot - 2 range rulers A

- 1 Empire General - 1 ruined building
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FEATURES

1 Games Workshnp News‘
The latest from Games
Workshop's Headquarters.

Arcane Lore: Dwarls
Gav Thorpe walks us through
Warhammer Armies: Dwarfs.

Chapter Approved:

imperial Guard Armoured

Company Preview List
_Treaheads, start your engines as

Jervis Johnson presents a preview

army list full of your favourite tanks!

44 Tactica: Sisters Veteran 40K player
Matthew Sprange talks about his
favounte army, the Sisters of Batile.

Mike Walker: Dicing with Magic
* Regular White Dwarf contributer
.. Mike Walker explores the new
Warhammer magic system.

- Spotlight on: Colin Dixon _
- A comprehiensive interview with the
man who made the Dwarfs

Games Workshop Stores
What's going on at your local
Games Workshop store.
Sydney City Presents
Grant Peacey goes “Old School”.
78 Chapler Approved:
Transport Vehicles in 40K
Peter Haines presents revised rules
for 40K transports.
02 EGames Workshep Stockists
* Where are they?.
1%5¢ Mail Order
= Deals from da Trollz and this
- month's new releases.
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Thorek Irnnbrow,

Master of the Weapon
Shops of Karak Azul The
Master Runelord of Karak Azul
has brought along his Anvit for a
demonstration.

Golden Demon 2000 (part 1)
Just what you've been waiting
for. the winners!

Woadland Sefting

Glenn Lamprecht talks about his
Golden Demion 2000 winning
entries.

The Pain of The Torturers
We delve into the dark woild of
Troy Forster's Dark Eldar army.

Wurrzag Ud Ura Zahubu
The chosen emissary of Mork
is seeking the Once And

Future Git.

The Reclamation of
Karak Eight Peaks
Fiction.

Grudge Bearers
Nerw Releases to build your
Dwarf army.

Scenery Workshop:
Making Hills
Nick Davis talks us through.

BATTLE REPORT

The Assault on

Karak Eight Peaks

Phit Kelly, Space McQuirk,
Paul Sawyer, and Gavin
Thorpe put the new Dwarf list
through its paces against a
Night Goblin and Skaven
alliance in this historic refight.
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Dave Taylor
Gentlemen! Start your
engines!

The Imperial Guard
Armoured Company is here!
And | couldn’t be happier. How
cool is this? An army list that

allows you field squadrons of
Leman Russ Battle Tanks,

month’s two-part Chapter
Approved. Jervis Johnson and
Pete Haines serve up some
great 40K fare in the pages of
this very issue.

On the home front we take a
look at some of the winning
entries from the Golden Demon
Painting Awards held last year
at Games Day 2000, including
the fantastic Slayer Sword
winner. Glenn Lamprecht, from
Brisbane, tells us a bit about his
inspiration.

We aiso delve into the

DAVE TAYLOR’S EDITORIAL

Nick Davis runs us though his
step-by-step guide to making
hills for your gaming table, while
Matthew Sprange shares with us
his ideas on fighting with
Sisters of Battle.

Warhammer fanatic Mike Walker
fets us in on a few hinis about
the new Warhammer magic
system and our Spotlight this
month is turned on Colin Dixon,
figure sculptor extroadinaire.

And you thought this issue was
going to be full of stuff on
Dwarfs!

Vanquishers and Basilisks.
That’s right, its very cool!

Treadheads will be more than
happy as they wade through this

nightmare world of the Dark
Eldar with Troy Forster’s
Haemonculi army. Grab the
pain-killers, this could be a
tough read.

THE
GRUDGE
BEARERS

The Dwarf Armies book is due for
release this month! The
Warhammer guys have certainly
captured the character of these
dour, steadfast folk in the army list
and, more importantly, the
background section.

We’'ll be showing off some of the
great new miniatures this issue and
Paul Sawyer and co-author of the
new army book, Gav Thorpe, take
their bearded brethren to the field of
battle to stave off the combined
threat of Skaven and Goblins in this
month’s battle report. A bloodbath it
most certainly is!

Right: Colin Dixon
is responsible for
tmany of he great
new Dwarf
miniatures.

2 NEWS

Colin Dixon, the man
responsible for many of the new
Dwarf miniatures, is Spotlighted
this month as well as bringing
you rules for the mightiest of
Runelords, Thorek Ironbrow,
who stands resolutely beside
the Anvil of Doom.

In addition to all these great
Dwarf features we've decided
to provide you with your very
own Book of Grudges,
completely free with this
issue of White Dwarf. The
great Dwarfen spirit of
vengeance can be kept
alive between you and
your opponents as you
record the detail of
ignominious defeat and
crushing victory in this
humble tome.

Don't forget, the spirit of
revenge is not limited to
Dwarfs. We all like to
avenge those losses
we've suffered at the hands of
our fellow gamers!

Right: Warhammer
Armies: Dwarfs,
released this month,
has a trusty companion
in the form of the Great
Book of Grudges.

THe GreaT BOOK OF GRUDGES
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TOURNAMENTS!

Our first Australian Rogue Trader
Tournaments have rolled off the
production line and there are a few
more planned in the coming months.
Keep a close eye on the pages of
White Dwarf and the Tournament
pages our website, www.games-
workshop.com.au (just follow the
Tournament link from our homepage).

Our Tournament pages will continue to
develop as time goes by. Keep

2001

TOURNA

Tr_le first Australian Grand Tournament
Wll.l be held later this month in
Brisbane. Modelled closely on the
Successful styles of the UK, the US,
and NZ (well done Chrus!) the
Australian Grand Tournaments will be
ery prestigous affairs, with the best
nobbyists from around the region

indulg_ing in a fantastic hobby
experience.

checking it for updated information and
for details of Rogue Trader
Tournaments that will be held around
the country.

If you are interested in running a
Rogue Trader Tournament yourself
there is an introductory PDF you can
download, or call da Trollz on

(02) 9829 6111 and they’ll post

you a hardcopy!

RAND
MENTS!

The dates for the Australian Grand
Tournaments are as follows:

Brisbane: 17-18th February
Sydney: 10-11th March
Melbourne: 24-25th March

The New Zealand Grand Tournament
is planned for early September in
Auckland. Stay tuned for more details.




and it was at this showease of local
modelling talent that Dave and Lauric ran
many games of Warhammer and 40K (in

very poot French) They also showed the
Noumean fans a few things about painting
Citadel miniatures.

IT’S A HARD LIFE! FMR now run regular gaming and pamting

Last October Dave Taylor (White Dwarf days i addition to their dedication to
Editor) and Lauric Goodridge (Mt Gravatt  “traditional” modclling. Dave and Lauric
Store Manager) were invited to sunny would especially like to thank Thierry,
New Caledonsa 1o present the Games Francois, Didier, Jean-Claude, Eric, and
Workshop Hobby to interested modellers the members of FMR for their fantastic”
from FMR (Les Fanas du Modelé Redust).  hospstality during their weck in the sun.

:1::0:;2';"008 Lo et We wish FMR the best of luck, and sf
readers would like to get i touch with

The association runs a bi-annual event the association, please contact Dave Taylor

called ‘Grand cxposition de Magquettisme’, at White_ Dwarf@games-workshop.com.aun

Far Left: Dave explains the finer points of a
Bretonnian cavalry charge.

Top: The games in progress.

Above: Laurie continues {o instruction of 40K

GET INVOLVED

Jarrctt (middle of photo) and Joe (far

. right) from Games Workshop Woden
visited the Marist College Games Club to
fudge 2 pamting compctition and have a
chat with its members.

If you arc interested in starting a club at
your school, fust drop into your local
Games Workshop storc or stockist and ask
W the staff for ideas on how you can get
started.”

=

At the time of writing Matt Weaver is

taking a well-earned break. Regular

service will resume next issue.

4 NEWS




Dwarf Rangers (3 models per blister) $14.95 $16.95
R b Dwarf Ranger Command (3 models per blister) $17.95 $19.95
OR*WARHAMMER: Dwarf Lord (1 model per blister) $14.95 $16.95
. Dwarf Army Deai (loads of modeis) $300.00 $16.95
,,?,;mammer Armies: Dwars (80p army book) " $29.95 $34.95 ORCS AND GOBLINS
Thorek Ironbrow & the Anvil of Doom Wourrzag, Savage Orc Shaman (1 model per blister) $21.95 $23.95
{1 Runelord, 1 Assistant, and 2 Guards)) $54.05 §50.95 Savage Orc Boar Boyz (1 model per blister) $13.95 $15.95
pwarf Longbeards (3 models per biister) i $14.95 $16.95 Savage Orc Boar Boyz (1 model per blister) $13.95 $15.95
Dwarf Longbeard Command (3 models per blister) $17.95 $19.95
awart Thunderers (3 models per blister) $14.95 $16.95 WARHAMMER REGIMENT SETS
4 ' Dwarf Thunderer Command (3 models per blister) $17.95 $19.95 Dwarfs (16 model boxed set) $34.95 $39.95
™ §
Left: Longbeards are dour,
old Dwarfs who find litfle of
| value in today’s world.

Things were always better
when they were lads.

Right: More progressive
Dwarfs have embraced
black powder weapons and
the Dwarf Handgun is more

accurate than its Empire
counterpart.

r points of a 1
: i Left: Dark times have
] come to the Old World
uetion of 40K when Dwarfs must keep

dedicated scouts above
ground. These Rangers
are well equipped to deal
with any Dwarfen enemy.
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Right: Gav
THIS MONTH’S RELEASES Thorpe’s very
FROM THE BLACK LIBRARY: first novel. A
131h Legion A nove by Gav Thorpe $12.95 $1495 f,:‘;’}L’ :3"“'
Warhammer Monthly Issue 37 $495 $5.95 Chancers.
Citadel Journal 41 $9.95 $11.95
BFG magazine 2 $9.95 $1195
Warmaster magazine 3 $9.95 $11.95

Epic 40,000 magazine 2 $9.95 $11.95
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Gav Thorpeis =~ ..

currently biding out

in Games

Development,

claiming to be

‘Warbammer

| Loremaster.” He bas

| written and contributed towards too

! many games and supplements to list
bere. He says, “Lots of people think
it’s about time I got my bair cut and
acted like a grown-up.”

.Jl
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change this - it just wasn’t on the
cards. Howeyver, this 1” less of
movement makes a big difference
when the fighting gets in close and
personal. Firstly, the marching rule, is
based around 8" which is the charge
range of your average infantry unit.
This means that a unit can often
manoeuvre in such a way that in the
next turn it can charge a unit that is
stopping it from marching. Not so
with the Dwarfs’ shorter legs, which
meant that all manner of skirmishers,
fast cavalry and flyers could make your
whole army grind to a halt and mill
around while getting shot to bits or
charged in the flanks by the enemy’s
faster units. Secondly, the shorter
movement distance of the Dwarfs
made it harder for the close combat
units to mutually support each other -
move around to attack the flank of an
engaged enemy, for instance.

So how did we deal with this
situation? The ‘Relentless’ rule. This
allows Dwarf units to march even
when within 8" of the enemy. Now, I
was really torn between including
Relentless and leaving it out, because
there is a strong argument that it was
a rule that basically negates one of the
weaknesses (and therefore character
traits) of the army. On the other hand,
the feedback I was getting from our
playtesters was that with the
Relentless rule, they found the best
Dwarf armies had units of Warriors in
that weren’t necessarily missile troops,
which is something I want to
encourage. So Relentless was in, and

i T

Dwarf artillery preparcs to send a deadly fusillade of iron, stonc and firc into the coemy.

then out, and then in and out again as
I tried to make up my mind.

In the end, it stayed in, because the
rule doesn’t really make the Dwarfs
faster except when the fighting gets
up close and personal, and secondly
there is a part of the Dwarf
background (close tunnel fighting,
disdain for enemy’s fighting ability)
that would suggest Dwarfs wouldn’t
be too fussed about the proximity of
their foes. The casting vote was on
tactical grounds though, because the
Relentless rule makes attacking with
Dwarfs a distinctly feasible plan. Yes,
attacking with Dwarfs!

THE ARMY LIST

As well as the Relentless rule allowing
a Dwarf player to take the fight to the
enemy, a couple of units'in the army
have been given special rules to allow
the Dwarf commander to take some of
the initiative and force the issue on
their opponent. These are Miners and
Rangers. Miners are very characterful
of Dwarfs, and the miniatures are
amongst my favourites of all time, so
it was almost inevitable that we’d do
something special with them. We had
ideas for them building defensible
obstacles for themselves or tunnelling
up into the middle of the battlefield,
but settled on Alessio’s Underground
Advance which basically allows them
to outflank the enemy. This means
that Miners can get stuck in to the
enemy when they turn up, forcing
your opponent to think twice about
hurling himself forward and leaving

his missile units and war engines
behind.

The second unit are Rangers, the most
famous of whom are of course
Bugman’s lads. Rangers are Scouts,
but unlike the Scouts of other races,
Rangers don’t skirmish. For a start,
skirmishing just seems inappropriate
for Dwarfs — shoulder-to-shoulder
against the world is a more Dwarfish
attitude than prancing about like an
EIf. Secondly, this genuinely makes
Rangers unique in Warhammer, as no
other unit can be deployed in Scout
fashion whilst still being a full combat
unit with ranks and all the rest. Like
the Miners, Rangers can be used to
really force your opponent to
reconsider his plans.

All the usual stuff is there, the missile
troops, elites and so on. Dwarf
handguns now get a +1 to hit at short
range to show that they are superior
to the shoddy human ones and to
make them more of a choice
compared to crossbows. Longbeards,
Hammerers and Ironbreakers have
their traditional roles, with just a
simple little difference to make each
different and individual, but without
adding rafts of special rules to
complicate matters unnecessarily.

The war engines have had a bit of a
makeover too, as you might expect.
Cannons, Bolt Throwers and Stone
Throwers are as they were, and Flame

-Cannons are pretty much the same

too (ie, downright nasty to the
enemy!). Gyrocopters have been

10 ARCANE LORE
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machi e a composite profile,
and w:ir: z‘éded in some rules that
.+ it's much better flitting abogt
its steam cannon and c{(la}ralssmg
than getting stuck into
£ ﬂ::i)nrgbat. Thge Organ Gun has also
undergone 2 fairly radical Sha.ke-l‘lp,..
making it more akin t0 the Volley Gun
of the Empire rather than ‘ﬁve .small»:~
Cannons. This was partly lnspu:ed by
the model (which looks more like five
il-like barrels than small cannons)
and also to re-emphasise the strengths
of Cannons. SO, the Organ Gun now
has possibly the shortest range of any
war engine, but is great for trashing
units of multiple Wound creatures
<uch as Trolls and Kroxigor, or
armoured nasties like Chaos Knights.

The Anvil of Doom obviously had to
be reworked to fit in with the caol
new (wheelless) model. Instead of just
the one lightning zap, the good old
Anvil now has four spells it can use,
and operates pretty much along the
same lines as a Wizard of another

race, with Power dice, casting values
and the rest. The spells are based
upon the four elements, representing
the fact that the Anvils use some of
the oldest and most potent runes
there are. This not only gives the
Dwarfs something to do in their Magic
phase if they want to, it even means
your opponent might find it
worthwhile to invest in a Dispel scroll
ur two. Keeping your enemy guessing
like that is never a bad thing!

THE RUNES

Access to magic and magic items has
been curtailed in the new edition, and
the Dwarfs are no exception (although
a teensy bit more magic item heavy, as
befits their background). As before,
the real strength of Dwarf magic items
lies in the customisation allowed by
the Runes system, Some Runes have
gone (none youw’ll miss, I suspect) and
Some new ones have appeared. My
Ifavourites include the Master Rune of
Taunting which can force an enemy
unit to charge the banner bearer (try
avoiding that unit of Ironbreakers led
by the General now, hah!), the Master
Rune of Steel which forces the enemy
to 1"e-roll successful ‘to wound’ rolls
against the character, and the Master
Rune of Balance which allows you to
“}Ck one of your opponent’s Power
dice and add it to your Dispel pool!

THE OTHER BITS

Something else I'm really proud of
this time around is the manner in
which we’ve treated the Dwarfs’
background. We were determined to
give readers a clear idea what it was

like to be a Dwarf — how they felt

about Elves and Gobbos, the loss of
their empire, the shoddiness of
humans — and the text really gets this
across. My praise goes to Space
McQuirk who wrote a lot of the
background pieces, and believe me
sometimes you’ll laugh, sometimes
you’ll cry and sometimes your chest
will swell with pride at being a Dwarf.
Rick Priestley has also dug up his old
notes on Khazalid, the Dwarf
language, and this is now presented in
all its glory, with an expanded lexicon
too. So if you want to hurl insults at
your enemy in true Dwarfen, now you
can (if you can work out how that
damned Dwarf sentence structure
works!). And I would be greatly amiss
not to mention the fantastic works of
art produced by, amongst many
splendid artists, Paul Dainton and
Alex Boyd. To say they’ve captured the
Dwarf spirit and shown the Dwarf
empire in a wonderful, rich new light
may sound a bit like I'm crawling, but
just have a look at it and try to
disagree with me...

THE RESULT?

Well, the best Dwarf book ever, of
course. I would say that, but by
Grungni I think we’ve done it! A
characterful Dwarf army that even the
most cynical tournament player might
be interested in; rich, evocative
background and art that makes you
want to pick up the nearest axe and
start searching out Grobi and Urki.

And the future holds some interesting
stuff too. There’s wild talk abut
bringing back the Gob-Lobber, a Kill-
Dozer has surfaced more than once,
and if we can just persuade Forge
World to do a Dwarf Juggernaut, we’ll
be singing all the way back to the
Hold. As Durgrim Redmane

would tell us;

‘I'm right proud to be a
Dwarf, and you’s best
not forget it.’

Cheerio

?

.




MASTER OF THE WEAPON SHOPS OF KARAK AZUL.

“Now you young uns might be thinking that nowt’s as
good as it used to be,” grumbled Durgrim Redmane,
eyeing the gathered beardlings. “Well there’s summat in
that, but it’s not all bad. Take this here tavern,” he
continued, including the whole of the smoky room with
2 wave of his band. “Couple of hundred years ago this
was all rock.” His drunken audience admired the bar
anew with bleary eyes.

«“and that’s not all. There are even a few folk, like myself,
who try to follow the old ways. Not many, but enough to
give you young ’'uns all hope. Take old Ironbrow,
f'rinstance. Yowve all heard of him, haven’t you?”
Durgrim glanced over the rim of his ale mug at the
attentive Dwarfs, but didn’t bother waiting for a reply.
“Thorek’s a Dwarf of the old times. Karak Azgal’s where
he lives and where he’s master of the armouries. Lucky
Iot to have him too. He’s got one of them Anvils of Doom
that were made by Kurgaz and he knows more of its
secrets than most of those that have ’em. And he’s not
afraid to use the power in it, not like some so-called
Runelords I could mention. Anyway, like I was saying,
he’s a proper old fashioned Dwarf with little time for
them modern ideas on how to forge weapons and
armour. Nor does he care what runes are fashionable
this century or that. If it was good enough for our

]

Thorek Ironbrow and the Anvil of Doom

ancestors in the War of Vengeance, it’s good enough for
Thorek Ironbrow. I've heard him say as much himself,
and I felt right proud to hear it.

Now I can see that some of you are thinking ‘What about
progress?” Well that’s all nonsense. Anyone can tell you
that’s just muddle-headed Elf thinking. After all, we’re
doing worse not better, and what we really need is a
return to the good old days, not some new-fangled
replacement for things that weren’t broke.
Thorek Ironbrow is a worthy role model for any of you
that fancy yourselves as Runesmiths. You could do a lot
worse than trying to impress him with your skill and
understanding of the old ways, though it'll be right bard.
He demands the highest standards and expects nothing
less than your total commitment. Can’t afford to mess
with the power of an Anvil of Doom if you're all half-
hearted.” Durgrim paused, a far away look in his eyes.

“When they were made, all the Anvils could use the rune
they’re named for, but now I reckon it’s just Thorek’s
that can do that. Mainly that'’s down to old Ironbrow
himself. He knows more about the runes than any other
Dwarf alive, and that’s just 'cos he’s spent his whole life
reading the ancient texts and talking with the oldest and
wisest Runelords.” Durgrim eyed his audience carefully.
“And paying attention to his elders.”
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THOREK IRONBROW
S M WSBS S T W I A Ld
ek . -3 6 4 4. 5 3 3 .2 10
34 437 4°1°2°1 9
Thorek is the Master Runélord of Karak Azul and,
some say, the greatest Runelord alive. He can be
1aken as. a Lord choice in a Dwarf army. He must
be fielded exactly as presented bere, and no exira
\ pquipment or rune items can be bought for bim.
The cost of bis rune items, Anvil of Doom, Kraggi
and Anvil Guards is included in bis total cost.

Points: 500. Note that while Thorek still lives, no
Victory points are scored — this is different to the
normal Anvil of Doom rules.

Weapons: The rune-hammer Klad Brakak.

Armour: Thorek’s rune-armour.

RUNE ITEMS

Klad Brakak: Thorek’s anvil-headed hammer is a
formidable weapon of war as well as a useful tool.
In his position as Master of the Weapon Smiths of
Karak Azul he has access to a vast amount of
ancient rune lore. From his researches and
experiments, he has designed a new rune which he
has struck onto his hammer. This rune is unique to
Thorek’s hammer, Klad Brakak, as he only made it
a couple of centuries ago and wants to give it a fair
trial before using it again.

In battle it is easy to find Thorek as his hammer
shatters armour when it strikes, making a sound
like thunder. No armour saves are allowed against
Klad Brakak and if the target fails its Ward save (or
does not have one) then any armour they were
wearing and shield they were carrying are
destroyed, This includes magical armour and
shields.

In:'raddltion, Klad Brakak bears the Rune of Fury
which gives Thorek +1 Attack.

Thotek’s rune-armour: This is inscribed with the
Master Rune of Gromril which gives him a 1+
armour save,

| ANVIL OF DOOM
Thorek always brings his Anvil of Doom with him
to battle. This works exactly as described on
pages 8 & 9 of the Dwarf Warhammer Armies book
with the additions noted below.

. Assistant at the forge: Kraggi, the best of Thorek’s
assistants, accompanies him to battle and helps
him by preparing some of the runes. Most of the
time this is a big help and speeds things up. but
Occasionally his lack of experience (he’s hardly

——— e,

been smithing a century) lets him down and he
makes a mistake. While Kraggi is alive Thorek gains
one extra dice per turn to cast runes with.
However, it's important to keep track of which one
this is (by using a different coloured dice, for
example) because if this extra dice rolls a 1 Kraggi
has done something wrong and the rune is miscast.
This ends the Dwarfs’ Magic phase as normal.

Kraggi fights with the forge tongs (counts as a hand
weapon) and wears an apron to protect him from
the intense heat (counts as light armour).

When Kurgaz forged the Anvils of Doom many
centuries ago, the most potent rune they had
beaten onto them was the Rune of Doom, after
which they were named. However, this rune is so
difficult and dangerous to use that its secret has
almost been lost. Some have not ever dared to use
it or have never seen a threat they deemed
sufficient to warrant its power. Others have tried
and failed to contain and focus its might and their
anvils have been torn apart by the uncontroled
energies. Today, the only remaining Runelord who
has the skill and courage to attempt it is
Thorek Ironbrow.

RUNE OF DOOM 12+ to cast
When this rune is struck, the air grows chill and the
skies turn dark. Ghostly forms of ancient warriors
appear amidst the Dwarfs on the battlefield,
bolstering their ranks and their courage. These are
not ghosts as such, but a manifestation of the
Dwarfs’ own grim and doom-laden nature. Their
anger at the loss of their mighty civilisation and the
desecration of their Holds fills them with a
righteous fury that is terrible to behold, and their
normally grim faces are set with an expression of
black vengeance.

All the Dwarfs in the army cause fear.

Once cast, the effects of the Rune of Doom last
until it is dispelled, until Thorek chooses to end it
(which he can do at any time), uses another rune,
or is slain

However, if you miscast when rolling to cast the
Rune of Doom then disaster has struck. The power
of the rune tears the Anvil asunder. Thorek, Kraggi
and any surviving Anvil Guards each take a single
Strength 7 hit from the blast. The Anvil is destroyed.
and the survivors form a small unit of their own.

Note that as you've been reminded of the doom of .
your race and that your Golden Age has long
Dbassed you should feel free to grumble about it
(and don't forget to mention that it'’s the Elves’
Jfault). This bas no game effect, but is entirely in
character and may make you feel better.
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Lord Brimstonc Toecutter was content.

His sturdy Dwarfs had righted 2 wrong. avenging their
sncestors by smiting many hated” Greenskins. The twelve
Bugman's Brews he bad consumed were also helping his
fecling of contcntment. Now, back in their stronghold.
preparations were underway to celebrate the crossing out
of an cotry 1 the Great Book of Grudges.

Withous warning, and with an almighty crash, 2 green
shape smashed through the roof. kt splattered over the

floor and most of Imbrul Rockguts was covered in a W ARHA M - . OLY

smattering of green slop and body parts.
Closer tospection revealed the shape had once been a |+ Warhammer Al'my Book

Goblin Doomdiver. Messing up the hall of his ancestors! (Qf your choic:) $13 0'
®

The outrage could not be tolcrated. Putting down the + Warhammer Paint Set
Grest Book and a his quill, the Dwarf Lord stormed

through the hall The Greenskins were here. The filthy

Greenskins were attacking his stronghold. ; HAMM
; Annnn

=2

-—

Well, thought Toecutter, no need for the Dammaz Kron
today. We can deal with this immediately.

The celebration would just have to wait until later.

Come and join in the fun as the
Ores attempt to destroy the Dwarfen
Stronghold at all the Queensland stores.
Then join the celebrations afterwards at
the Chermside Grand Opening Sale.

-

WARHAMMER 40,000

GW BRISBANE
: . + 40K Codex
- é?;rh;: télli’:‘l;:.l:y (of your choice) $130'
- 1st & 3rd February + 40K Paint Set
GW CHERMSIDE

8 . oth & 11th February
CHERMSIDE GRAND 25% OFF

GAMES WORKSHOP OR GAMES WORKSHOP OR
OPENING SALE CITADEL PRODUCTS CITADEL PRODUCTS
22nd-24th Febru This voucher eatitles you to 25% This voucher entitles you to 25%
d e eb naLy off the RRP of any one item. off the BRP of any onc tem.

Buy any 3 blister packs and get the

one with the lowest price FREE! O O

Buy any 3 boxed sets and get the 10% FF 10% FF
uy any 8 GAMES WORKSHOP OR CAMES WORKSHOP OR
one with the lowest price FREE! CITADEL PRODUCTS CITADEL PRODUCTS

/ This voucher etitles you to 25% This voucher cntitles you to 25%
You don't need to cut these vouchers out, off the RRP of any one item off the RRP of zny ose item

just bring your White Dwarf along with you!

PIaifs__e Note: These Vouchers are only redeemable al Games Workshop Chermside on 22nd-24th Febriary 2001. Only one voucher can be used per product,
These vouchers are nol to be used in conjuction with any otfier affer. Games Workshop Gift vouchers may not be purchased with the vouchers.
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ARMOURED SPEARHEAD
Armoured Companies are used to
spearhead attacks and undertake
important missions. When not on such
missions they will be kept in reserve
behind the main fine. It is extremely rare
for them to be used to hold sectors of
the front line or undertake Standard
missions, and they are completely. ..
unsuited to Raid missions. Therefore,

~the normal rules for picking mis$ions and
deciding who is the attacker do not
normally apply to games that include an
Armoured Company on either side.

In games that include an Armoured
Company both sides always use the
standard force organisation, and the
actual mission to be played is
determined by rolling on the Armoured
Company Mission table below. Players
preferring to make things simpler can
simply choose the mission instead of
rolling randomly.

The Armoured Company will always be
the attacker, even against Dark Eldar,
unless the mission table says otherwise.
IMPORTANT: If both sides are fielding
Armoured Companies then the new
‘Tank Amrmageddon’ mission included
with this list must be used; there is no
need to roll on the Mission table.

ARMOURED COMPANY MISSION
TABLE
1 Roll again:
1 Sabotage (Armoured Co.
must defenq)

2 Ambush (Armoured Co.
must defend)

3 Strongpoint Attack
(Armoured Co. must defend)

4 Cleanse

5 Night Fight

6 Recon

Take And Hold

Bunker Assault

Rearguard

Breakout

Blitz or Armoured Thrust

(roll off to see who decides)

DG hWON

Designer’s Note: If you are playing
large games with multiple detachments,
as described on page 131 of the
Warhammer 40,000 rules, then you can
choose to either use the normal rules for
& picking missions, or treat the game as

& an armoured engagement. If you decide
i lo fight a normal battle then the normal

+ rules for picking missions and choosing
i+ forces apply, while if you go for an

?.:f; armoured engagement then you use the
© new rules presented here. As a rule of

thumb, if 50% or more of the force for
& either side is made up of Armoured

o Companies then the battle should be

i fought as an armoured engagement.

18 CHAPTER APPROVED

NEW SCENARIOS

The following two new scenarios can
only be used if an Armoured Company is
fielded by one or both sides. For details
of when to use the scenarios see above.

Tank Armageddon: Tank vs tank battle.
Set up as for Patrol. Game lasts until
one side is reduced to half or less its
starting number of vehicles at the end of
a turn. If both sides are broken in same
tun then the game is a draw.

Armoured Thrust: The Armoured
Company has broken through enemy
lines and is rampaging about. Use the
rules for the Blitz mission, except the
attacker enters on his table edge on the
first turn, and the Fortifications,
Infiltrators, and Preliminary
Bombardment rules are not used.

USING THE ARMY LISTS

The Armoured Company army list is
structured in a rather different way to the
army lists included in the Warhammer
40,000 rules and Codexes. It is split into
two sections: the army list, and the
vehicle inventory. You use the army list
to pick the units that will make up your
army, and the vehicle inventory to decide
exactly what type of vehicle the unit is
equipped with. The reason for using this
seemingly arcane system is simply that
many of the units in the army list can
pick from a number of different types of
vehicle, and if we included the vehicle
details each time they appeared in the
list (ie, we showed the details of the
Leman Russ for each and every unit
allowed to use it) then the army list
would be two or three times as long —
and rather repetitive to boot!

The army lists are used in conjunction
with the standard force organisation
chart. The chart is split into five
categories (HQ, Elites, Troops, Fast
Attack and Heavy Support), which
correspond to sections in the army list.
To choose units you need to look in the
relevant section of the list and decide
which unit you want and how many
models will be in the unit. The entry will
also tell you what types of vehicle can be
chosen for the unit from the vehicle
inventory. Refer to the inventory to find
the points cost of the vehicle and any
upgrades you may want for it.
Remember you can't field models
equipped with weapons or upgrades not
shown on the model.

The total points cost for the unit is equal
to the points noted for the unit in the
army list, plus the points noted for the
vehicle and any upgrades you've taken
in the inventory. Subtract this total from
your army’s total points, and then go
back and make another choice.
Continue to do this until you have spent
all of your points. Then get ready to
rumble!

VERY IMPORTANT NOTE: Most of the
entries in the army list section include
profiles and weapons for a vehicle’s
crew. From these the only really
important elements for 99.9% of the timg
will be the points cost and the Ballistic
Skill (BS). The points cost (if any) is
added lo the cost of the vehicle the crew
are manning, while the BS is used to fire
any of the vehicle’s weapons. We've
included the rest of the details in case
the crew manage to escape from a

.

vehicle with the ‘crew escape “

mechanism’ upgrade (see the vehicle
upgrades rule in the Armoury). Note that
vehicle crew may not use any weapons
or wargear while they are in their vehicle!

ARMY LIST ENTRIES
Each army list entry consists of the
following:

Unit Name: The type of unit and
limitations (if any) on the maximum
number you can take (eg, 0-1).

Profile: These are the characteristics of
the unit type, including its points cost.
Where the unit has different warriors,
there may be more than one profile. As

most of the units in the game are vehicle

crew, the only important elements of the
profile wilf be the points cost and the
Ballistic Skill, as noted above.

Weapons: The unit's standard weapons.
Like the profile, these will only be used
by the crew of a vehicle if they are
forced to dismount.

Unit Size: The number of models
allowed in the unit, all of which count as
a single choice on the force organisation
chart. Often this is a variable amount, in
which case it shows the minimum and
maximum unit size.

Options: Lists the different equipment and
vehicles the unit may have. It may also
include the option to upgrade one or more
models in the unit to a special status.

Special Rules: This is where you'll find
any special rules that apply to that unit.

VEHICLE INVENTORY ENTRIES
These are very similar to the army list
entries and consist of the following:

Unit Name: The name of the unit and
limitations (if any) on the maximum
number you can take (eg, 0-1).

Profile: The front, side and rear armour
values of the vehicle, and its points cost.

Type: What type of vehicle it counts as

under the Warhammer 40,000 rules (eg,

skimmer, tank, etc).

Weapons: The vehicle’s standard

weapons.

Upgrades: Lists the optional weapons
" -

|

—
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FORGE WORLD RESIN MODELS
e allowed the option in the army lists of
Jsing some of the resin models preseritly
¢ by Forge World. All references
World’s Imperial Armour -
 hi-les are in italics to help you spot
m:? :sasily. The vehicles included in this
jist are the Salamander Scout Vehicle,
Leman Russ Conqueror, and Destroyer
Tank Hunter. Any Forge World vehicles
not included in this list can be added by
yeing the guidelines in the Vehicle

ian Rules article from White Dwarf
253 or in the Imperial Ammour book.

SPECIAL RULES
Designer’s Note: In games where the
fallowing Lucky Glancing Hits and
Infatry Support rules are used, they
apply to both sides, so make sure that
your opponent is aware of it at the start
of the game-. If you don't let your

onent know before he sets up, then
the rules apply to you but not to him!

Lucky Glancing Hits: Even the most
heavily armoured vehicle has certain
jocations which are especially

vulnerable. For example, most vehicies
have vision slits through which a shot
could pass, and often crewmen will open
a hatch 1o look out, which will leave them
exposed to enemy fire. Turreted tanks
are at risk o shots which hit the ‘turret
ring’ where the turret is joined to the hull,
and which can leave the turret jammed
ifi place and tinable to move. And of
tourse most vehicles are vulnerable to a
lucky shot that strikes their fragile tracks,
wheels or thrusters and leaves the
vehicle immobilised.

The chance of a shot striking such a
location is very remote, and so in the
nqrmal Warhammer 40,000 rules such
things are ignored. However, when a
'arge number of vehicles are being used
in'a game, and, in particular in situations
Where a large number of models are
dimed with weapons which simply can't
to any damage to a vehicle (Imperial
Guarg armed with lasguns, for example),
en it's important that such things as
lucky hits’ are covered.

Becauss of this, in games where an
Amoured Company ammy is used, the
following Lucky Glancing Hits rule must
be used. Lucky hits are only used for
Weapons that don’t have any chance of
Scoring even a glancing hit on the
vehlclg’s available facing (a lasgun
Sho?tlng at a Rhino, for example). They
“an't be scored by weapons that roll

e

more than one D6 for Ammour
Penetration, or by weapons that re-roll
the Amour Penetration dice (which don’t
really need the help anyway!).

Roll fo hit for the weapon anyway; a
lucky hit occurs on a to hit roll of 6.
When a lucky hit occurs, roll the D6
again. If the second roll is also a 6 then
a Glancing Hit is scored — the shot has
struck a vulnerable point on the vehicle.
On any other roll the shot glances off
and has no effect.

If a lucky glancing hit is scored, roll on
the glancing hit table as normal.
However, if the roll is higher than the
weapon'’s Strength, count the hit as
causing a ‘Crew Shaken’ result instead
of what is rolled.

Exampile: A Chimera is heading towards
a group of four Space Marines armed
with bolters. Normally the S4 bolters of
the Space Marines couldn’t penetrate
the Chimera’s front armour of 12, but
with the Lucky Hit rule there is a chance
of inflicting some damage, so the Space
Marines blaze away at the vehicle. The
Space Marines roll to hit, and get 2, 4, 6
and 6. The 2 and the 4 are ignored, but
the 6s have a chance of scoring a lucky
glancing hit. The Space Marine player
rolls the D6 again, and gets a 3 and a 6!
The 3 does no damage, but the 6
causes as a lucky glancing hit. The
Space Marine player rolis on the
glancing hit table, and scores yet
another 6. However, the maximum score
allowed is equal to the bolter’s Sirength
of 4, so the roll inflicts a ‘Crew Shaken’
result rather than destroying the vehicle.

Lucky glancing hits do apply to hits
inflicted in close combat. However, hand-
to-hand attacks that get a lucky glancing
hit use whatever result is rolled on the
dice, and don't count rolis higher than
the attacker’s Strength as a crew shaken
resutt. This represents the vulnerability of
a vehicle to a well-placed hand-to-hand
attack.

Armoured Company Morale: In the
standard Warhammer 40,000 rules
vehicles are immune to the Morale rules
that affect infantry. This reflects the
added confidence that being in a vehicle
bestows on a vehicle crew. This said, the
crew of a vehicle are not completely
immune to the effects of morale,
especially if the formation they are
fighting as a part of is suffering heavy
casualties and the comm-net is echoing
to the cries of dead and dying comrades.
To reflect this, and to stop Armoured
Companies from having too much of an
advantage over ammies that are subject
to morale, the following special rules
apply to Amoured Company armies.

Once 50% of the vehicles in'an

Armoured Company have been
destroyed and/or immobilised, then
vehicles from the company may only
move if the move they make is directly
towards the player’s table edge, or to the
base line where the unit deployed/
entered the table if it came on at a
different place. If there is no such table
edge then decide randomly which table
edge must be used for the army. Note
that, unlike troops that have been forced
to fall back, the vehicles don't have to
move, but if they do they must move
towards their own side’s table edge.

Note: These rules only apply to vehicles
in the ammy. Thus any infantry that are
lost are not counted for the purposes of
calculating 50% destroyed (though their
transport vehicles would be), and by the
same token any dismounted infantry
may continue to advance on the enemy
even if the vehicles in the ammy have
stopped doing so. On the other hand the
infantry will be affected by the normal
Morale rules.

Infantry Support: Although tank
commanders would like to think
otherwise, tanks require the support of
infantry if they are to operate effectively.
This is especially true in areas that have
plenty of terrain for infantry to hide in.
While as a player you can see those
enemy infantry that are hiding amongst
the trees don't have any effective
weapons to use against your tanks, this
is not true of a tank commander;
enclosed within his steel shell, only able
to see out through vision slits and
periscopes, and surrounded by a
cacaphony of nioise from the vehicle’s
engine and weapons, he has very little
idea of just what is lurking nearby.
Because of this vehicle crew are very
wary of approaching close to enemy
infantry that are in cover unless they
have the support of some of their own
infantry to act as their ‘eyes and ears’.

To reflect this, vehicles will only
approach within 12" of enemy infantry
that are in cover if there are dismounted
infantry from their own side within 6" of
the vehicle when it starts its move.
What's more, a vehicle that staris a
move within 12" of enemy infantry in
cover may not finish a move any closer
to them unless it has friendly dismounted
infantry within 6". Note that the
restrictions apply at the end of the
vehicle’s move, so it is possible to make
a *high speed dash’ past blocking groups
of enemy infantry, as long as the
restrictions noted above are met at the
end of the move. These rules do not
apply to open-topped vehicles.




A character may carry up to two weapons but only one of these may be a two-handed weapon. Within these limits, a
character may add to or replace any weapons he already has with weapons from the Armoury. Each model may take up to
50 points worth of wargear but no item more than once. Wargear and weapons must be represented on the model. Full rules
for wargear can be found on pages 8-9 of the Codex:imperial Guard.
SINGLE-HANDED WEAPONS WARGEAR VEHICLE UPGRADES
Boltpistol . . .............. 3pts Bionics.............. 5 pts Some Imperial Guard vehicles may be
Close combat weapon . ...... 1pt Carapacearmour.......... 5pts fitted with the following equipment (see
Hellpistol ... ... ......... 2pts Fraggrenades ..... ....... 1 pt the entry for the vehicle in the army list for
Laspistol. .... ............1pt Holy relic (Commissars only, no :ztarls) A’tg, ”pogf;jelfl tzke’l’ "t’”“’t be
Plasmanpistol . ........... 10 pts more than one per army). . . . 30 pts AR amogoy (N0 aUDiCteseTal
Power fist* 15 pts Krak grenades 2 pts Poireser R e sarmo vehiole,
R O B A iy ARt = i P'S " Armoured crew compartment. . . 20 pts
Power weapon® .......... 10 pts Master-crafted weapon® . ... 15 pts Camo netting 1pt
TWO-HANDED WEAPONS  Mefabombs.............. SPS  Crow escape mechanism . . . 10 pts
Refractor field* . ........ .. 15 pis
Bolter . . oo e e e 2 pts Scanner 2 pis Extraarmour.............. 5 pts
Combi-weapons* Targeter.. T ol 1 1ppt Hunter-killer missile. . ...... 10 pts
Bolter-flamer .......... 10PtS  Trademark itemn. . . . ... .. .. 5 pis Improved comms
Bolter-grenade launcher. . 10 pts i 7 (One vehicle only) . ..... 20 pts
Bolter-meltagun . . ... ... 15 pts “Officers & Commissars only. Mine sweeper. ... ......... 5 pts
Bolter-plasmagun ...... 15 pts Pintle-mounted storm bolter. . . 10 pts
Lasglnie o, S o St Rough terrain modification ... 5 pts
SHOTGUN - . it e e 1 pt Searchlight. . . ..... ........ 1 pt
' Storm bolter* .............5pts Smoke launchers .. ........ 3 pts
Trackguards. ............ 10 pts
WS BS S T W 1 A Lld Sv RANGED WEAPONS __ Range Str. AP Type
CompanyCommander 4 4 8 3 2 4 2 & 5+ Autocannon 48" 7 4 Heavy 2
Commissar 4 4 3 3 2 4 3 10 5+ Boltgurn 24" 4 5 .Rapid fire
Guardsman® 3 3 8 3 1 3 1 7 b5+ Bolt pistol 12" 4 5 Pistol
Lieutenant 3 3 3 3 1 3 2 8 b5+ Flamer Template 4 5 Assault 1
StormTrooper 8 4 3 3 1 3 1 8 4+ Grenade launcher (frag) 24" 3 6 Assault 1 Blast*
VeteranSergeant 3 3 3 3 3 3 2 8 5+ Grenade launcher (krak) 24" 6 4 Assauft 1*
Vet StomTmoperSgt 3 4 3 3 1 8§ 2 8 4+ Heavy bolter 36" 5 4 Heavy 3
Armour: Front Side Rear _BS ﬁv-ytﬂ? L Te|1np2=late : : ‘P‘s_ stalulﬂ
- : elpistol & istol
1 1
Basilisk 2 10 0 3 Heligun 240 a 5 Rapid fire
Chimera 12 10 10 3
Inferno cannon Template 6 4 Heavy 1*
Destroyer Tank Hunter 14 12 10 3 .
Griffon 12 10 10 a Lasgun / Autogun 24" 3 - Rapid fire
Laspistol / Autopistol 12" 3 - Pistol
Hellhound 12 10 10 3 VARG i 5 5 o
Leman Russ 4 12 10 3 o . -
Leman Russ Demolisher 14 13 11 3 Mitagut 12e_ & - < SSseuit |
Missile launcher (fragy 48" 4 6 Heavy 1 Blast*
Leman Russ Conqueror 14 12 14 3 Eo
: Missile launcher (krak) 48" 8 3 Heavy 1*
i Leman Russ Exterminator 14 12 10 3 -
| - ; Mortar G484 6 Heavy 1 Blast
| Leman Russ Vanquisher 4 12 10 3 . .
Salamander Scout Vehicle 12 10 10 3 e 36 6 6 et
| Multi-melta 24" 8 1 Heavy 1*
i ORDNANCE Range Str. AP Type Plasma cannon 36" 7 2 Heavy 1 Blast*
Battle cannon 72" 8 3 Ordnance 1/Blast Plasma gun 24° 7 2 Rapid fire*
Conqueror cannor®  48* 7 4 Heavy 1/Blast Plasma pistol 12" 7 2 Pistol*
Demolisher 24" 10 2 Ordnance 1/Blast Shotgun 12* 3 = Assault 2
Earthshaker 1200 ¢ 3 Ordnance 1/Blast Storm bolter 24" 4 5 Assault 2
Griffon mortar* G12-48" 6 4 Ordnance 1/Blast “Th h dditional al rules. See |ME
1 " i ese weapons nave aadiiional Speci ruies. e
Desiroy: 7 g % Heavy_1 Diast Weapons section in the Warhammer 40,000 rulebook for more I
| *These weapons have additional special rules. See the vehicle details.
i entry in the Vehicle Inventory for more details.
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ARMOURED COMPANY ARMY LIST

F
HEADQUARTERS

a

f y
e: Jéém”pany Commander ................50points + vehicle SPECIAL RULES

- ; . Comm-Link: The Company
= Eokita/mogs) ws‘v Ll - : S Sv Commander’s vehicle always
o : Gommander 50 4., 4 3 3 2 4 2 8 5+ comes with the ‘improved
- : comms’ upgrade at no
ee Uit Size: One vehicle. additional points cost. In
20; Weapons: Laspistol. addition another vehicle in the
ay options: The Company Commander must be mounted in one of the following vehicles ggmﬁf_ %kn:sy abseg,;'i‘g?: =
i pought at additional cost from the vehicle inventory: Leman Russ, Leman Russ Vanquisher. | ypgrade.
pt {eman Buss Exterminator, Leman Russ Conqueror, Salamander Scout Vehicle.
ts -m, Gompany Commander may be given additional equipment from the Imperial il I
ts " Guard Armoured Company Armoury if desired. Note that he will only be able to use
ts \his equipment if his vehicle has a crew escape mechanism and he escapes after it
has been destroyed.

is
ts p-1 Commissar Tank.................40 points + vehicle |
s
ts Points/model WS BS S T w | A Ld Sv
pt . Commissar 40 4 4 3 3 2 4 3 10 5+
t .
t: Unit Size: One vehicle.
— Weapons: Laspistol and close combat weapon.

Options: The Commissar must be mounted in one of the following vehicles bought at
additional cost from the vehicle inventory: Leman Russ, Leman Russ Exterminator,
|.eman Russ Vanquisher, Leman Russ Conqueror, Salamander Scout Vehicle.

The Commissar may be given additional equipment from the Imperial Guard Armoured
Company Armoury if desired. Note that he will only be able to use this equipment if his
vehicle has a crew escape mechanism and he escapes after it has been destroyed.

SPECIAL RULES

No Retreat, No Surrender: As long as the Commissar’s vehicle has not been destroyed then the Company can ignore
the effects of losing 50% of its vehicles as described in the Morale rules in the special rules section. This rule only
applies if the Commissar can see at least five enemy models or one enemy vehicle at the time that the Company is
reduced to 50% of its vehicles (this restriction is included to discourage players from hiding their Commissar at the back
of the battlefield in a cowardly and most un-Commissar-like fashion!).
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Tank ACe ... ....ccvivurnreusnenn=si25points + vehicle

Points/model WS BS S T w | A Ld. Sv
Tank Ace 25 3 4 3 3 1 3 1 8 5+

Unit Size: One vehicle.

Weapons: Laspistol or lasgun.

Options: The Tank Ace must be mounted in one of the following vehicles bought at an
additional cost from the vehicle inventory: Leman Russ, Leman-Russ Exterminator,
Leman Russ Vanquisher, Leman Russ Conqueror, Destroyer Tank Hunter.

The Tank Ace may be given additional equipment from the Imperial Guard Armoured
Company Armoury if desired. Note that he will only be able to use this equipment if his
vehicle has a crew escape mechanism and he escapes after it has been destroyed. I

Veterans: Roll once on the Vehicle Battle Honours table, p163 of the Warhammer 40,000 rulebook.

SPECIAL RULES l Vi

Storm Troopers ........c..:cvvcc=ve....x. 12 points each

Points/model WS BS S T W I A Ld Sv
Storm Trooper 12 3 4 3 3 1 3 1 8 4+
Veteran Sergeant 22 3 4 3 3 1 3 2 8 4+
Unit Size: The squad consists of one Veteran Sergeant and nine Storm Troopers. I

Weapons: Hellgun and frag grenades. Any model may exchange his heligun for a |
hellpistol and close combat weapon at no extra cost. All models have carapace armour '
and targeters (see the Wargear section in Codex:Imperial Guard for details).

Options: Up to two models may each be armed with one of the following: flamer at

+5 pts; meltagun at +10 pts; plasma gun at +10 pts; grenade launcher at +10 pts. The
squad may be equipped with krak grenades for an additional +20 pts. One model may
carry a comm-link at +5 pts.

Character: The Veteran Sergeant may take additional equipment from the Armoured
Company Armoury.

Transport: Unless using one of the special rules below the squad must be mounted in !
a Chimera bought at an additional points cost from the vehicle inventory. b

SPECIAL RULES

Infiltrators: Storm Troopers are trained to work their way into a forward position on the battlefield. This means that they
may set up using the Infiltrators rule, but only if the mission allows for Infiltrators to be used. If not then they must set up
as normal. Storm Troopers that have a Chimera may not infiltrate.

Deep Strike: Storm Troopers are sometimes deployed using para-gliders or grav-chutes. To represent this, up to one
Storm Trooper unit may deploy using the Deep Strike rules if the mission allows for them to be used. Storm Troopers
that have a Chimera may not Deep Strike.

CHAPTER APPROVED
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Tanksquadron........................Costofvehicles

Ld . Sy Points/model WS BS S T W 1 A Ld Sv

8 5 MUSEEEEw @ - 3 3 3 3 1 3 1 8 5+

(ﬁsize: One to three vehicles. -
o ons: Laspistol or Lasgun. |

e ns: The Tank Squadron must-be mounted in one of the foliowing vehicles bought
!! additional cost from the vehicle inventory: Leman Russ, Leman Russ Exterminator,
) n Russ Vanquisher. All of the vehicles in the squadron must be of the same type,

g

ught at an
linator,

Lema !
rmoured put may have different upgrades.
ment if his
stroyed. —
g SPECIAL RULES g |
Mv—l ‘Squadron Formation: Tank squadrons operate as a vehicle unit, as described on
| page 88 of the Warhammer 40,000 rulebook. However they only need to be within
" | & of each other after they have moved, rather than 2" as is normally the case. !
s each
Ld__ Sv 0 - 2 Armoured Fist Platoon
8 4+ | 4sessascessssssassasases.-.1Command Section at 35 points
8 4 o .isssssszsas=ssss=as.1-3 Armoured Fist squads at 60 points |
pers. L i.ssssessssse=s==ass 0-2 Heavy Weapon squads at 35 points '
,e;'g: ';rfm";ui Pointsf/model WS BS S T W | A Ld Sv
Lieutenant - 3 3 3 3 1 3 1 8 5+
amer at Guardsman - 3 3 3 3 1 3 1 7 5+
0 pts. The Veteran Sergeant - 3 3 3 3 1 3 2 8 5+
10del may
Commissar - 4 4 3 3 2 4 3 10 5+ '

e Armoured  Unit Size: The Command Section consists of 1 Lieutenant and 4 Imperial Guardsmen,
. plus a Chimera bought at additional cost from the vehicle inventory.

nounted in & ‘Weapons: The Lieutenant is armed with a lasgun and sword. The Guardsmen are
armed with lasguns.

Obtions: Up to two models may be armed with one of the following: a flamer at +3pts;
that they a plasma gun at +5 pts; a meltagun at +8 pts; a grenade launcher at +12 pts.

ust set up Two of the Guardsmen may be formed into a weapons team, armed with one of the
following heavy weapons: heavy bolter at +5 pts; missile launcher at +10 pts;
iiohe lascannon at +15 pts; autocannon at +10 pts; mortar at +10 pts.

Jopers One model may be given a comm-link at +5 pts.

The command section may be equipped with frag grenades for an additional 1 point
per model.

Character: The Lieutenant may be given additional equipment from the Imperial Guard
Armoured Company Armoury.

Commissar: The Command Section may include a Commissar armed with a laspistol
and sword at +40 points. The special rules for Commissars in the Codex:Imperial
Guard apply to him. He may be given additional equipment from the Imperial Guard
Ammoured Company Armoury.

Veteran Sergeant: One Guardsman may be upgraded to a Veteran Sergeant at

+10 pts. He may be given additional equipment from the Imperial Guard Armoured
Company Armoury.

SPECIAL RULES
Leadership: Any Armoured Fist squad within 12" of a Command Section may use
the Lieutenant's Leadership characteristic for all Leadership tests.




FAST ATTACK

SPECIAL RULES

Squadron Formation:
Reconnaissance squadrons
‘operate as a vehicle unit, as
described on page 88 of the
Warhammer 40,000 rulebook.
However they only need to be
within 12" of each other after
they have moved, rather than
2" as is normally the case.

e

24 CHAPTER APPROVED

Armoured Fist Squad ....... .

s« xxssaa s 60 points each

Points/model WS BS. S T w | A Ld Svﬁ
Guardsman - 3 3 3 3 1 3 1 7 5+
Veteran Sergeant - 3 3 3 3 1 3 2 8 5+

Unit Size: The squad consists of 1 Sergeant and 9 Imperial Guardsmen mounted in a
Chimera bought at an additional cost from the vehicle inventory.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost.

Options: Up to one model may be armed with one of the following: a flamer +3 pts;
a plasma gun at +5 pts; a meltagun at +8 pts; a grenade launcher at +12 pts.

Two of the Guardsmen may be formed into a weapon team armed with one of the
following heavy weapons: heavy bolter at +5 pts; missile launcher at +10 pts;

lascannon at +15 pts; autocannon at +10pts; mortar at +10 pts.

The entire squad may be equipped with frag grenades for an additional +10 pts.
Character: The Sergeant may be upgraded to a Veteran Sergeant for an additional

+10 points. A Veteran Sergeant may choose additional equipment from the Imperial
Guard Armoured Company Armoury. |

Heavy Weapon Squad ...................35points each
Points/model WS BS S T W | A Ld sv

Guardsman - 3 3 3 3 1 3 1 7 5+

Unit Size: The squad consists of six Imperial Guardsmen organised into three weapon
teams, mounted in a Chimera bought at an additional cost from the vehicle inventory.

Weapons: Each of the weapon teams must be armed with one of the following heavy
weapons each: autocannon at +25 pts; missile launcher at +20 pts;
lascannon at +30 pts; heavy bolter at +15 pts. All six Guardsmen carry lasguns.

Reconnaissance Squadron ....... - Cost of vehicles
Pointsmodel WS BS S T W 1 A Ld_Sv
Recon Crew - 3 3 3 3 1 3 1 8 5+

Unit Size: One to three vehicles.
Weapons: Laspistol & close combat weapon or lasgun.

Options: The Reconnaissance Squadron must be mounted be in one of the following
vehicles bought at an additional cost from the vehicle inventory: Chimera, Hellhound.
Salamander Scout Vehicle. Different vehicles may be mixed in the same squadron, and
vehicles may have different upgrades. 1

Armoured Fist Reconnaissance Patrol ... ... . 6 points each
Points/model WS BS S T w I A Ld Sv

Guardsman 6 3 3 3 3 1 3 1 7 5+ '

Veteran Sergeant +10 3 3 3 3 1 3 2 8 5+

"
Unit Size: The squad consists of 1 Sergeant and 4-9 Imperial Guardsmen mounted in a 4
Chimera bought at an additional cost from the vehicle inventory.

Weapons: Lasguns. The Sergeant may exchange his lasgun for a laspistol and close
combat weapon at no extra cost. ﬁ

Options: Up to one model may be armed with one of the following: a flamer +3 pts; a
plasma gun at +5 pts; a meltagun at +8 pts; a grenade launcher at +12 pts.

The entire squad may be equipped with frag grenades for an additional +10 pts.
Character: The Sergeant may be upgraded to a Veteran Sergeant for an additional

+10 points. A Veteran Sergeant may choose additional equipment from the Imperial
Guard Armoured Company Armoury. ! ‘
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~ Dptions: The Artillery Battery must be mounted in one of the following vehicles bought

HEAVY SUPPORT l

support Tank Squadron................. Costof vehicles

Pointsi/model WS BS S T W | A Ld sv
_-_-——""’i,_:,..”-333313185+

Stions: The Support Tank Squadron must be mounted be in one of the following
yvehicles bought at additional cost from the vehicle inventory: Leman Russ Demolisher,
¢{r,gman Russ Congqueror, Destroyer Tank Hunter. All of the vehicles in the squadron must
e of the same type, but may have different upgrades.

SPECIAL RULES
Squadron Formation: Support tank squadrons operate as a vehicle unit, as

described on page 88 of the Warhammer 40,000 rulebook. However they only need
to be within 6" of each other after they have moved, rather than 2" as is normally

the case.

Artillery Battery. .......................Costof vehicles

Poinis/model WS BS S T W 1 A Ld Sv
Artillery Crew - 3 3 3 3 1 3 1 8 5+

Unit Size: One to three vehicles.

Weapons: Laspistol or lasgun.

at additional cost from the vehicle inventory: Basilisk, Griffon. All of the vehicles in the
sguadron must be of the same type, but may have different upgrades.

SPECIAL RULES

Battery Formation: Artillery Batteries operate as a vehicle unit, as described on
page 88 of the Warhammer 40,000 rulebook. However they only need to be within
6" of each other after they have moved, rather than 2" as is normally the case.

e 5 — e e e . B e i

3 . Zoemm 5 " - : TN - 4 iy I

Ap o8 7 . :
A0 armouted column forces its' way across a bridge.



'IT Points | Front Armour Side Armour Rear Armour_BS _
{ Basilisk | 100 12 . 10 10 )

IMPERIAL GUARD ARMOURED VEHICLE INVEN

lf The Imperial Guard army is not noted for its subtlety, preferring to smash a nut with a sledgehammer if possible. Thjs
| approach is reflected in the design of their vehicles as well. Tanks of the Imperial Guard are rough, rugged and very
| adaptable. Below is the list of vehicles available to an Armoured Company Commander.

TORY

Type: Tank, open topped. Crew: Imperial Guard,

Weapons: The Basilisk has an earthshaker artillery
gun and hull-mounted heavy bolter.

It may also be equipped with any of the following:
armoured crew compartment, camo netting, exira
armour, hunter-killer missile, improved comins,
pintle-mounted storm bolter, rough terrain
modification, searchlight, track guards, smoke
launchers.

The Basilisk may be modified to allow it to fire
indirectly as described in the special rules below, af
a cost of +25 pts. '

SPECIAL RULES

Indirect Fire: The earthshaker can fire
‘indirectly’ at targets it can’t see in the same
way as a mortar or Whirlwind. Earthshakers
that fire indirectly obey the normal earthshaker
cannon rules, except that they become Barrage
(ie, Guess range) weapons with a range of 36"-
240" (see page 84 of the Warhammer 40,000
rulebook). Note that the minimum ‘guess’ for
indirect fire is 36".

S

CHIMERA

Points
| Chimera| 70 12 10 10 3

Type: Tank. Crew: Imperial Guard.

i Weapons: The Chimera must have one of the following turret

| weapons: multi-laser at +10 pts; heavy flamer at +10 pts; heavy

| bolter at +10 pts. It may also have a heavy bolter or heavy flamer
mounted in its hull at +5 pts.

| Options: A Chimera may have any of the following: camo netting,
Il extra armour, hunter-killer missile, improved comms, pintle-

| mounted storm bolter, rough terrain modification, searchlight, track
. guards, smoke launchers.

|| Transport Vehicle: A Chimera can carry up to twelve models

Il (count Ogryns or models in Terminator armour as two models).

. Independent characters that join a unit with a Chimera may also
travel in it.

Points
Griffon 75 12 10 10 3

Front Armour _Side Armour_Rear Armour BS

Type: Tank, open topped. Crew: Imperial Guard.

Weapons: The Griffon is armed with a heavy mortar and hull-mounted
heavy bolter.

| A Griffon may have any of the following: armoured crew compartment,
j: camo netting, extra armour, hunter-killer missile, improved comms,

| pintle-mounted storm bolter, rough terrain modification, searchlight,
I track guards, smoke launchers.

|E A Griffon may be armed with siege shells at +5 pts.

Front Armour _Side Armour _Rear Armour BS '|'.-:: S i

SPECIAL RULES

Siege Shells: A Griffon may fire a siege shell
instead of a normal round. Siege shells use the
smaller Blast template instead of the Ordnance
template but are ordnance in all other respects.
Roll 2D6+5 when rolling for Armour Penetration
for siege shells against bunkers, instead of two
D6 and picking the highest. If you're using the
rules for buildings from the back of the
Warhammer 40,000 rulebook, siege shells
affect models inside a building on a 4+ instead |
ofaé. .

—_—
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Type: Tank. Crew: Imperial Guard.

Weapons: Turret-mounted Inferno Cannon and i
hull-mounted heavy bolter.

Options: It may have any of the following: camo
netting, extra armour, pintle-mounted storm bolter, |
rough terrain modification, searchlight, track
guards, smoke launchers. !
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3 following; . ) ,
tting, extra {nferno Cannon: Such is the ferocity of the |
comms inferno cannon that any squads who suffer )
ain ] casualties because of it must make an immediate | |
smoke fall back move as if they had failed a Morale test. _]|
The unit is not actually broken and does not have | |
. : to regroup at the start of its next turn. |
'It o firo Move ’n’ Shoot: A Hellhound that moves over 6" | |
lles below, 3 can shoot in the Shooting phase but only with its | |
n , L/ . ; Inferno Cannon. If it moves over 6" it can only fire
— i : _ the cannon via a side or rear facing.

Fuel Tanks: The Hellhound's large fuel tanks

fre make it very vulnerable to enemy attacks. All |
'@ same glancing hits are treated as penetrating hits l
shakers instead. |
arthshaker i
ne Barrage : J
nge of 36" Type: Tank, open topped, fast. Crew: Imperial Guard. SALAMANDER SCOUT VEHICLE |
5;;‘30.’;20 -':Wéfupons: The Salamander is armed with an |

cannon and a hull mounted heavy bolter. Points | Front Armour Side Armour_Rear Armour BS |1

Salamander| 100 12 10 10 3 |

ons: A Salamander may have any of the

following: camo netting, crew escape mechanism, . I‘

- axtra armour, hunter-killer missile, improved
gcomms, mine sweeper, pintle-mounted storm
bolter, rough terrain modification, searchlight, track
guards, smoke launchers.

SPECIAL RULES

Souped-Up Engines: Because they operate so
| far in front of the main units, the crews of
‘Salamander Scout Vehicles often overcharge the
! engines of their vehicles in order to make a swift
@scape should they encounter strong enemy
forces. Imperial commanders tend to overlook
such breaches of regulations given the
dangerous missions lightly equipped scout units
offen have to perform.

J(_ Salamander Scout Vehicle’s souped-up

&hgines make it a fast vehicle.

DESTROYER TANK HUNTER

—____ | Points | Front Armour _Side Armour_Rear Armour BS

l

Des
lege shel ! R troyer| 160 14 12 : 3
-Y e ' 4
;I(Ii’srgrs,:ntge Type: Tank Crew: Imperial Guard.
) respects. Weapons: The Destroyer is armed with a
Penetration lkmounted laser destroyer (see the Armoured
tead of iwo Company Summary at the start of this army list
using the Statistics).
Ziells 0I’;:’iﬂ_ns: A Salamander may have any of the
4+ instead i_!“éb\'ﬂ]llng_]: camo netting, crew escape
. —-hanism, extra armour, hunter-killer missile,
gf!roved comms, mine sweeper, pintle-mounted
3 'M bolter, rough terrain modification,
=archlight, track guards, smoke launchers.




LEMAN RUSS BATTLE TANK

Points
140

Front Armour_Side Armour Rear Armour BS
14 12 3

Battle Tank

Type: Tank. Crew: Imperial Guard.

Weapons: The tank is armed with a turret-mounted battle
cannon and must have one of the following hull-mounted
weapons: lascannon at +15 pts; heavy bolter at +5 pts.

Options: The Leman Russ may be upgraded with two side
sponsons armed with a pair of heavy bolters at +10 pts or
a pair of heavy flamers at +10 pts.

The Leman Russ may be equipped with any of the
following: camo netting, crew escape mechanism,

extra armour, hunter-killer missile, improved comms,
mine sweeper, pintle-mounted storm bolter, rough terrain
modification, searchlight, track guards, smoke launchers.

Front Armour Side Armour_Rear Armour_BS
Vanquisher| 175 14 12 10 3

Type: Tank. Crew: Imperial Guard.
Weapons: The Leman Russ Vanquisher is armed
with a turret-mounted battle cannon and a co-
axial storm bolter (counts as a pintle-mounted
storm bolter). In addition, it must have one of the
following hull-mounted weapons: lascannon at
+15 pts; heavy bolter at +5 pts.

Options: The Vanquisher may be upgraded with
two side sponsons armed with a pair of heavy
bolters at +10 pts or a pair of heavy flamers at
+10 pts.

The tank may be given any of the following:
camo netting, crew escape mechanism, extra
armour, hunter-killer missile, improved comms,
mine sweeper, rough terrain modification,
searchlight, track guards, smoke launchers.

SPECIAL RULES
Vanquisher Battle Cannon: This cannon can fire special anti-tank (AT) shells. Declare that you will fire an AT shell
before you fire the cannon. AT shells have a range of 72" and a Strength of 8. Don't use the Ordnance blast template.
Instead, roll to hit using the crew’s BS. If a hit is scored roll 2D6 for Armour Penetration and add the scores together.

LEMAN RUSS EXTERMINATOR

Points | Front Armour _Side Armour _Rear Armour BS
Exterminator| 120 14 12 10

Type: Tank. Crew: Imperial Guard.

Weapons: The Leman Russ Exterminator is armed with a
turret-mounted twin-linked autocannon. It must also have one of
the following hull-mounted weapons: lascannon at +15 pts;
heavy bolter at +5 pts.

L Options: The Leman Russ Exterminator may be upgraded with
1 two side sponsons armed with a pair of heavy bolters at
+10 pts.

It may be given the following: camo netting, crew escape

: mechanism, extra armour, hunter-killer missile, improved

5 comms, mine sweeper, pintle-mounted storm bolter, rough

§ terrain modification, searchlight, track guards, smoke launchers. .
4
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LEMAN RUSS DEMOLISHEH

Demolisher

SPECIAL RULES

Conqueror Cannon: The Conqueror replaces the standard turret weapon with a shorter barrelled version of the battle
cannon, firing a smaller, less destructive shell. The reduced recoil allows the the vehicle fo fire whilst on the move,
making this Leman Russ variant more mobile when leading an assault.

Range Strength Penetration Shots
Conquerer Cannon 48" Heavy 1/Blast




WARHAMMER MONTHLY 37 - The All-Action Comic

Dark and menacing on our cover, savage Dark Elf anti-hero Malus Darkblade
gallops back into the war-torn pages of Warhammer Manthly in the first of a
searing new epic by Dan Abnett and Kev Hopgood. Also in this issue: Gravier
continues his search for Defay in Inquisitor, Kal Jerico leaves his enemies to eat
dust in The Nemo Agenda, and there’s more chaos and carnage in Mordheim as
Ulli and Marquand continue their adventures in the City of the Damned. All this,

plus interviews, features and much more...

OUT NOW e Aus$4.95 Nz$6.95

BLOODQUEST Il - Into the Eye of Terror

Ripped bleeding from the award-winning pages of

Warhammer Monthly, and collected into one graphic

novel, the saga of Bloodquest continlies in its second

epic instalment, Into the Eye of Terror, Having lost
the fabled sword of Belarius, Blood Angels hero
Leonatos and his ever-faithful Space Marines must
venture into the realms of Chaos, doing desperate
battle with the warring factions arrayed there
against him. Dark, savage and drenched in blood,
this is one epic truly deserving of the word. Do not
miss Gordon Rennie's chainsward-sharp scripting,
nor Colin MacNeil's lustrous artwork.

OUT NOW e Aus$14.95 nNz$16.95

GORDON RENN|E .
$1CoLIN MACHE) e BRAPHI
ROWEL

GRAPHIC NOVELS AUS$14 95 NZ$16 9

B

- ;‘*."Q"

DAEMONIFUGE KAL JERICO THE REDEEMER DARKBLAD

OBVIOUS BLOODQUEST TITAN
TACTICS

tews aboul the: Black Library at our website: fllp:www. biacklibrary. co.u




NOVELS AUS$1295 NZ§I495

NEW RELEASE!!

13th LEGION - A Last Chancers novel by Gav Thorpe

Across a thousand blasted war-zones upon a thousand hloody worlds, the convict
soldiers of the Thirteenth Legion fight a desperate battle for redemption in the eyes of
the immortal Emperor. In this endless war against savage Orks, merciless Eldar and
the insidious threat of Chaos, Kage and the Last Chancers penal battalion must fight

not anly towin but to survive! Games Designer Gav Tharpe's first epic novel = buy it
now!
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EEKEND
17-18 FEBRUARY

On Saturday 17th and Sunday 18th of February Games Workshop 0z & NZ Mail Order and all Games Workshop stores in |
Australia, Hong Kong and New Zealand will be running a DOUBLE SKULZ weekend. This means that you can earn TWO SKUL?Z
for every AUS$25 you spend, double the usual number! This is an excellent chance to pick up the last few units for that army.

you're working on and reach your SKULZ goal that much earlier. Contact Mail Order or your local store for more details. y f

This Offer not to be used in conjunction with any other offer. All Skulz Terms and Condijions still apply, '3 -
these can be found on your Skulz Collector Cards or by calling da Trollz on (02) 9829 6111. .L | H

|




Although the registration began at 9am, Above: The registration was completed
M entrants arrived at around 10am. by our team of able volunteers.
SOmbined with over 700 entries this meant  Above Right: Paul Caimcross, Jes

' We were swamped come 12pm. Look Goodwin, and Leigh Carpenter, our
_9-‘”_"0f details on how we’ll streamiine the judges for Golden Demon 2000.
Pfcess for this year’s event. Right: The registration continues.
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" WARHAMMER 40,000
SINGLE MINIATURE 1ST PLAGE

My Black Legion Sorcerer s the
first model | painted for my.Black
Legion Chaos Space Marinie army,
and its final form is nothing-like it
started out. Originally it was a lot
more colourful, as sorcerer models
tend to be. The armour was bright
green and there was a lot of
turquoise happening. It looked
damn awful and at the end of the
day would not have fit in with the
rest of the army. So after
consulting the ‘oracle’ | repainted
most of the model. The ‘oracle’, by
the way, is my girlfriend who gives
me advice on colour schemes
since |, like most males, have no
idea about what colours look good
together.

The only conversion on the model
is the replacement of the left
shoulder pad with a Black Legion
shoulder pad I got from Mail Order.
My entire army (except
Terminators) will sport these
shoulder pads. The only novel
thing | did with the painting was to
paint runes on the sword. |
cheated with these and used some
old Chaos undivided transfers
which | painted over and
highlighted. | also paid particular
attention to the shading and
highlighting, particularly on the
sword. Shading and highlighting
black isn't easy, too much and the
model looks grey, too little and it
looks like an indistinct black blob.

The model was not the model |
intended to enter into Golden
Demon. | have been working for
the past two months on Abaddon
which, with only a week to go, was
only two thirds finished. | toyed
with the idea of rushing it butin -
the end | decided | will enter him in
next year's competition.

The base was the base for my
Abaddon model, which was
finished even if Abaddon wasn't.
The inspiration was the
Forgeworld Abaddon model's base
which has an Ultramarine's
shoulder pad. | thought I'd go one
better and put in the whole
Ultramarine.

- SHANE WILSON

Black Legion Sorcerer
by Shane Wilson

WARHAMMER 40,000
SINGLE MINIATURE 3RD PLACE

Eldar Warlock
by Sean Gray

The Young Bloods competition
was also hotly contested as
the Golden Demon Awards
caught the attention of our
younger hobbyists,

WARHAMMER 40,000
SINGLE MINIATURE 2ND PLACE

Missionary Viator
by Stuart Baumann

This is really just a plain old Eldar
Warlock that | wanted to paint to a
very nice standard. Orginally it was
just a practice piece for the Golden
Demon, but | enjoyed painting it so
much that | based it up and entered!
The hardest part in painting this was
keep the white robes clean and
bright and not looking too grey. | had
to keep the shading soft and only in
the folds of the robe, remembering
not to go too dark. | wanted to use a
colour scheme not really associated

with any particular craftworld so that
| wouldn't restrict myself to colours |
can/can't use. The main idea behind
it was bright and crisp, which is why
I used white for the robes, and
purple for the face, hands and feet.
The gold colour on the face was to
contrast with the purple. | also
repeated this colour on the lining of
the robes just to give the miniature
some continuity (and give the robes
a bit more definition).

- SEAN GRAY
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| -| néve a large Eldar army which
Jive been collecting for around
|

| sight years now. My Comm_ander
js, and always will be, Ellyriann the
= ceer. Over the years he has
ad two different incarnations, the
first as the original Farseer model
d the second as a converted
Eldrad model. o
| decided that if | was going te put..
in serious effort | might as well -
keep the Golden Demon
competition in mind. Last year |
walked away with first place in the
40K single miniature category so |
though | may be in with a chance
this year, but it would take
something special, something
more than a weapon or head
swap.
One day | was at a mate’s house
checking out his new BFG Eldar
fleet. | picked up a cruiser and it
hit me, this would make a great
jetbike! With some time and a bit
of Green Stuff it could be done!

While assembling it, the hardest
part was getting the arms right.
Initially he was going to have a
witch blade in one hand and the
handlebars of the bike in the other.
In the end, | had to change it,
using the Shining Spear Exarch
arm and ‘touchpad’ (their bikes
dont have handlebars).

Anyway, the model took six weeks
to complete and I'm really happy
with it.

- MARCUS BLACKMAN

WARHAMMER 40,000
LARGE MODEL 2ND PLACE

Eldar Avatar
" by Gary Cheng
WARHAMMER 40,000
LARGE MODEL 3RD PLACE

Eldar Wave Serpent

by Simon Ranson

WARHAMMER 40,000
LARGE MODEL
1ST PLACE

Ellyriann

the Farseer
by Marcus Blackman




WARHAMMER
SINGLE MINIATURE 1ST PLAGE

Mercenary Wizard: ..
by Sean Gray

This is a fantastic miniature to paint -
it's a Wizard in the most classic
sense: long robes, full flowing beard,
pointed hat, gnarled staff and hand
outstretched ready to unleash a
spell. My main idea behind this
miniature is that | did not want to
make a miniature that appears good,
or bad - | kind of followed the
background of the Mordheim
character Nicodemus (the character
this miniature is based on) in this
sense - no allegiances, just a
mercenary pure and simple.

The paint job is made up mainly of
contrasting colours - black and white
with some blue and tan to pick out
other parts. When painting this
miniature, | tried to make the overall
highlighting as soft and smooth as
possible. With robes and cloth, 1
always start my painting with a dark
base colour. | don't actually shade
robes at all, but highlight up from
this. This just means | don't have to
worry about trying to blend the
shading in and makes it all nice and
smooth. The only 'proper' shading |
did was on the staff so | could

=

control the way the grain of the wood
would appear. | used Bestial Brown
on this and actually shaded it with
Scaly Green to make it look a bit
different - after all it's a wizards staffl

The other important part of this
miniature is the scenic base. |
needed something to make the
miniature stand out, which is why |
opted for a completely different 'kite'
shape. It seemed to almost fit with
the pose of the miniature just right.
At first however, it didn't quite
balance; the miniature seemed a bit
small for the base, which is why |
added a bolt of electricity coming
from his hand (wire shaped,
wrapped and glued around his hand
and painted accordingly. requires a
fair bit of patience). This extended
the miniature just a bit more so it
balanced with the long side of the
base. The rocks on the base are
actually carbon used in aquarium
filters, which you can pick up from a
local pet store.

And that's my miniature!
- SEAN GRAY

WARHAMMER
SINGLE MINIATURE 2ND PLACE

WARHAMMER SINGLE
MINIATURE 3RD PLACE

High EIf General

on Unicorn
by Neil Wood

Bertha Bestraufung
by Victoria Lamb
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Great Unclean One
by Doug Newton-Walters
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The Golden Demon
display was one of the
most popular at
Games Day 2000.

WARHAMMER
LARGE MODEL 3RD PLACE

High EIf Hero

on Pegasus
by Neil Wood




™

RN ==
o\

D

EN DEMONAI

.

A
(8]

-~
../ i
ey L §

.

N
[ &

38 GOLDEN DEMON WINNERS

PR T AT e e v B

ARMOURED FURY 1ST PLACE

Dark Angels

Command Land Raider
by Greg King

Greg King has been successful in the Warhammer 40,000
squad category over the last couple of years with various Dark
Angel Ravenwihg squads (including a third place this time with
his Ravenwing Bike Command Squad), so it was no real
surprise that he took out the hard fought category with this
highly detailed Deathwing Command Land Raider Crusader...

\
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plague Tower
y Doug Dingey

__but how good is
second place!
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Looted Land Raider
by Riichie Ryan :

| started off at my local Games
Workshop looking for a model that
wasn’t too detailed and fancy, but for
one that was pretty much had every
thing | wanted.

Thats where | found two modeis one
was a Wood Elf Scout Champion

big axe and a great pose.

The colour scheme | choose really
looked good after I finished painting

it, the gold armour and the red

plumes and lining stood out. The
blue and green gems made it more

colourful and not ioo dull.

and Korhil. The Korhil model had - MICHAEL HEALY
things like gems, flesh, hair, armour,
YOUNG BLOODS 1ST PLAGE
Korbil
by Michael Healy YOUNG BLOODS 2ND PLAGE
Dark Elf Sorceress

by Craig Lewis

YOUNG BLOODS 3RD PLAGE

Commissar Yarrick
by Andrew Lynch

Why did | choose to paint Yarrick?
Simply because | like the model. |
think that if you like a model then
making it look good is far more
enjoyable than painting something
the judges will like.

- ANDREW LYNCH
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BATTLEFLEET
GOTHIC FLEET
1ST PLAGE

Ork Fleet
by Leigh Tresidder

::ET.EI.':'-E;:-E ﬁﬁgg . BATTLEFLEET GOTHIC
FLEET 3RD PLACE
fylf,ﬁ;hf,lf fyfewfer Chaos Fleet

by Lucia Hendarto




Glenn Lamprecht has been
painting for years. Here he
talks about his winning
Golden Demon entries.

| have been playing Warhammer for
only four years (though | began
historical gaming as a teenager) and
love every aspect of the hobby —
gaming, collecting, modelling,
converting and painting. | never miss a
White Dwarf and really look forward to
checking out what's new each month. |
especially enjoy seeing other
enthusiast’'s armies and the varying
views and angles they take with their
hobby. | derive a lot of inspiration from
the articles in the magazine and
always look forward to seeing the
results of Golden Demon competitions
worldwide.

My entries for the Golden Demon this
year came from my Wood EIf army. |
have had a serious and passionate
interest in the Native American culture
for a long time and elves had
fascinated me since reading Tolkien’s
Lord of the Rings twenty years ago.
The Wood Elves army book came out
soon after | got into Warhammer and
together with an impressive range of
miniatures there was no question that
this would be my army. The style of
my elves was created from this deep
interest as | discovered the two blend

[ WOODLAND |

SETTING

A LOOK AT THE GOLDEN DEMON 2000 WINNER

well and ideas for conversions are
plentiful.

I think the background or theme of an
army is important and staying true to
the race, using the relevant army book
as a guide, is a must. Apart from that |
also wanted to create an army that
was a little different and individual. The
first decision | made was that every
model in my army would have some
conversion work done.

The Treeman is a Durthu model with a
few additions, | thought he should look
like he’d just pulled himself out of the
ground. The Wolf Scouts were born
from a combination of the brilliant
Wood Elf Scout models with the
addition of some Native American
inspired touches such as feathers and
wolf pelts (I had to teach myself how
to use Green Stuff). Initially they were
to be the first completed unit in my
army (I'd finished bits and pieces but
not a complete unit). It wasn’t until the
unit of ten were finished that |
considered that they just

and | went about converting a Mage
to go with them. | had travelled to
Sydney for the first Games Day in
1998 and entered a Naieth the
Prophetess conversion but without
success. After that | decided that |
would continue working and entering
until | was good enough to win. | didn't
make it down last year but this year
decided | was ready to have another
try.

I spend a great deal of time planning
and researching and am an insatiable
collector. Although my technical
background as a practicing artist and
teacher has come in handy | do
believe that perseverance, patience,
and passion can win this competition.
If you spend time studying and
appreciating the work of other
successful modellers, find a style of
your own and really enjoy your hobby
you'll be rewarded in many ways —
and who knows, maybe even with a
Golden Demon award!

maybe good enough for
this year's Golden
Demon entry. The
command group

was put aside

WARHAMMER
LARGE MODEL
2ND PLACE

Treeman
by Glenn Lamprecht

42 WOODLAND SETTING




sntering
n. | didn't
is year
another

slanning
nsatiable

itience,
1petition.
d

From across the heath, a mile or two to the south he could hear clumsy movement. A foul wizard and his
personal bodyguard of undead moved insidiously out of their hiding placc under the cover of twilight and
the approaching darkacss. He had been tracking their movements for nearly threc days He'd already
concluded the necromancer was searching for some of the larger burial cairns from which to raise as many
“willing’ scrvants as he could, but to what purpose the elf was still unsure

He was a scout; a Wolf Clan scout and had been all this life. He had been chosen for his natural aptitude
and his skills were honed by his clders till his instincts were sharp and clear. His sense of smell was almost
as good as a wolf and Was always alert, watching, listening, mcasuring and calculating the next move of his
prey. He could distinguish: the cries and calls of cvery creature that lived in the forests and the craggy
foothills of the ncarby mountains. He had always spent large amounts of time by himself and the solitude of
the life of a scout suited him. The urge to panic and the usual cffects of fear were no longer known to
him but were simply indicators used in weighing up a course of action. To fight or to run was always a
conscious decision. His duty to others, his responsibility to bring warnings and information, more important
than saving himself Like the wolf that was his totem, he existed for the pack

This night was clear and the light from the north grew colder. He drew his fur cloak around his shoulders
and prepared himself for a long, quict and motionless night They would come this way and pass his
position moving relentlessly through the dark. He still wasn't surc where they were ultimately headed and so
far the wizard had vsed no real magic. He would sleep a little once they passed knowing that an carly frost
would make them easy to track. Until he had word or something happened, he'd do no more

A warm smile graced his face as he picked up the sweet smell of pine floating down from the foothills on
an uncerfain wind He could distinguish three or four voices, harsh and cvil Their fanguage was unknown to
him. They dropped into distant echoes before rising again, brought toward him then carried away on the
same restless breeze In another hour they'd be well past him, the necromancer, and two figures in dark,
hooded cloaks and fen long dead warriors, their hones re-animated by the sorcerers corrupted will

"How fair Conghal.” he whispered,
The young wolf scout laughed to himsclf and dropped out of the trec, landing softly beside his leader.
Twenty miles he'd travelled this day and he was glad to sce his friend. Further, he knew the message he

bore would pleasc the veteran scout. ;

He smiled contentedly as he sent Conghal to alert the rest of the troop. What the necromancer and his
group were up to was no Jonger of concern to him. The whisper of arrows i the night would be the last
sound thesc invaders heard. i

e el Mg o AL =

WARHAMMER COMMAND
GROUP 1ST PLACE &
GOLDEN DEMON

SLAYER SWORD WINNER

Wood Elf Wolf Scouts
by Glenn Lamprecht
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TACTICA shines the spotlight
on one particular army every
month, with a veteran player
taking you through some
tactics and strategies for: -
their favourite force. This,
month, Matthew Sprange.
looks at the Sisters of Battle.

Matthew is a
veteran Warhammer
40,000 commander,
having played pretty
much every army
since the game’s
first edition. Of late
he’s concentrated purely on the
righteous forces of the Imperium and
the Sisters of Battle in particular.

The Adepta Sororitas, or Sisters of
Battle, form the main fighting arm
of the Imperial Ecclesiarchy,
regulating its many diverse parts as
much as enforcing its will upon
those who would turn aside from
the Emperor. Equipped with the
finest power armour and weaponry
the Ecclesiarchy can provide, the
Sisters are a force to be reckoned
with on the battlefields of the 41st
Millennium, with their absolute faith
in the Emperor and his divinity
being brought to bear on any man
or alien who would oppose them.

TAGTIGA

SISTERS OF BATTLE

TACTICS FOR PLAYING WITH SISTERS OF BATTLE ARMIES

THE FINEST ARMY IN 40K?

Picture this scene — it may be familiar.
It could be inacluborata
tournament, but two gamers are
setting up their armies in preparation
for another game of Warhammer
40,000. The armies are both well
painted and the terrain has had a lot
of work put into it. Everything seems
perfect. One of the gamers then
glances across the table at his
opponent’s army and sees a number
of Battle Sisters squads. A smirk
slowly crosses his face.

I am writing this article to change all of
that. It has come to my attention that
many Warhammer 40,000 players out
there simply do not believe that the
Sisters are a ‘proper’ army. They do
not take them seriously. They think the
Sisters are a second line force, one to
be used only as allies or when they
want to ‘go easy’ on their opponent. |
am going to demonstrate the exact
opposite here — that the Sisters of
Battle army list in the rulebook is
potentially just as strong as any other

A Missiumry leads the Sisters of Battle into combat against a Squ:d of Eldar Guardians.
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army, whether it is also in the rulebook
or in a Codex. | can hear all the Eldar
players start to chuckle already.

First, a little evidence, if you will. | was
lucky enough to be asked to compete
in the inter-club tournament at UK
Games Day '99 and decided to take
my Sisters army along, representing
the Warhammer 40,000 Internet
Mailing List (with 900-odd members, it
IS a fairly large club). And | came first.
Top. Number one. With Sisters. The
Sisters of Battle defeated Eldar and
Guard armies, though they did have a
small problem with Orks — not every
battle can go your way! But overall,
the Sisters were at the top of the heap
when the tournament ended. One or
two of my opponents could not believe
that their mighty forces had been all
but annihilated by a Sisters force, but
it was there for all to see. How was
this possible? Allow me to
demonstrate...

BATTLE SISTERS SQUADS

Every veteran player of Warhammer
40,000 knows that the main strength
of most armies lies within their Troops
choices. This is even more apparent
for the Sisters of Battle. Consider the
basic Sister for a moment — the 3+
save of her Power Armour gives a
good measure of protection against
the majority of weapons in the game,
she has a Leadership of 8, the same
as a Space Marine and the same
basic weapon, the trusty bolter, all for
10 points, two thirds of what the
Space Marine costs. All of this goes 10
make your average Sister a very
potent force on the battlefield.

When choosing equipment for these
Battle squads, you should consider
carefully what role they will be
expected to fulfil on the battlefield.
They will typically be divided into the
squads that rush forward to get to
grips with the enemy and capture
important objectives and those that
move more slowly, holding the Sisters’
line against any enemy counter-attack.

r!
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will always try to have the maximum
gquad size of ten for all the squads in

army, whichever role they are
gelegated t0 perform. They are cheap
anough and big squads are always

re survivable. When it comes to
armament, the squads going forward
and leading the attack are typically - -
_en flamers, heavy flamers and .
meltaguns, with at least one squad- .
being transported in a Rhino, no matter
how small the game is. If | can afford
i | will give all these squads Rhinos
as the vehicle greatly increases both
their manoeuvrability and chances of
actually reaching the enemy. One
favourite squad | have in this regard is
transported inside a Rhino, armed with
poth a flamer and a heavy flamer.
Though great care has to be taken in
ulilising cover to help protect the
Bhino, once it closes on a choice
farget, such as Ork Boyz or Eldar
Guardians, a lot of damage can be
caused by those two flame templates
which can be fired from within the
vehicle — my current record is 18 very
tightly packed Ork Slugga Boyz!

The same sort of tactic of rushing
forward in a Rhino to a suitable target
can be used against armoured
vehicles by equipping squads with a
meltagun, though this is far riskier, as
the meltagun targets a single model
and only hits half of the time. | almost
never give these forward squads
heavy weapons, other than the heavy
flamer, as they will be expected to
keep moving on the battlefield.

Every squad in the army is vulnerable
to dedicated assault troops, yet the
Sisters have very little in the way of
long or even medium-ranged firepower,
so the trick to learn is being able to get
your squads close enough to the
enemy to do the maximum amount of
damage, yet far enough away so that
they do not instantly get assaulted and
destroyed. The Rhino is a perfect
“ehicle for this and forms a nice barrier
netween your precious Sisters within
and enemy assault squads without.

fou have to remember to keep your
Rhinos moving over 6" though, so any
attempt to bring them down with a
power fist or a melta bomb will always
require a 6 to hit.

The squads kept further back to hold
the Sisters’ defensive line tend to be
€quipped far more frugally. Sometimes
they will even be sent into battle
carrying just bolters, with no upgrades
atalll However, it is worth considering
heavy bolters for these squads with
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A Sisters of Battle squad incinerates an Ork mob with cleansing fire.

the aim of hitting any enemy assault-
based squads and light vehicles
before they can turn their attention to
the Battle Sisters squads that are
racing ahead. | tend to avoid putting
multi-meltas within these squads as
they are rather expensive and if
enemy armoured vehicles are ¥
venturing this close to your table =N S
edge, you may well be doing
something wrong!

INTEGRATING THE ARMY

The Battle Sisters squads will aiways
form the core of your army and will be
the finest troops you have under your
command, but there are several other
choices in the Sisters’ army list that
are worthwhile options and will
increase your chances of victory.

When looking at an army list for the
first time, a lot of players tend to drift
towards the Heavy Support units first
of all and this is where we will start.
The Sisters have a choice of two: the
Immolator and Retributor squads.

I have to admit, | have had a lot of
problems with the Immolator in the
past. You see, as it is the Sisters’
heaviest armoured vehicle, opposing
players always seem to treat it as a
main battle tank, so it inevitably
comes under an immediate hail of fire.
This is, of course, something that a
Rhino chassis cannot sustain for long.
However, | have found this to be
something of a good thing. Personally,
| always tend to take Immolators in my



r

purposes, be treated in exactly the
same way as the Battle Sisters
squads, as they have exactly the
same weapons and transport options,
However, they also have both a
Leadership and Initiative one higher
than normal Sisters of Battle, for justa
single point more per Sister. This
advantage makes them admirably
suitable for the missions that send
Sisters close to the enemy.

A3

Rhino moves behind
enemy squad ready to
catch them in a crossfire.

The Seraphim, it has to be said, are
not assault troops, though most
Sisters players often start by treating |
them that way and then wonder why
their squads consistently get ripped
apart. Whilst a large Seraphim squad
may well make short work of the
average Guardian squad, they are
better used from a short-ranged firing
position, using their twin-linked bolt
pistols. These weapons actually give |
the Seraphim a better rate of accuracy
than Space Marines and can be used

Immolator fires
to force enemy
squad to fall back.

armies as they are a very characterful
choice and fit in well with the
background behind a Sisters army.
Though | have long since despaired of
my Immolators actually causing any
major damage to the enemy (you
have to love it when the inferno
cannon does get to fire, though!), the
concentration of enemy fire on them
does mean that the Rhinos and the
valuable squads they carry suffer far
less-as they approach your
opponent’s army. This alone makes
the Immolator a worthy choice and it
is not too expensive to be used in this
diversionary way. When your
opponents start wising up to this
tactic, you may find you can use the
inferno cannon to good effect by
moving your Rhino-mounted squads
behind enemy units so that when the
Immolator fires and forces them to fall
back, the enemy is automatically
wiped out by crossfire. Even Space
Marines are vulnerable to this move.

The Retributor squads tend to be a far
safer choice for a Sisters army. They
have the option of carrying muiti-
meltas, heavy boiters and heavy
flamers and | usually do not mix and
match these very different weapons
within the same squad.

| tend to keep heavy bolter Retributor
squads small and far back, well
screened by Battle squads. They can
be an absolute menace to infantry and
light vehicles alike with the amount of
firepower they can give out.
Retributors armed with heavy flamers
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or multi-meitas are usually needed
alongside the Battle Sisters squads
that are far ahead and so need to be
large (at least eight Sisters, preferably
ten) and within a Rhino, though this
will make them the most expensive
units in your army. | have always felt
that four heavy flamers in a single
squad is something of an overkill, but
many Sisters players seem to find
something appealing in all that fire —
fair play to them!

Multi-meita Retributors are another
story, however, and | always include
them. Though it may seem strange to
have heavy weapons on board &
Rhino, they can be a real surprise for
an unwary opponent. The idea is this
— find the biggest, toughest armoured
vehicle and send the multi-melta
Retributors full speed ahead towards
it. Don’t be too concerned when this
aggressively manoeuvring Rhino is
destroyed by enemy fire as this is
exactly what you want. Out of the
wreckage will come your Retributors,
all set to fire in your next turn at the
armoured vehicle, possibly within half
range of their multi-meltas.

Take note, this is a risky tactic with so
expensive a squad, but given the
Sisters general lack of anti-tank
firopower, it is usually well worth the
trade when your opponent retaliates
for the loss of his best tank!

The other two major choices open to a
Sisters player are the elite Celestians
and fast moving Seraphim. The
Celestians can, for alt intents and

to devastate weakly armoured infantry
before possibly swooping in with a
finishing assault on any survivors.

Small squads of Seraphim, five in
number, are also useful for simply
hiding in‘terrain and capturing
objectives or table quarters, using
their high speed to keep them away
from marauding enemies. Is this a
brave use of the Seraphim? Well, no,
but the Ecclesiarchy does not train
stupid Sisters. The one thing you must
learn above all else as a Sisters
player is to concentrate almost purely
on tha mission objectives and not
needlessly throw away the lives of the
Sisters under your command,

LEADING LIGHTS OF THE SISTERS
The Sisters of Battle army list only has
two characters to choose from; the
Canoness and Veteran Sister
Superiors. i

Contrary to most Sisters players, | do
not always take a Canoness to lead
my army, particularly in smaller
games, where | prefer the use of
various Heroes of the Imperium,
covered in the next section. After all,
the Canoness has an entire Order 10
run and cannot be present for every
battle and skirmish! When she does
appear, however, she is usually
“tooled up’ with a full Celestian
bodyguard, including a Standard
Bearer to help with assaults and
various pieces of wargear such as @
power weapon, combi-melta, Rosarité
and Cloak of St. Aspira. All of this
goes to make her an expensive
addition to the army and one that | 40
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Jler INspirational Confessor — in a battle
eof you .must value the Ilfe of each one of
11 :DUI S_|sters and having them fall back
Fastor 2 9fn time to time can be a good thing!
3 Order to The one Hero of the Imperium that |
for every #M never without is the Preacher and
she does 10ften include one with two or three
ually S4Uads. The extra couple of attacks in

tian 4N assault can be extremely beneficial

ndard and when enemy fire starts coming in,
s and 1S far more preferable to remove a
such as @ m_eap Preacher than a rather more

a, Rosarius & ®XBensive Sister,

of this

1sive

1e that | do

I must make a quick remark about
Imperial Assassins at this point. Many
players seem to regard them as
beardy and something that should
never be seen in a regular game of
Warhammer 40,000. | disagree. They
become beardy when people start
fielding them in every battle. When
used in moderation they are great
models that add a lot of atmosphere
to the game and this can never be a
bad thing.

As to whether you should take an

Assassin in a Sisters army — well, 1

firmly believe that any real Sisters -

player does not need one to gain

victory, but | would have no problems .
with such an army including one to 2
tackle a particularly difficult opponent.

Personally, though, | think you will find

that another Battle Sisters squad will

cause more damage to the enemy!

FINAL THOUGHTS

So there you are. | am sure that there
are a lot of Eldar, Imperial Guard and
Marine players out thete scoffing at
Sisters armies and, to tell the truth,
playing with Sisters all the time can be
tough — but they are more than il
capable of winning every game they o frrf
play in. \

F

A hail of heavy shells drove the squad back from the meagre cover their
wrecked Rhino had provided and the Sisters darted across the open ground
to the ruined Imperial bunker. Sister Superior Harmona flinched involuntarily
as a slugga shell ricocheted off the shoulder plate of her power armour and
sang past her ear.

“Sisters! Clear the bunker and stand by to repel alien attack! Trust in Him!”
she barked through her armour’s vox system. Looking around, she saw one
Ork had dared to leave the cover of the woods behind them and sent him
running back with a single burst from her bolt pistol.

When Harmona entered the bunker, she saw it was missing a wall and most
of the roof, but her squad had already taken up positions covering the dense
trees where the Orks had been spotted and sporadic bolter fire was keeping
their heads down for now. One of her Sisters looked up.

“Superior, we have the aliens pinned down, but we are greatly outnumbered.
As soon as they muster the courage to attack...”

Harmona snapped a shot off that she swore took an Ork in the head, though
it was too dark to see far into the wood.

“Didn’t you learn your lessons at the Convent, child?” Harmona asked as she
knelt beside the younger Sister and steadied her with a hand. “Trust in His
divine countenance and He shall deliver us.”

With an incredible roar a huge torrent of flame flashed past the huddled
squad and blasted its way through the trees. Harmona smiled grimly as she
heard the Orks within scream in terror and agony. She enjoyed using fire to
cleanse the universe of aliens and other perversities. She stood 1o raise a
salute to the gunner of the Immolator as the tank ground its way past the
bunker, then looked back at the Sister. The young woman'’s eyes shone with
excitement.

“We shall be delivered.”
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Troy Forster, manager of our
Chermside store and winner
of our 1999 40K Staff . .
Tournament, has been at it
again, but this time it's those
evil Dark Eldar. '

When most people think of a Dark
Eldar army, they think of a tooled up
Archon with Incubi on a Raider,
Wyches on Raiders and Reavers, and
the dreaded Ravagers, all tearing
across the field as fast as possible.
This is really cool, but, being the type
of person | am, | like a challenge. |
wanted to build a Dark Eldar army with
none of these things, but still with a
very strong "evil raiding force" theme. |
grabbed my Dark Eldar codex and
started perusing the list. Obviously you
need a HQ and if | wasn’t going to
take an Archon, that left one choice...
Haemonculi.

Thus the Torturers were born.

AND SO IT BEGINS...

The Haemonculi households are
separate to the Kabals and Cults of
the rest of Dark Eldar society, and
keep their own personnel for raiding
and bodyguard purposes. My army
selection would therefore be based
around this idea.

| decided that my household would be
run by three Haemonculi, which gives
me plenty of game options, and plenty
of scope for writing stories of
backstabbing and betrayal. The first
was Suraki, Scourge of the Wrong.

THE PAIN OF
THE TORTURERS

A BEAUTIFULLY THEMED DARK ELDAR HAEMONCULI ARMY

return all the Eldar races to the path of
purity which, in his sick little mind,
means the path of decadence and
torture and pain. He will take any
opportunity to capture his "Wrong"
brothers and do one of two things.
The first is he gives
them to Viurkhas, who
turns them into
slobbering zombies,
so that they may be
used against other
"Wrong". The second
thing is he takes their spirit stones and
releases their essence into one of his
specially crafted wraithbone chains,
where they spend eternity travelling up
and down the length of it in torment.
He then uses the chains for different
purposes, including using them as
weapons on his Reaver jetbike.

The second torturer was Hak’vaal the
Turned. Hak'vaal used to be a
warrior and worked his
way through the

ranks to become

a Dracon, but was
always a little to
vigorous in searching
out traitors amongst his own
men, whom he would then -

Suraki, Scourge
of the Wrong.

Haemonculus was
therefore fairly quick.
He still wears his
Dracon heimet,

and still uses
his skills
on his

own kind.

e

T

-

torture and flay. His path ‘ -
. L from Warrior to
Suraki believes that it is his purpose to
Troy often splits. his army into two distinct forces, a grovnd force
(pictured below) which includes the Talos Karvuur (pictured right).. ‘
.“*\-
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Finally there is Viurkhas. She was
suraki's assistant for many years,
watching him conduct his experiments
and secretly conducting her own. In the
shadows, she co_nstructed the Karvuur,
one of the dread Talos. She then
demanded that she be released from
servitude and given her own laboratory
or she would unleash her creation;
guraki could easily have killed her, but
was amused by her actions and- "
ranted her her requests. She is not
aware that he uses her for his own

purposes.

with the character of my characters
(wow, that sounds weird) nutted out, |
could develop the rest of my army
around them.

__.WITH THE EXPERIMENTING...

My Elite choices would have to be two
units of Grotesques, as they were
already part of the story. The first was
the "Wrong", ex-Eldar that had been
retumed to the true Eldar way. | took a
ten man squad (made from plastic
Eldar Guardian bodies with
Warhammer Zombie
arms and heads) to
accompany

Viurkhas. The other
unit were the warriors
that Hak'vaal
had

ind @ stfthe: torce

sted helow)

"exposed as traitors". | took nine of
these (made from Dark Eldar Warrior
bodies and, you guessed it, e
Warhammer Zombie arms and heads).
As they were ex-Warriors, | decided to
mount them on Raider. Now, of course
the Raider had to be converted to have
Grotesque crew (pictured below)The
whole thing is controlled by some of
Suraki’s chains (which were simply
Reaver jetbike chains run through
some Ork gubbins).

My third Elites choice was my favourite
Dark Eldar troop type, Mandrakes. To
me, they are everything that Dark Eldar
should be, sinister, mess with your
head, just plain evil. This squad was an
experiment of Suraki’s that went
wrong, (or right!) and created the
shadow dwelling fiends he has

dubbed "The Silent".

The Raider used by Hak'vaal
and his Grotesques. Note the
use of Suraki’s chains.
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...AND THE TORTURE...

Coming to the Troops section, 1
discovered it was very easy to. -
choose what | wanted. You tah
either have Warriors on foot.or'-
Warriors on a Raider. Simple. So |
took two squads of each with
different weapons combinations.
This gave me two squads on
Raiders that could escort Hak'vaal and
Suraki (I use these units as mobile fire
platforms) and two units which could
escort Viurkhas on foot. These units
are the household guard and get stuck
with all the dirty work (and supply the
torturers with fresh subjects). The
Raider units have had their Splinter
rifles shortened to be more wieldable
in combat, and because it looks cool.

Hak'vaal and some of his
Grotesque experiments.

created by the Haemonculi, so by
Gods | needed two of them. One
would be the Karvuur, made by
Viurkhas. This model was heavily
converted so that it's sting was in it's
mouth area, like mandibles, and it had
wraithbone chains as it's "legs", kind
of like a spider. | also used Fabius Bile
bits as the extra torture implements.

Dark Eldar Warriors from the Raider squads. Note the ‘sawn-off splinter riffes.

...NO QUICK DEATH HERE...

Scanning the Fast Attack section, |
found that there were only Wyche
troops available to fill these siots. Oh
well, no Fast Attack for me then.

...ONLY MORE AGONY...

Heavy Support was all | had left to fill.
Talos are moving torture machines

| wanted to make the other Talos
equally unique, so | decided to change
the occupant. I'm usually an Ork
player, so | know how tough the boyz
are. What better beast to torture than
something which regenerates so you
can torture it some more? So |
chopped out the previous occupant,
and with some hefty cutting action,
fitted in an Ork that looked like he was

in pain. | painted him grey with a tinge
of green, as though all the juices had
been drained from his body. This
particular captive was taken in a slave
raid on a Space Hulk.

The last selection | made was a squad
of Scourges. These were made from
Warrior bodies with Warhammer Harpy
wings grafted to their backs. They are
creations of Hak'vaal and were hand
selected from his household guard
(they weren’t volunteers!). The
Sybarite is one of my favourite models
in the army. She looks like she has
just landed and is about to throw a big
upper cut.

...AND MORE PAINT...

When | paint an army, | don’t just paint
individual models to make up that
army, | paint an army. "What, Emperor
save us, does that mean?" | hear you
ask. Well, | choose a simple colour
scheme, and then every single model
in the army has that colour scheme, or
a variation of it. | chose Bleached
Bone and Chaos Black as my main
colours, with Scaly Green as my
contrasting colour, and as you can
see, every model has at least two of
those three colours on it, and not
much else. It gives your army a great
presence on the battlefield, and by the
time you get half way through, you
become an expert at making it Jook
good.

'Ha"emor:rcurds Viurkhas and some of her *Wrong" Grotesques.
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Basing plays an important in giving
your army it's feel. | went for a really
dirty, muddy looking base to give the
impression that the army comes from
out of the most evil of places. It was
done by gluing sand and gravel to the
pase with PVA, painting it Chaos Black,
then drybrushing Dark Fiesh, followed
by Vermin Brown and finally a light dry
prush of Bubonic Brown. | then stuck
random patches of green flock on top
of the sand to give it a bit more color.
This really highlights the bone color of
their armor and made them look a little

more scary.
...AND ENDLESS VICTORY...

In gaming terms, the army works
surprisingly well. | usually split it into
two parts, the ground force and the air
force. The ground force consists of
Viurkhas and her Grotesques as a
screen (only S6 or more weapons can
hurt them, and you can’t shoot through
them) for the two Warrior squads and
the two Talos. The Grotesques and
Talos advance slowly, with covering fire
given by the Warriors. While the enemy
is concentrating on this, the air force,
consisting of Suraki on his jetbike,
Hak'vaal and his mounted Grotesques,
the two Raider squads and the
Scourges, move up one flank and bring
all that lovely firepower to bear on one
part of the enemy battleline. Hopefully,
the enemy’s flank folds and by the time
they manoeuvre their army to

compensate, the ground force hits, and
takes the rest of them captive, ready to
take them back to their laboratories for
hours of fun and screaming.

As for expanding my army, | am
currently doing up two more troop
squads, one Warrior squad and one
Raider squad, to fill out my six troop
choices. | am also doing up some
models with blasters so that | can
interchange them with the shredders in
the troop squads, depending upon
which army I'm facing. | also have
plans for a Ravager conversion. It will
be crewed by grotesques with a
Haemonculus sitting in the middle
controlling the beasts with chains like
a puppet master. There is also the
possibility of making more units

of Grotesques from other
races, Space Marine
Grotesques, Ork
Grotesques, even Tyranid
Grotesques, how cool would they
look! Anyway, | have to head back
to the operating table.

See yal y

In Troy’s twisted ming,
Orks make the best
torture victims - they
are so resistant to injury
that they last a long time.
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WURRZAG UD

Ever since he was a young pup, Wurrzag had been in
trouble. The Bone Nose tribe’s 'shaman, Old Wizzbang, was
a jealous and cantankerous Orc who didn’t want any young
"uns stealing his thunder. So the day Wurrzag was found in
a trance, with his eyes glowing green, floating in mid air
with crackles of green lightning arcing from him to the
ground he was unceremoniously kicked out of the tribe
into the impossibly overgrown maze of the jungle. This was
not a good thing for Wurrzag, as the general idea was that
he get himself eaten as soon as possible by one of the
slavering monsters that lurked there.

But Gork and Mork had other plans.

Wurrzag didn’t know about these plans and expected to be
something’s meal at any moment. However, panic can only

last so long, and after several hours of not being eaten he
decided that he was hungry himself and went to look for his

URA ZAHUBU

own lunch. Perhaps it was his crackling green lightning,
perhaps it was the odd smell of ozone that hung about him,
but all the slavering monsters decided they had urgent
appointments elsewhere and avoided him.

The days went by, then months and years, and Wurrzag
grew into a large and imposing Orc. He was never bothered
by the many dangerous beasties that threatened others who
ventured into the green maze of the jungle alone. In fact, he
rather liked them being there as they were excellent guards
for him when the vision trances overtook him and he lay
mewling, helpless and unseeing, or wandering like a
sleepwalker through the trees. The visions which had
plagued him since he was a pup had grown stronger over
the years even though the Waaagh! energy from the
constant fighting and squabbling of the Boyz no longer
coursed all about. These visions led him all over the jungle,
always seeking something, but never finding it until the
fateful night when both moons were full at once.

He snapped out of his trance in a clearing, staring up at the
moons. He was lying in the ruined square of what had once
been a huge Orc fort, or castle, ‘or something. He’d never
seen anything like it. Curious, he started to explore, finding
tumbled parapets and halls, many bedecked with strange
and crumbling wall paintings. There was a ring of familiarity

“about the place, though he’d never been there before, and

this soon led him to a sturdy building in one corner of the
compound. It was as ruined and overgrown as the rest,
though Wurrzag could feel it was somehow important. He
pondered this, scuffing at the debris with his foot, but
finding nothing. At last, when he had given up on finding
anything, he fell through the floor.

When he woke again his head hurt, but the pain was
forgotten the moment he laid eyes on the mask. The
skeleton that wore it was well past its best and didn’t resist
when Wurrzag relieved it of its burden. Odd, that. The
skeleton was almost dust, but the wooden mask was fine.
Dusty, but fine. He tried it on and almost fell over a third
time. Instead of a dimly lit, rubble choked hole he stood in
a brightly lit throne room with torches blazing and furs
'strewn over an elaborately carved throne. Wurrzag
wrenched the mask from his face to look again, or at least
he would have done if he could have removed it, but it was
stuck fast! Then, before he could struggle further, a glowing
green figure appeared and he stopped in his tracks.

In front of him stood his mirror image: a young Savage Orc
shaman wearing a strange wooden mask. However, this one
had a skull topped staff too and seemed to be made of a
translucent green mist. Wurrzag stood with his mouth open
and stared, then the figure began to speak. “Wurrzag,” he
said. “Gork and Mork have chosen you for a great mission —
you must seek out the Once And Future Git and bring him
here.” Wurrzag stared some more. Everyone had heard of
this mythical Greenskin that once led them all, and would
someday return to lead them to victory again against their
many enemies before falling in battle at the end of the
world itself.
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sHere?” Wurrzag finally managed.

«yes,” said the apparition. “The true Git will prove himself
by drawing his axe once more from the Gaffastone.” The
ghost gestured in the direction of a large stone .in the
corner, crudely shaped in the image -of a stout, bearded
figure. Buried in its head was a large and ornately wrought
axe, glittering in the torchlight. “Odly the Git can do this,”
continued the green shaman, “and it is your task to seek
him out and bring him here. Take this, it will help you.” he
concluded, handing the staff to Wurrzag. And with that the
vision faded.

A b

And so Wurrzag's quest began. He started by returning to
the Bone Noses — the tribe that had thrown him out. Old
Wizzbang was still there and still crotchety as ever, but
Wurrzag was rather different. The confrontation lasted mere
seconds and when the dust settled Old Wizzbang had
disappeared. In his place was an unusual looking Squig
which Wurrzag took for himself and which now rides atop
the Bonewood staff.

“I'm off to find Da Git,” bellowed Wurrzag to the crowd.
‘Anyone comin’?” And with that he strode over to the Boar
pens, stared down the biggest and most surly of the lot, and
rode off north. Naturally the rest of the tribe followed...

" WURRZAG UD URA ZAHUBU

M WS BS § T W I A Id

Wurezag z: (A E TERIE S SR ATE LS | L R S
Spleenrippa 7 3 0 4 4 1 2 1 3
Waurrzag is the chosen emissary of Mork (and perbaps even
Gork) and is seeking the Once And Future Git. He travels the
Badlands mostly. joining the larger Waaaghs in search of
the future leader of all the Orcs. He can be taken as a Lord
choice, but will use up one of your Hero choices as well.
Jaking Wurrzag counts as taking a Lord and a Hero. He
must be fielded exactly as presented bere, and no extra
equipment or magic items can be bought for bim. The cost
of bis magic items is included in bis total cost.

Points: 500, Armour: None.

Weapons: Bonewood Staff (treat as a magical hand weapon).

Mowuant: Spleenrippa the boar.

SPECIAL RULES

Frenzy.

Mork’s Favourite: Wurrzag is a Level 4 Wizard and may
generate his spells from either or both the Little Waaagh!
and the Big Waaagh!, just like any other Level 4 Shaman.
Being Mork’s current favourite, Wurrzag adds +1 to the
casiing total of each spell he attempts. Also he cannot
Miscast. I be rolls a double 1 the spell fails and he loses
any dice stored in his Squig, but is otherwise unharmed,
Warpaint: As he i8 on a sacred quest, Gork and Mork take
particular care of Wurrzag and he gains extra protection
from his warpaint and tattoos. Instead of being a 6+ Ward
save, Wurrzag’s warpaint gives him a 5+ Ward save,
Tastes Bad: Creatures that would nonmally aitack Orcs
on sight usually give Warrzag a wide berth. An enemy
mount or monster may only make half its normal number
of Attacks (rounded down) when in base contact with
Wurrzag - even if its Attacks are not directed at him.
Bring out the Git: Some say that the Git’s asleep under
the hills, but Wurrzag's still looking anyway. Because of
this he won’t act as General for your army unless he is the
only character How can he judge their qualities of
leadership if he doesn’t let them lead?

MAGIC ITEMS

BALEFUL MASK

BOUND SPELL : POWER LEVEL 3
Through the Baleful Mask Wurrzag can see things as they
will be in the future, or possibly as they were in the past.
But it is a glorious age, whenever it is, and this is the
promise that the Once And Future Git brings — a return to
this great time when Orcs rule the world and there is

.

usual, the Squigs don't attack units when they start

always a good fight in the offing. The mask also has the
useful ability to launch lethal green bolts of energy at
people who annoy him.

The Mask contains a Gaze of Mork spell which works
exactly as described in the Waaagh! magic section. This
may be cast once per Magic phase like an ordinary spell.
The spell requires no Power dice to cast, all the power
required is provided by the Mask itself.

BONEWOOD STAFF

BOUND SPELL POWER LEVEL 4
This was carved many centuries ago from rare and
precious bonewood. Bonewood is a potent focus for
‘Waaagh! energy and is often used for Orc magic items.
The staff contains a spell which turtis Wurrzag's foes into
Squigs. This may be cast once per Magic phase like an
ordinary spell. The spell requires no Power dice to cast,
all the power required is provided by the Staff itself.

A whirling green mist surrounds one enemy model who
is in base contact (obviously this means Wurrzag can use
it on models in close combat). The victim, his mount
(unless a monster) and all his equipment are
immediately turned into Squigs. Replace the enemy
model with a loose Squig and immediately bounce him
away as per the normal rules (see pages 18-19 of the Orc
Warhammer Armies book). If the enemy model was
mounted on a steed that only has 1 Wound then replace
it with two Squigs and bounce them off separately As

bouncing, just where they land.

Wurrzag spent far too much time alone in the jungle to
be very tolerant of others, especially other Shamans

Before the armies are deployed, roll 1D6 for each
Shaman in the army apart from Wurrzag. On the roll of a
2-6 they are fine and take part as normal. On the roll of
a 1 that Shaman has annoyed Wurrzag and been turned
into a Squig. The Shaman is lost along with any magic
items he was carrying. However, if you have a Night
Goblin Squig Herd in your army you may add +1 extra
free Cave Squig to the unit for each Shaman that gets on
the wrong end of Wurrzag's temper.

WIZZBANG THE POWER SQUIG

A Squig sits on the top of the Bonewood Staff, glaring
hatefully at everyone. It is small and furry with long hair
that stands on end when it’s full of Waaagh! energy,
which is most of the time.

At the end of either player's Magic phase, Wutrzag may
store up to two unused dice from his pool in the Power
Squig. In the next Magic phase these are released and
added to the pool in addition to those he would
normally have.
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{ " chammer veteran Mike

' :ﬁlkﬂ' takes a regular look
<@ + the finer points of

ammer, in his own

. -
Mike, a regular
White Dwarf . -
contributor; is
well known for
bis ability to
mention
Warbammer,
Bagpuss, and
Kim Basinger

in the same sentence without

getting funny looks.

up with frayed edges? Annoyed by
ale creases? Embarrassed by

asy stains? ;

last, your pack of wormn out, curry-

cedl, beer glass ringed, bent and

Winds of Magic cards can go to

r deserved retirement at the back

| ofan underused drawer. The dice are

" packiin town. With the brand new

set of Warhammer rules has

a brand new gleaming magic

.-,:1 - '! - -

 In the next few thousand words you

" will be subject to the full force of a

| tonsiderable amount of my opinions

uncerning the many facets of the new
system.

rtly we shall be raminating over
ize of the tabletop population of
ation mumblers, cogitating on
ie rolling of dice and pondering the
Lores of Magic. We will pause to
¢ some of the most popular
(dwell briefly amongst the least
d conjurations and finally firt
tarily with some tactical
FOnsiderations.

Whilst every effort will be made to
WEKIE each of these topics in an easy
0 follow, structured way, regular

JONTACT I8

DICING WITH MAGIC

Mike Walker delves into Warbammer magic

'SETTING THE SCENE

Magic using Lords are not very

~ common {except for armies that live
"in coffins, the jungle or a completely
_ different and marginally more.

sulphurous plane of existence), but
when they are present it is possible to
see just how much influence magic
can have on a battle.

If you want to be able to bung a few
spells about, a couple of Level 2
Wizards will probably be enough. If
you want a reasonable amount of
magical protection, go for about four
Dispel dice. For battles involving
larger forces it gets much more
difficult to estimate what’s reasonable
as the options increase enormously. I
mentioned dice in that last bit, so lets
move on to consider the role (pun
sort of intended) of these cubed
arbiters of fortune.

= M) L - TRSA e

Balthasar (I:clt uses I-hc spell Bane o

‘& S8 Law of fragile bodies under gravitational influence — The speed of collision and bardness of the surface impacted increases in direct proportion 1o the

1] _ll' \ s will be aware of the
NGES WHiSS ted, rambling style I normally
ANS: Which seems to continually
g oF ANY MR SIbIe off into needless digressions at

i 3 l‘l"diil'o;:n of a delicate model".
ms wiLL @ R
E SLOWY

_ 8 of time spent painting and converting the model.
UNDER T# g os
& 8 S€r will get another mention.

i,

those that live somewhere off in deepest space, with bnly a warm bolter for company or those that only read my stuff to see if Bagpuss. Kylie or Kim

ity enough, Little Dave uses exactly the same mantra: before be goes off to meet bis latest girlfriend. - .

1 do not intend to laboriously go
through the rules on how spells are
cast and dispelled. For those that
don’t know’, basically the caster
chucks some dice (up to one more
than the level of the caster) to try and
achieve the spell’s casting value. If he
succeeds, the opposition bung some
dice to try and beat the score on the
casting dice and dispel the spell.
There is a slight complication in that if
the caster rolls two or more 1sit’s a
Miscast and if two or more 6s hit the
dice box the spell is cast with
Irresistible Force and cannot be
dispelled.

My policy on how many dice to use is
simple. If you really need to cast that
spell, use as many dice as you can and
whisper “Irresistible, Irresistible,
Irresistible” under your breath’® to try
and invoke the Irresistible Force.




Examining in more detail what is
likely to happen if a Miscast occurs,
you should really ignore the highly
amusing result where the caster gets
lobbed through the air or the one
where a Daemon sucks all his magic
ability directly out of his brain. The
most probable results are that the
caster will not be able to cast any
more spells that turn or that the Magic

_phase ends. One of these two will -

happen two thirds of the time. Do not
be overly afraid of a Miscast. Your
Wizard will be unscathed most of the
time. Don't let the fear of one
occutring prevent you from casting a
useful spell. '

A PEEK IN THE SPELLBOOK
tht makes a good Lotre? Good spells.

Of vital importance is that first listed
spell. This is the one that can be
swapped when you roll a spell that is
too difficult to cast, too difficult to use
or too difficult to pronounce (is that

- ‘h’ in ‘Rhuin’ silent?).

Of the Lore's remaining five spells,
P'm looking for spells that can be cast
in most Magic phases, spells that cost
9 or less (so you stand a good chance
of casting them with three dice) and
spells that will significantly influence
the course of the battle. 30

Let’s take a quick look at three of our
gaming group’s favourite spells:

4Sud’s Law of arcane appellation artifice — The more tnnocuous the name of a spell, the more appallingiy dangerous it actually is.

Drain Life (Range 12", each enemy
unit suffers D6 Strength 3 hits, no
armour saving throw) is lethal in the
hands of a mobile caster. Although the
short range is a bit of a challenge, the
fact that you do not need to be able to
see those you destroy makes it much
more potent. Especially good for
Wizards that like to get into melee,
and best of all the speli description
contains those wonderful three little
words: ‘no saving throw’.

Unseen Lurker* (A friendly unit can
make a magical move of 8") is
probably my favourite spell. In a game
where manoeuvring is vital, anything
that assists in that is very influential. A
top spell! Ny

The Second Sign of Amul is a
‘massively useful spell (D3 dice
re-rolls). Warhammer features the
rolling of a wrist-taxingly huge
amount of dice. The number of times
the re-roll of a General’s unfortunate
Ward save, an unlucky To Hit roll or a
nasty Miscast result has significantly
altered the course of a game, is very
large. Joe loves this spell and will :
often swap whatever other Lore of the
Heavens spell he gets, ' ‘

Some almost excellent spells:

Dazzling Brightness (Enemy unit
within 18" has its Weapon Skill

reduced to 1) is rather good. A mighty

Vampire Lord suddenly displays all the

combat prowess of a Zombie whose
arms have been severed and eyeballs
knocked out in a freak Black Coach
accident. A top spell just the wrong
side of game-winning due to the fact it
only lasts a single turn.

i
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Bane of Forged Steel (Enemy unit
within 12" restricted to using hand
weapons only) is another of those
spells that can have a massive affect. A
Handgunner, instead of beinga .
purveyor of flesh-ripping lead balls,
becomes just a bloke yelling ‘bang!’
The Greatsword’s mighty slash with
his huge blade is reduced to just a
prick with his tiny dirk But for a
casting value of 11 it does nothing t0
deter that charging Dragon.

How often do you get the chance to
smash a comet into the battlefield?
The Comet of Casandora (Caster
places a marker on the tabletop, a half §
chance of the comet arriving at the
start of each player’s turn. When it
arrives it does 2D6 Strength 5 hits to
each unit within D6 inches times the
number of markers. Add a marker -
each time it does not arrive) allows
you to do just that. This is a really
powerful spell, but if it does not go

off almost inmmediately, large amounts
of dispelling effort will usually get rid
of it. A word of warning; castit to
land well away from your own troops

— all too often we have been treated
late on in a game to the sight of both
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3 s . = desﬁerately»attempting to
ol the sa.me overdue Comet spelt.

‘E‘ ure are three spells that boost the
yat ability of the casting Wizard.
rmaple these seem perfectly
nable, but most of our players
¢ use them. Except for Stuart. His

| Y““
i a#k Iﬂbblefs‘» ]

'I'lpl' Jesser, more soft and squishy
i € users, these spells canbe a.

trap. ;-

'..\. gGrkeepmgltinpla'YWhﬂst
‘y -, ‘Wizard is actually fighting is 2

:‘* the pointy hat with the fighting

3 ess of 4 suet pudding that ends
ying hello to Mr Axe and
hecoming available in kit form. These
' get a massive thumbs up from
ﬁ."; and a distinct whimper of
ﬁ’g;fference from me.

50 WHICH IS THE

e whose BEST LORE?

| eyebalis “those of us with a choice of all eight

t Coach Lbtes to use seem to favour five of

} wrong ﬂwm

.the factigy 'Ehc I.ore of the Heavens, probably
‘qumcs out top. With so many of its

¥ unit sp:lls able to affect anywhere on the

g hand “lble, it’s easy to spot the Heavenly

‘those . Wizards — they are the ones picnicking

re affece A B0 & lonely wood well away from the

wga | nemy, but still able to greatly

id balls, Sinfluence the battle.

 ‘bang!’ Weath, Fire, Light and Shadows

ish with SEpear equally popular, as all have a

’f(’)“:_s; a pod selection of powerful spells.

othing to CHhEre are times when spells from the
‘Other three Lores can easily dominate

k the battlefield  Metal is excellent

aance O ‘1’ inst iechnologically reliant armies,

Feﬁeld? $t8 works against cavalry and, if

o e . m get in the wrong terrain, the Lore

:tosgehﬂ“ B O'Life can make things very messy.

a
(;’/hen it 0195’- 50 how do you use spells to the
5 hitsto B ot effect? Sometimes your army |

times the ites the way you use your spells

narker UFinstance a Magic phase against

y allows - St always goes something like this.

-really [ e opens up his Magic phase by

s not 3078 \ king a single dice attempt at

B amourit; ~ ling Vanhel’s Danse Macabre. His

Ay get 1 ond action is exactly the same. As

ititto PSEhe third. You think for just a

wn. troops WOMent that Stuart's fourth spell

y treated .

1t of both 3

5 o the tabletop within the bour

pires love the things. Indeed they -
poost the combat abilities of his~

‘problem. All too often it’s the guy

attempt may introduce some
originality into thc: proceedings. It
doesn’t.

By the snxth Vanhel’s Danse Macabre
attempt you are probably runming
short of Dispel dice. The only thing
that stops attempts seven and eight
are a lack of friendly units to cast the

‘spell at. The only thing that stops

attempt number nine is the fact that
Stuart has finally run out of Power
dice. Only the fact that Stuart has yet
to find a magic item to increase his
chances of casting them keeps the
volume of successfully cast Danse
Macabre tolerable.

With spell selection completely open,
it is impossible to surprise an
opponent, Both of you will know
exactly which spell is going to be most
influential, usually the only way to get
it into play is to use as many dice as
possible and hope for an Irresistible -
Force result (preventing the Dispel
attempt). Two things really help here
- being able to throw more than three
dice and real gob-smacking
jamminess. Always cast these critical
spells last. For one thing, lots of dice
are more likely to cause a Miscast and
stop the Magic phase. Also, knowing
that the big spell is still to come may
encourage your opponent to cling
onto their Dispel dice, enabling vou
to get off a few minor spells earlier in
the round.

When dispelling, always use the dice
when a significant effect is about to
happen. Try not to save the dice for
that last important spell (this is not
easy to do) as there’s always a chance
of a Miscast or your opponent rolling
below the casting value.

Before moving on, let me mention the
simplest way of overpowering your
opponent magically. Kill his magic
users and protect your own. Never
miss 'an opportunity to send a volley
into an exposed sorcerer. Keep yours
hidden in woods, in hard units or by
painting them the same colour as the
terrain’. My Empire army features a
Pegasus borne Captain whose sole
mission is to bring his Sword of Might

into contact with spellcaster bone.

In general, magic on its own will not
win you battles. It must be used with
subtlety and intelligence. Make sure
you influence those key fights in your

- favour, distress your opponent’s

important units whenever pdssible
and protect your own battle winning
troops when they are threatened.

Magic is a powerful ally in winning
battles. However, you will not be able
to bludgeon your way to victory with
it — it is not dependable enough. Do
not bother with powerful spells that
vou will struggle to get into play. -
Rather go for magic which is flexible
to use, cheap to cast and works well
with your army.

Well, I hope some of that lot has :
helped or at least entertained you.

I like the variety of magic. I have
armies commanded by lords of magic,
who strut across the baitlefield with
arcane effects blazing from their
fingertips, and others with almost no
spellcasting ability, trying to make a
lucky casting whilst attempting to
frustrate the arcane endeavours of the
opposition.

I like the unpredictability of magic
Miscasts, Dispel rolls and the
occasional magic item (power stones
are really good at powering up high
cost spells) all make the Magic phase
hugely entertaining. It's fun to watch
those who have an over-reliance on
their arcane powers become hugely
frustrated.

1 really like the speed of the Magic
phase. With all spells known and a
simple dice roll deciding things, it
takes only a few minutes to... just a
moment. Stuart has acrived, _
apparently with an extra spell caster
in his army. Ten casting dice, per
turn... hmm, maybe it could take a-
while.

Right, I'm off to get my Orcs
threatened by a multitudinous horde
of mouldy, rotting, shambling and
often dancing Zombies.

See you next time.

'“m"*' Dave once claimed that the green and brown camouflage scheme be bad used on bis Dwarfs meant that they could not be seen and he did not need to
them on the table. The maiter was dedded by coffee deprivation. Little Dave's caﬁ‘eme cram.ng ensured that both reason and tbe Dwarj% were restored : \
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THE RECLAMATION OF KARAK EIGHT PEAKS

The warriors gathered together in close
ranks atop the ancient burial meund.
They were grouped in a defensive
formation, the Dwarfs’ sturdy shiclds
creating a circle which protected the
crossbhowmen at the centre of the
mound. Totally surrounded by the
coemy, they were but a small island in
the centse of a vast sca of Greenskins.
Another wave of Night Goblins surged
forward, oncc again assaulting their
position. A great pile of the vile
creatures lay dead or dying at the
Dwarfs’ feet. These Goblins were no
match for the courageous fighting skill
of the Dwarfs, and more of the small
ficnds fell to the blows of the Dwarfs’
finely crafted axes. Nonetheless three of
the stout defenders collapsed as the
Goblins' sharp spears pierced through
gaps in the Dwarfs’ shicldwall. More
and more of the Greenskins came
scrambling over the still warm bodies
of their dead brethren. Every muscle in
Lord Duregar's body ached from the
endless slaughter, but he knew there
would be no respite from the fighting.

“Hold. Keep the line” His voice was
calm, remarkably so considering the
Dwarf army's predicament. Though a
dozen or more Goblins had fallen for
cach Dwarf, hundreds more still
surrounded the mound. It scemed to
Durcgar that his warriors had been
fighting for an cteraity. Ever since they
bad husriedly left their hold, the
Dwarfs of Karak-a-Karak had been at
war. It had been nearly a week since
they had reccived word from King
Belegar that he had managed to take
the inner keep of Karak Eight Peaks.
The King's warriors had suffered heavy
Josses and nceded reinforcements if he
were to kecp costrol of the hold
Duregar had quickly mustered his clans
together and marched south. As his
force had reached the mouth of the
Mad Dog Pass which led to the
besicged stronghold, an Orc force had
suddenly attacked. His warriors, filled
with vigour and resolve to aid their
kinsfolk had quickly scen off the Orcs.
Mad Dog Pass was open to his passage.

by Space McQuirk

With 2 mighty swing of his axe, the
head of a Goblin fighting him was
sliced from its shoulders. In the brief
respite Duregar surveyed the carnage
around him. The last few Goblins of
that wave of attackers were currently
running from the mound.
“Crossbowmes, ready your bolts.” he
called out to the line of troopers who
stood behind him on the top of the
mound. As he spoke he could sce the
Night Goblins, the hems of their robes
wet with the blood that flowed down
the mound, readying themselves for the
pext charge. “Watch for their arrows,
shiclds high.” Durcgar commanded, his
warriors raised their shiclds. These lulls
in fighting were always followed with a
cloud of arrows that would fall onto
the mound. It was a standard Goblin
tactic, weaken the foc with missile fire,
before committing masses of troops in
a savage assault. The clatter of arrows
striking shiclds was accompanied by
groans from those whose armour had
failed to save them. The Dwarf Lord
wiped Goblin blood from his thick
brow. If only the Troll Slayers still
fought by their sides then they might
stand some chance. As his relief force
had advanced through the pass he had
expected severe sesistance. They had
met none. That was until they came
within sight of the gate. It was then
his suspicions were confirmed, they
were marching into a trap. Hundreds of
Goblins had poured out from the
ruined tombs of the Dwarfs' ancicnt
ancestors. The Orc force they had
defeated at the faws of the pass had
regrouped and blocked any retreat.
Before them the gates of the Karak
were shut. Spying Stone Trolls
descending from the steep slopes, the
Troll Slayers had marched off to
intercept them and meet with their
destiny. What became of the fearless
warriors? Durcgar knew not. He had
been kept occupied with organising his
own forces. The fact that no Trolls had
yet reared their ugly heads before them
gave Duregar a good idea of what had

happened.
Whilst the solid front rank prepared

itself for the incvitable charge of the
Goblins, the centre of the formation
was all but destroyed as a massive
boulder crashed dows into the tightly
grouped ranks. The Night Goblins
manning the Stone Thrower positioned
on the gate tower had finally found
their target.

A large Goblin wiclding a wickedly
barbed Squig prodder pointed towards
Duregar, screaming what could only be
a challenge of some sort in his savage
guttural language. At the Goblin's side
an enormous Squig bared its bloodied
fangs. This was obviously the feader of
the Goblin force. Duregar felt the
courage of his ancestors flow through
his veins. If he were to dic then this
loathsome creaturc’s head would be held
in his hand as he fell The Dwarf Lord
stepped forward raising his axe high to
respond to the challenge, “T Duregar,
Kinsman to King Belegar of Karak
Eight Peaks, command these warriors. |
tell you now that we shall all willingly
dic herc on the land of our ancestors
before surrcadering to you, foul
Greenskin!” As he spoke Duregar saw
malicious intent spark within the
Goblin Warboss's cye. In response the
Goblis horde charged forward gibbering
and cackling maniacally.

With the once disciplined central ranks
in disarray behind them, the Dwarfs
formation began to collapse. Duregar
knew that it would soon be all over.
He called out defiantly to his warriors.
“Kinsmen, we will scll our lives dearly
today. Though we may perish, the
Grobi victory will be bitter for them
to faste.” As he said this an almighty
cxplosion blew shards of rock and
debris into the air. “What manner of
foul trickery do they play now?”
Durcgar cursed. His standard bearer
called to his general. “My Lord, ‘tis g0
evil. Our salvation is at hand for ‘tis
Belegar and his kinsmen.” Duregar
turned round to face the gates. He sav
that the gates to the Karak had been
blown apart. Through the cloud of
debris he could make out the standards
of King Belegar's Dwarf host marching
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~urd, cutting a swathe through the
Night Goblins.
“fp Belegar!” The Dwarf Lord
soded. With fresh hope flowing
W gh them, the Dwarfs fought with
determination. The Goblins fcll
tore the Dwarfs™ fury as they
scended from their position. As
sar battled through the massed |
&1; of Night Goblins he could see
elegar’s force. His cousin fought to
3.. fore of a wedge shaped formation.
surrounded by his bodyguard. On his
head the gold crown of Karak Eight
Pesks glittered in the cvening’s light.
The Hammerer's great weapons crushed
the skulls of any Greenskin that dared
stand between them and Duregar's men.
Within minutes the two Dwarf armies
met and the two cousins, Belegar and
Dusegar. stood back to back hacking at
the Night Goblins, who had by now
recovered from the shock of the initial
sssault

“Well met Duregar. Doth thee fancy
heading back to my grand hall for
some ale?” Belegar called out as he
clove straight through a particularly
ugly looking Goblin.

“Aye. Slaying Grobi builds up a thirst
for sure.” Durcgar seplied matching his
Kinsman's prowess with the axe as
another assailant fell to the Dwarf's
¥eapon.

Belegar shouted a command to his
amy. “Ironbreakers, form a rearguard.

Back to the hold” Arrows, fired from
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the slopes of the pass, rained down on
the united Dwarf clans. The missiles
hit both Dwarf and Goblin
indiscriminately and many Greenskins
fell, killed by their own troops. The
well forged armour of the Dwarfs
protectcd them from most of the
barbed arrowheads. Slowly the solid
mass of Dwarfs pushed its way back to
the gate where a unit of Handgunners
waiting at the entrance fired their lead
shot, quickly sccing off any Goblins
who tricd to pursue after the retreating
Dwarfs.

Torches illuminated the walls of the
great hall, where stone carvings depicted
the history of the Dwarfs of the
Karak. The remnants of the two armies
sat on long benches at the front of the
hall. The mood was sullen. Many
Dwarfs had fallen that day and every
warrior in the massive chamber
contemplated the loss of their kinfolk.
Belegar raised his tankard and spoke
out the gathered Dwarfs. “Tomorrow we
shall mourn the loss of many of our
family and dearest friends. "Tis a sorrow
that we cannot bury them in the tombs
fo rest with their ancestors. For that we
shall nc'er forget” He opencd a thick
feather bound tome. “For over two
thousand years the Eight Peaks’ Book
of Grudges has been silent. Now let us
mark this day with 2 new account” He
dusted off one of the pages and began
to record the grudge.

Duregar, who sat beside Belegar's
throne, spoke up. “Though tomorrow

e | :
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we shall mourn, tonight is a night of
celebration. Gathered under the roof of
this hall are coough Dwarfs to
ensure this hall never again falls l
into Grobi hands. Long live the i
King of Karak Eight Peaks!”
With this he raised his tankard
towards Belegar and emptied 1
the contentsin.onc gulp. A i
foud cheer echoed around’ i
the hall as the K ) %
i

Dwarfs joined in
the toast and
celebrated the
retaking of Karak
Eight Peaks

until the early
hours.




Grudge Bearers oo .,

] Dwarf Lord, one of the leaders of the
The Dwarfs are an ancient, proud and grim race. ancient Dwarf clans.
Their heavily armoured:irifantry commands well
deserved respect from any enemy who has ever
stood against them. Dwarf Warriors are legendarily
stubborn in defence of their mountain homelands,
and are equally unrelenting in their assaults. Dwarf
artillery is amongst the most potent and destructive
machinery in the known world. The legendary
Dwarf Engineers have developed many unique and
powerful war machines such as Gyrocopters and
Flame Cannons.

Rangers

Rangers watch over the mountain passes that snake
their way through the Dwarf realms. They keep
watch for approaching danger and hunt down
Goblins and Orcs. When they spot an approaching 4
army they will send signals to the watch posts of the =
stronghold, and, once their Karak has been
warned, they will gather together at an elected
meeting place. Once all their number have
arrived, they get into a battle formation and

hound the invading army.

st e L i

accompanies a regiment of L.o_ngbeards
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Thunderers

Some clans are rich enough to buy their
warriors handguns from the Engineers
Guild. They are very proud of these
weapons and go to great
lengths to maintain
them. Dwarf
handguns are
exceptional works
of craftmanship
and are accurate
even at long
distances
making them
very deadly
weapons.

Longbeards
Dwarfs are taught from an early age to respect their elders, and the
oldest Dwarfs in the stronghold are accorded the greatest respect.
Their beards must stretch down to the floor before they are given the
prestigious title of Longbeard. The ceremony that follows when a
Dwarf finally joins this elite caste is a great occasion; many a tavern has
been drunk dry in the ensuing feast.




Longbeard

Standard Bearer Mordheim

Troll Slayer

62 SPOTLIGHT ON: COLIN DIXON

— SPOTLIGHT ON =———

Welcome again to this new
series where we look at
Games Workshop
personalities. This month our
intrepid interviewer Pete
Grady has been having a
good old chinwag with the
man behind most of our
excellent new Dwarfs,

Colin Dixon.

Colin was originally born in
Zimbabwe, but now lives in
Nottingham. In his youth, he was a

_great fan of military history, and that
was how he first got into tabletop
miniature wargaming.

To begin with, Colin was a
miniatures painter, winning an
award at a Citadel open day for his
regiment work. He was then
approached by none other than
John Blanche to become the first
ever 'Eavy Metal painter!

He began sculpting in the very early
90s and, as you can see, he has
been very productive since then. So,
that’s Colin’s background — on with
the interview...

Colin, you’re currently in the spotlight
for your hearty contribution to the
superb new Dwarf range. Dwarfs are
one of the oldest ranges of models in
the Warhammer system. It must be
hard not to be heavily influenced by
what has come before.
Yes, you're right. | mean, the biggest
influences for these Dwarfs were,
ironically, some of the first Dwarfs we ever
made (by those talented Perry twinsl).

A regiment of Dwarf Ironbreakers

~ COLIN DIXON

Was there anything in particular about
the Perry’s Dwarfs that fired your
imagination? Did you have a definite
theme in mind?

One of the things | liked about the Dwarfs
was that ‘old Viking warrior’ feel they had,
so | tried to bring that through with my
models.

‘We were talking to Brian Nelson last

month and he said that he rarely worked
from concept sketches. Is this the same
for yourself?

No. Quite the opposite, in fact. I'm one of
the few sculptors who always works from
sketiches.

You work from your own sketches?
Not always. Take the Dwarfs, for instance;
that was a collaborative effort where |
worked from both my own sketches and
those of the artists.

Any artists in particular?
You'll find yourself working with all the
artists.at one time or another.

How does it work when you’re building
a model with another designer, for
instance the new Gyrocopter with

Tim Adcock?

Generally, as far as vehicles go, | will be
presented with the vehicle, then sculpt the
crew and any little extra touches.

You used to work as a painter for our
own ’Eavy Metal team. Do you still
induige the artistic urge?

1 still draw and paint, but that is more a
hobby, and nothing to do with Games
Workshop. Although | did do the cover for
the second edition of Blood Bow! (another
classic GW gamel).

You have a history (no pun intended) of
historical wargaming. Brian Nelson was
also big on military history. Is this a
common interest among the sculptors?
You'll probably find that most of the
sculptors who work here have an interest
in military history, to varying degrees. As
for myself, my own particular interest is in
19th Century (‘Colonial’) history.

Finally, what’s your next project? Any
interesting things to look out for in
the future?
Look out for the new Grave Guard
that I'm doing for the Vampire Counts
range.

Thanks very much, Colin!
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GREAT BOOK 1
OF GRUDGES

"The Great Book of Grudges and see the sta 0 be more tha
records every deed of infamy & 50 Be
ever perpetrated against the ORD

Duwarf race. Its words, written in Y O . 3
the blood of kings, speaks of
unforgivable acts of treachery,
unpaid debts, and unfulfilled
vendettas." 0

Every Games Workshop Store has it e
a Book of Grudges! But the de enitirely of Slaye

pages are filled with fun gaming

ideas:; tips on painting and : ” EY
modelling; in fact a whole load K
of stuff that you may want to
find out about the Games
Workshop Hobby.

Throughout February every
Games Workshop store will be
opening their Book of Grudges
and unleashing mountains of
activities and events. Every week
you can expect to find them
running loads of games.

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 you there!

By the way, each store runs
beaps more than we can put in ; ’
an issue of White Dwarf so if you be wrongs ever done aga o Do P

need to know what's bappening and the Dwarfs of Karak-Woden are on a quest [l
check them out on the internet at O setiie Loen: a
www.games-workshop.com.au, oFired SO0 LIVED P

7 0 face the GW WOIDE ore Dua
give them a call, or drop into z
your local store. All wrong be made right on the fleld o
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GRUDGE WAR!

Duwarf King Thorgrim Grudgebearer has
called upon bis kin in the remaining Holds
to begin a war of retribution upon the
Goblinoids.

His plan is to oust the Orc & Goblin tribes
as well as the Skaven infestation from their
dwellings in Karak Eight Peaks and to
retake the ancient Hold there. The task will
not be easy, but many of the Dwarf Holds
in the northern reaches of the mountains
bave already commitied forces to the great
undertaking, and the reigning Elector
Counts of the eastern Empire bave also
pledged whatever support they can spare
in a great display of bonour.

Come along to GW FERTH for this Bring
‘n’ Baitle event on S‘uturday 24 February.
T join in all you have to bring in is a fully
painted and based regiment of Dwarfs,
Empire, Orcs & Goblins, or Skaven. Battle
commences at 12:30pm. See you there!
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SIEGE OF NORTH HOLD
[Lord Brimstone Toecutter and his sturdy Dwarfs bad righted a wrong, avenging their ancestors by smiting

many bated greenskins. In bis stronghold, preparations were underway to celebrate the crossing out of an
entry in the Book of Grudges.

Without warning, and with an almighty crash, a green shape smasbed through the roof and splattered over the
floor. Closer inspection revealed that it was once a Goblin Doomdiver!

Ihis outrage could not be tolerated. Putting down the Great Book, Brimstone stormed through the bhall. The
Greenskins were bere. No need for the book today The celebration would just bave to wait until later.

Come and join in the games as the Orcs attempt to pulverise the Dwarfen stronghold at all the Queensland
stores, then join the celebrations afterwards at the Chermside Grand Opening Sale.

&' DIIEBANE Priday 26, Saturday 27 and Sunday 28 January
£V WT GRAVAYT Thursday 1 & Saturday 3 February
&) CHERMSIDE Friday 9 and Sunday 11 February
CHERMSIDE GRAND OPENING SALE THURSDAY 22, FRIDAY 23 AND SATURDAY 24 FEBRUARY.
(Further details on Chermside Grand Opening can be found earlier in this issue.)

SLAYER

Every Thursday night during February at

&1 MORLEY is Slayer Night! We will be
celebrating the release of the fantastic new
Duwarf army book by playing games based
on the beroic feats of Gotrek and Felix in
the Slayer series of novels by William King,
Trollslayer  Thursday 1 February

Defeat all manner of nasties and learn why
Dwarfs are so ded ‘ard!

Skavenslayer Thursday 8 February

Come rat catching with our intrepid duo in
the sewers of Nuln!

Daemonslayer Thursday 15 February
Defeat the daemon! Claim the board!
Dragonslayer Thursday 22February

The ultimate showdown is on!

There will also be a bunch of smaller Slayer
Lames to play every afternoon so come on
in and become the legend!

SLAYER MIST!

Y
In the mist and shadows of the dark mountains an eerie yet pleasant / K i

silence shrouds the mountain ranges.

‘Beware! Skaven!’ Kleaver bellowed out. A glint in the slayer eyes showed
nG fear but contempt.

‘Stupid rat thing, be brave for once in your short lives!’ goaded by a

compatriot.

Throughout February at GW MIRANIA we'll be baving constant battles [ _
throughout the montb to celebrate the release of the stout Dwarfs. So come NN (N W
along and join in the bunting of Trolls with our illustrious Slayers. : LA : &
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Like all Games Workshop
stores, GW Woden provides
you with all your bobby
needs. Our friendly
experienced staff are
always ready to belp.

There is always something
exciting bappening. Come
in to any of our regular
events such as Smackdown
Saturdays, Games Night on
Fridays or any of the
weekday afternoon
campaigns.

i A _ Ask Justin, Jarrett or Joe
0 - : v about any special events
‘ : they might be running.

GAMES WORKSHOP

WODEN

is located at:

Shop LG68C Woden Plaza
Phillip ACT 2606

Near the food court.
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Da Fort was our mafor display at Games Day 2000 in Sydney.
If you missed secing it don't despair..
because now Da Fort is going on da road!

Coming to a Games Workshop store near you. Da Fort will be appearing at:
GAMES WORKSHOP MELBOURNE 3rd & 4th of Fcbruary 2001

GAMES WORKSHOP ADELAIDE 24th & 25th of February 2001
GAMES WORKSHOP MARION 3rd & 4th of March 2001
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W TG Austrafia

AUSTRALIAN CAPITAL * MORLEY:

Shop 1095 Westfield Shoppingtown

TERRITORY - . Galleria Morley WA 6062

PHONE: (08) 9322 3895
+ WODEN:

Shop LG68C Woden Plaza QUEENSLAND

Phillip ACT 2606
Phone: (02) 6253 4747 * BRISBANE:
Shop B8 Queen Adelaide Building
NEW SOUTH WALES Queen Street Mall Brisbane QLD 4000
CASTLE HILL: PHONE: (07) 3831 3566
=y e L . . .
Shop 495 Castle Towers C'HERMSIDE' ]
Castle Hill NSW 2154 Shop 251B Westfield Shoppingtown
PHONE: (02) 9899 81 a8 (corner of Gymple and Hamilton Streets)
Ci iATSWO OL;" Chermside QLD 4032

: ! * MT GRAVATT:
Shop 302 Westfield Shoppingtown
Chatswood NSW 2067 Shop 2005 Upper Level

i Garden City Shopping Centre
RRONE (02) G4l oot Upper Mount Gravatt QLD 4122

MIRANDA: . PHONE: (07) 3343 1864
Shop 1048a Westfield Shoppingtown

Miranda NSW 2228
PHONE: (02) 9526 1966 SOUTH AUSTRALIA
» NEWCASTLE: * ADELAIDE:
197 Hunter Street Shop 25 Citi Centre Arcade
Newcastie NSW 2300 ; 145 Rundle Mali Adelaide SA 5000
PHONE: (02) 4926 2311 PHONE: (08) 8232 7611

» PARRAMATTA: * MARION:
Shop 2161A Westfield Shoppingtown Shop 2048 Westfield Shoppingtown
Parramatta NSW 2150 Qaklands Park SA 5046
PHONE: (02) 9689 1638 PHONE: (08) 8298 2811

* SYDNEY:

Shop 619 Capital Centre Arcade VXCTORIA

(George St entrance) Sydney NSW 2000
PHOA?E: (02) 9267 goz% * GREENSBOROUGH:

* WOLLONGONG: Shop 3.19, Level 3 Greensborough Plaza
Shop 2, 201 Crown Street (Globe Lane) Greensborough VIC 3088
«PHONE: (02) 4225 8064 * MELBOURNE:
Shop G30/31 Centrepoint Mall

WESTERN AUSTRALIA 283-297 Bourke Street Melbourne VIC 3000

PHONE: (03) 9654 7086
* PERTH: 3 « RINGWOOD:
Shop 34 Raine Square, William Street Shop L44A Eastlands Shopping Centre

Perth WA 6000 -
Ringwood VIC 3134
PHONE: (08) 9322 3895 PHONE: (03) 9876 0099

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

New Jeafan® Hong Long

* AUCKLAND: e LOCKHART ROAD:
Shop 4 280 Queen Street Shop LG 7-8 East Town Bidg. 41 Lockhart Road
Auckland PHONE: (09) 302 0279 Wan Chai HONG KONG PHONE: 2866 4870

¢ WELLINGTON: + TSIM SHA TSUI: =
Shop 13 18-30 Manners Street 2006 Miramar Shopping Cenire 1 Kimberly Road
Wellington PHONE: (04) 382 9532 Tsim Sha Tsui KLN PHONE: 2317 4581




Modelling guru
Nick Davis
continues our
new series of
modelling
articles by
looking at the
techniques .he
uses to make"”
hills. Look out for more of Nick’s
modelling projects in White. Dwarf
over the next few months.

SCENERY
WORKSHOP

Basic Terrain part 2: Making your own hills

r
WHAT YOU WILL NEED TO MAKE
YOUR HILLS:

* Polystyrene sheet 1" thick — available
from the local DIY store

» A selection of stones — have a dig around
in your back garden

* Green flock and gravel

* Citadel paints: Chaos Black, Goblin
Green, Snakebite Leather, Bubonic
Brown, Bleached Bone & Skull White

* PVA glue

FOR THIS PROJECT YOU WILL NEED

THE FOLLOWING TOOLS:

Large drybrush, undercoat brush, 1/2" paint
brush, cutting mat, steel ruler, modelling

I knife, hot wire cutter, clippers & pen.

Following last issue’s project which
showed how to make trees and
woods, it's time to add some height to
the battlefield in the form of hills.
These are important pieces of terrain,
capable of blocking line of sight or
allowing archers to fire in two ranks
and those pesky war machines to
target most of the battlefield.

Before you begin building anything
you are going to need a large flat
area for you to do your modelling on.
If you are using the kitchen or dining
room table, make sure it's well
protected before you start or expect a
load of grief from your parents/spouse
when you ruin their precious table...

——

A couple of layers of newspaper wil|
protect against spillage although if
you do any heavy cutting a piece of
wood or a cutting board (available
from craft shops) to protect the table
surface would be a good idea.

WHAT T0 DO NEXT

This article covers two separate
elements of making hills. The first part
is all about making and then flocking
a basic hill. Secondly we’ll look at
adding a little detail to your hill. Don’t
panic, making your own hills is a lot

easier than it looks.
4

An army of the Empire mak:s use u[ the hlghcr ground by :.cnmg up arhllcr\r and handgunnnrb on a |u|l

72 SCENERY WORKSHOP
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MAKING HILLS
\laking hills is fairly easy — it just
takes a little time and patience.
Here's a guide to how | build them...

1. Taking your sheet of polystyrene
and your pen draw an oval or kidney

Now draw a second shape smaller
ihan the first. This is the hill’'s secorid
tier. Using your hotwire cutter cut out
the hill keeping your hot wire at a 45°
angle as this gives a gentle sloping
edge to the hill. Now glue the two hill
tiers together with PVA glue and
leave to dry.

2. Paint the hill with Goblin Green
and, once dry, your basic hill is ready
for use on the battlefield.

3. An extra touch is to add a little
water to some PVA and paint this
onto the hill. Cover the hill with flock
and then leave to dry. Once dry,
shake off the excess flock and your
hill is now ready to take its place on
the battlefield.

shape (about 350mm long & 150mm -
wide on average but it's up to you).” *

=59

o Ly

DETAILING HILLS
Of course, hills are not all
featureless grassy knolls. Many
have boulders jutting out of them
or impassable sheer faces on
one side. This can easily be
represented on your own hills.

1. Follow the stages given above
and just before you flock the hill,
dig into one side of it with your
finger to make a cliff-face. You
can add stones by pushing them
into the hill and then gluing them
into place with PVA. Paint the
exposed cliff-face and the stones
with Chaos Black and leave to

dry.

2. Once the paint is dry you can
drybrush the black areas with
several layers of progressively
lighter browns or greys.

For a finishing touch you can
also add undergrowth (see last
month’s Scenery Workshop
article).

Above: Two finished, detailed hills, ready for use on the tabletop.
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Ist Birthday been and gone, school holidays finished, the frantic pace of Januvary in a Cam
Workshop store just a memory. January would make most GW staff just sit down for a
quict cup of tea (no, not blood Bryan), do some painting or just have a general chat abou
what they haven't had time to do with their hobby. Sydney store however are not fortunate
enough for a rest, as they crack into some ‘uge February events.

SPECIAL GAMING
NIGHTS AND WEEKENDS

Staff challenge nights will be replaced with special one off old school gaming nights for February only.

‘We will be running a small league for both Blood Bowl and Necromunda. We supply the terrain and

games boards, you supply the painted miniatures. Bring along a starting Necromunda Gang or startin
Blood Bowl team and join in the fun. For more information as to why we are running these see Old
School Gaming below.

BLOOD BOWL NECROMUNDA

KNOCKOUT LEAGUE KNOCKOUT LEAGUE
Friday 2nd Feb 3pm ~ 7pm Friday 16th Feb 3pm — 7pm
and Sunday 4th Feb 12pm - 4pm and Sunday 18th Feb 12pm - 4pm
for preliminary knockout. for preliminary knockout.
Friday 9th Feb 3pm - 7pm Friday 23rd Feb 3pm — 7pm
and Sunday 11th Feb 12pm — 4pm and Sunday 25th Feb 12pm — 4pm
for final rounds. for final rounds.

Come along for fame and glory and most importantly for heaps of Old School Gaming FUN!
THIS IS A ONCE ONLY OPPORTUNITY. DON'T MISS IT!
Normal Staff Challenge nights will resume Friday 2nd March.

OLD —

[] -~ ' o !
. —

SCHOOL =
PRODUCT ¥

To go hand-in-hand with the gaming for
this month Sydney City store has
organised a special one off month in
which we will be selling anything we
can lay our hands an from our Old
School gaming miniatures range.

We will have Blood Bow!, Necromunda,
Epic Warhammer 40,000 and
Gorkamorka miniatures for sale for
February only. Get in quick, as this
stock is rare. First in, first served.

THIS IS A ONCE ONLY :
oPPomTuomw, DONT MISS OUTt  HOW CAN YOU PASS UP THE CHANCE TO PLAY AGAINST THE MASTE
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3 OLD SCHOOL GAMING

HOW TO GET THE MOST OUT OF
YOUR OLDER GAME SYSTEMS

By Grant "Old Timer" Peacey

Many customers come in to the store asking about older game systems.
Are they coming back? Is there a new edition on the way? Why did you
take them away?

The answers are simple — Are you still playing them? Dan’t you have
enough miniatures already? The reply to these guestions is usually NO!
; It you fall into this category and are like myself (with hoards of old games
ANT “OLD TIMER” PEACEY and collectable miniatures in the back shed, in the spare room and under
EM!H the bed), then I've collected together some solutions fot your concerns.

GAMES CLUB

In the Sydney area alone there are many games
clubs who still run games like Necromunda, Blood
Bowliand Epic Warhammer 40,000. Games Clubs
meetiweekly/fortnightly/monthly and generally
spea‘;"},ﬁfin‘g_’are always looking for mere members
(see Motion Tracker articles in recent White Dwarf
issues or check out our club listing on the Web).
Gaming clubs rely on organisers to keep things
ticking along and running smoothly. Peaple like us,
gamers so passionate about their gaming that they

organise tournaments, eampaigns, leagues and !
coniNions Jor allto Gnjoy:. SCHOOL CLUBS CAN BE A GREAT PLACE TO START

Therefore if a games club is not running one of your favourite older systems, then why not organise to run
something for them. Get off your butt, get down to the club, get yourself known and start organising. Not
onlywill the elub benefit from the new organising power you bring, but also you'll get to use your favourite
Blood Bowl Skaven team again...

b | , Y GO TO GAMING
Ly CONVENTIONS

Mest gaming conventions are held annually, all
around the world, all the time. Gaming conventions
are a gathering of gamers, who get together to
play their favourite games. The competition is
tough, enjoyable and exhausting (how many
games can you fit into one day?). It is uncammen
for a gaming convention not to support at least
some older game systems — Blood Bowl being one
of those supported very heavily to this day. Not
only do conventions give you an opportunity to
play your favourite older games but play them

5 e
GAMING CONVENTIONS A FULL OF VETERAN GAMERS!  against some of the best players around.
Once again if your favourite game system is not
repiesented at a gaming convention — YOU CAN ORGANISE IT! Nobody is going to say, "get stuffed”
(well not immediately anyway). Your input is what gaming convention organisers need more of.

Cogygmions are also a great place to pick up old miniatures and rules systems with specialty second
hangi and other retail stalls frequenting all of the major convention events.

-91N3S3Ud ALIJ AINTAS
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SEARCH THE NET

The Internet can provide some fantastic ideas and contact points for you about older game systems.
There are thousands of links to personal and professional Internet sites regardmg all manner of gammg
Finding out more information and communicating with other like-minded gamers is only afingertip. away.

Just run a search for your favourite.game (eg. Blood+Bowl) and watch in amazement at how many site
there really are.

GET TOGETHER
WITH FRIENDS

The chances are your old gaming buddies are i
probably thinking exactly the same way you are. |
wonder when Larry, Joe and Barry are going to
call to organise another campaign? |t's just that
nobody calls anybody to organise it. The worst
they are going to say is that they are too busy (in
any case you could probably twist their arm for at
least one game or get them to give you their
miniatures...hee, hee...). Playing games with
friends are where most of our fond memories of
older game systems spawn from. Like: the time
Larry got so angry at Barry that Larry through a
dice at Barry and hit him in the forehead or the
time you killed Joe's favourite Blood Bowl
Lineman and made him cry (I canniot condone
any dice throwing or making friends cry. however,
These are just my fond memories). Get back to
your roots, you'll be surprised by the response.
Even better, you may be able to get some of your
new friends to start gaming with you.

BRYAN LEARNS THE ART OF BLOOD BOW

GO TO A
GW STORE

Games Workshop stores are a greal
source of information regarding all @
the above and are frequented and
staffed by people wanting to play
their older. game systems. Ask a staf
member or talk to other gamers in-
store to see what's up in your area.

To help this cause Sydney City stor:
will be running a one-off GONE, BUT
NOT FORGOTTEN month during
February where you will be able to
pick up some older product and pla
some games. So what are you
waiting for? Get to it.

o B

THE OLD TIMER INSTRUCTS THE NEW BOY A al its your AobBy!

WHAT’S ON AT SYDNEY CITY STORE DURING FEBRUARY

» Oid Schooi Gaming; every Friday 3pm til 7pm and every Sunday 12pm til 4pm

= Oid School Product, Necromunda, Blood Bowi, Epic 40,000 and Gorkamorka stock on sale.
Only while stocks last!




Greal NEW stutf for these great games!

This month we’re running a listing of all of the great stuff we’ve produced so far at Fanatic. This is not to
say that we’ve nothing new out this month — far from it! Just check out the Fanatic News section below for
details of what we’re bringing out, and also what is ‘in the works’. Of special interest is the first
Fanatic/Forge World joint project, in the form of a set of great resin terrain for Epic 40,000. That’s right,
the bunker and rodds shown below are Epic scale models, not 40K scale! If you want to see more pictures
of the Forgeworld Epic 40,000 terrain, as well as the rest of the Fanatic range, then visit our web-site at
www.fanatic-games.co.uk. You’ll also be able to find out about new releases and Fanatic news so fresh
that we haven’t had a chance to get it into print in White Dwarf yet.

FANATIC NEWS

Citadel Journal 41: Journal 41 will include the second part of Tim Huckelbery’s Genestealer Cult army list. Part two has a lot of
the material that we weren’t able to fit into C)4o, including two very cool special characters and lots and lots of information about
how to paint and convert the Genestealer cult models you’ll need for your army. The list is truly a labour of love (if rather a strange
and misguided sort!) and well worth checking out. If you missed part one then give Mail Order a call and they should be able to
supply a back-copy of CJ40.

Necron Fleet For BFG: Just yesterday John Mander and Darren Parr handed me the first finished master models of the ships
for Fanatic’s BFG Necron Fleet. We hope to have these models on sale soon - check the Fanatic website for details, or join the mailing
list to receive news in the post.

Painted Fanatic Models Shock! Yes, we've finally got round to getting some of our new models painted rather than just
showing the unpainted miniatures. Pictured is the Warmonger Titan (rules in Epicmag one), and the Necromunda Rapier Laser
Destroyer (rules for which are in Necromag One). All these models are available now, check the lisiting on the right for details.

Epic Roads From Forge World: Tony Cottrell (head Honcho at Forge World) has just
brought in samples of the resin road sections and bunkers he’s had made for use in Epic.
These are really very nice indeed, so we've included them in the our listing of Fanatic
stuff on the right, even though they are really made by Forge World rather than us.
Forgeworld also make models for BFG and Warmaster. To find out more, check out
Forge World’s website at www.forgeworld.co.uk. By the way, please note that you
have to order all resin stuff direct from Forge World — you can’t combine it with an
order for Fanatic models.

FANATIC MAGAZINE PRICE GUIDE:

attlefleet Gdthir., Warhammer
Quest, Warmaster & Epic 40,000

TITLE AUSS NZ$
Town Cryer Magazines $9.95 $11.95
Blood Bowl Magazines $9.95 $11.95
Baitlefleet Gothic Magazines $9.95 $11.95
Necromunda Magazines $9.95 $11.95
Warmaster Magazines $9.95 $11.95
Epic 40,000 Magazines $9.95 $11.95
Warhammer Quest Magazines $9.95 $11.95

Unfortunately it looks like we won't be able to supply the 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.

| HOW TO ORDER

You can get Fanatic models from the Fanatic Hotline: = 0011 44 115 916 8177
(between 9am and 6pm GMT)

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

Fanatic models are also avallabls through the Fanatic Mall Order service from the following address:
Fanatic, Games Workshop, Willow Road, Lenton, Ilnﬂlngllam, NB7 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 Ltd.
PLEASE DO NOT SEND CASH.
Plsase allow 28 days from receipt of order for delivery, Minimum order £5.00
Postaga and Packaging rates: 1st class £4, 2nd class £3 (flat rate).
For future catalogues plaase send an SSAE or 2 IRC to the above address.
You can E-mall us on ; fanatic@games-workshop.co.uk
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pleasure of introducing a new Scrive
in roundly defeating my own forces,

Imperial Scribe
Pete Haines-is
the latest addition
to the
Warhammer
40,000 Games
Development
team, and has the
' dubious honour of
being one of the twisted minds
behind Codex Tyranids.

mperial Guard players have

doubtless been inspired by Codex:
Armageddon to try out the rules for
Steel Legion mechanised infantry.
Unlike the more conventional infantry
forces found in Codex Imperial Guard,
Steel Legion infantry platoons are all
mounted in Chimera transport
vehicles. The lure of the extra mobility
and scary additional firepower, not to
mention the rather splendid Steel
Legion figures, has doubtless seduced
many former footsloggers into
transferring over to the mechanised
infantry.

But this wasn’t enough, oh no! As the
Chimera was at the very heart of the
Steel Legion idea, we decided that it
was time for a bit more realism. The
way vehicles are handled in the main
Warhammer 40,000 rules was by
necessity kept simple, but now that
the Codexes are out we have a far
clearer idea of precisely which
vehicles we are dealing with and what

Ork Spccd Freeks Jr:_nnmadi( = 1-]1::}' sce their trkks and .lllcwagun:, a5

concepts such as ‘their own lines’.

78 CHAPTER APPROVED

welcome to Chapter Approved Part Two. This month | have the great
ner, Brother Haines. Bringing a vast wealth of experience
'Big Pete’ Haines has first turned his attentions to creating
~ super-detailed rules for transport vehicles in Warhammer 40,000. So, over to Pete!

| TRANSPORT VEHICLES IN WARHAMMER 40,000

they ought to be able to do. The result
of this was the detailed rules for the
Chimera.

The effect was a set of rules that
forced passengers to use the rear
ramp to get in and out rather than
squeezing through vision slits, that
made use of the hull lasguns on the
Chimera model and demonstrated the
dangers of going into action with the
top hatch open in order to squeeze in
an extra heavy weapon shot. Add on
to this a special rule to capture the
Chimera’s amphibious qualities and
voila — a more characterful Chimera
emerged.

The rules were left optional, though,
because it didn’t seem sporting to
make the Chimera the only transport
vehicle to be affected in this way.
Well, the time has come to extend this
approach to the other enclosed
transport vehicles. The rules detailed
in this article cover all transport
vehicles in the game and should be
used in games where all the players
involved are aware of them. It is
generally good practice to take some
time before starting a game to agree
what the terrain effects will be and
sort out any rules interpretations. The
vehicle rules, along with any other
Chapter Approved topics, can be
sorted out then so there are no nasty
surprises for anyone.

Now the question you are probably
asking is “why amend the way

all back 1o them in p

transports work?” Well, as mentioned
earlier, with these rules you will find
that the individual characteristics of
different transport vehicles start to
come through. Have a look at these
examples:

1) The ramp in the Land Raider is
perfectly placed to allow it to drive
right up to an objective and disgorge
its passengers directly onto an enemy
position. Even if the crew are shaken
or stunned the Machine Spirit will
keep the tank on target. By contrast
the passengers aboard a Rhino must
first disperse to the sides and/or rear
of the vehicle before moving up. Also
it can be readily stopped by enemy
fire prior to attaining its objective.

2) Eldar vehicles are encouraged to
speed tp a drop zone, touch down
momentarily while their fiset-footed
charges disembark, and then resume
speed and altitude immediately after.

3) The Chimera provides valuable
protection for its vuinerable human
cargo, allowing most of the squad to
fight effectively from within the vehicle
while boosting their firepower and
survivability considerably. This serves
to further differentiate the Chimera
from the Rhino where the emphasis is
placed far more on getting the
embarked Space Marines or Sisters of
Battle into action rather than cooping
them up in the vehicle.

ce to notional
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Before getting stuck into a vehicle-by-
vehicle analysis, there are a few
things to clarify about transports in
general.

partial embarkation: .
Units may not be split with some of ..
their number inside a vehicle while
others are outside. If an independent
character is with the unit he may °
embark or disembark separately from
the unit if desired.

Embarking after close combat:

A unit consolidating after hand-to-
hand combat must use one of the
access points specified if they wish to
re-embark. As partial embarkation is
not allowed the whole unit must be
able to embark for any of them to do
50.

Embarking while falling back:
Whilst Ork Speed Freeks can fall
back to their vehicles and embark,
this is not an ability shared by other

| transported troops. With the

exception of Speed Freeks, units may
not embark during a fall back move. If

GENERAL RULES CLARIFICATION

and when they regroup then they
may return to their vehicle.

Emergency Exit:

When a vehicle suffers a destroyed
result and its passengers bail out
they must use the access points
specified for the vehicle. By way of
clarification, when a vehicle explodes
no further harm befalls the
passengers beyond the normal risk
described in the crew and passenger
note in the Damage Rolls section on
page 87 of the Warhammer 40,000
rulebook.

OK, that’s the technical bit over with;
now on to the transports. Each
transport vehicle is explained in terms
of three key features.

Access Points:

Access points are those parts of the
model that a unit has to be within 2"
of to embark and can disembark
within 2" of. Inevitably conversions
and customisations will make a
difference on a model-to-model basis.
If this is the case then a brief

discussion with your opponent before
the game should prevent any
problems arising.

Fire Points:

Fire points are vehicle openings that
can be used to fire from without
reducing the vehicle’s protective
qualities. Remember that it is
possible to fire heavy weapons from
a transport vehicle if the fire point
rules for the vehicle permit but NOT if
the vehicle moves. Similarly,
passengers with rapid fire weapons
are considered to be moving if the
vehicle is moving. In all cases a fire
point can only be used if it is possible
to draw a line of sight to the desired
target.

Notes:

Finally, any special features of the
transport vehicle are explained. Some
of these have a direct effect on the
game, others are included to provide
some ideas for special scenarios or
give a better perspective of the
vehicle in question.

DISEMBARKING FROM
A WRECKED VEHICLE

When a transport vehicle is
destroyed and the passengers bail
out they must use the specified
access points. If any enemy troops
are in proximity then the
disembarking troops are in great
danger as they are almost helpless
while clambering out of the
wrecked vehicle.

Troops may not move within 1" of
an enemy except in the Assault
phase, so if a vehicle access point
Is blocked by an-enemy model then
it cannot be used. Any troops
unable to disembark because of
blocking enemy are either trapped
in the burning wreckage or finished
off as they stumble out. Either way
they are killed. This also applies
when a vehicle crew uses a crew
escape mechanism to form a new
unit after their vehicle is destroyed.

‘ SN

..the Guardsmen passengers have no hope of escape as the Orks block all cxits.
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Ork Tankbustas assault the rear of the Chimera. blowing it apart..
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The Rhino has a large hatch in its hull roof which can
be used by up to two passengers as a fire point.
Unlike the Chimera this does not leave the Rhino
open-topped as its passengers, whether they are
Marines or Sisters of Battle, wear power armour.

The Rhino has two side hatches and a rear ramp, any
of which can be used as access points by the
passengers.

The Rhino is the most ublquitous military vehicle in
the imperium and is renowned for its reliabllity and
ease of maintenance. If a Rhino is immobilised then in
subsequent tums the driver may attempt to effect a
temporary repalr instead of shooting. Roll a D6 in the
Shooting phase and on a 6 the vehicle is free to
move. It doesn’t matter how immobilisation ocours —
enemy fire, difficult ground or supercharged engine
failure — in all cases the problem may be something
easily fixed.

If Orks select the Rhino as a looted vehicle they can
utilise it in much the same way as described above.
Passengers may not include any mega-armoured
Orks though and use of the top haich as a fire point
will qualify the vehicle as open-topped.
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: ’ Most Chapters regard the

D Razorback as a compromise,
are accepting some loss of
passenger capacity compared to
the Rhino in return for greatly
P @ improved firepower. The hatch in
the hull roof of the Rhino is
therefore replaced by the turret
housing, leaving no fire points for
the passengers. The turret
provides superior fire support for
the squad and can optionally be
augmented with a pintle-
mounted storm bolter.
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The Ork Killer Kan toppled backwards, thick black smoke spewing
from its interior and tivulets of molten metal streaming from the
plasma impacts. An injured creature struggled to free itsclf from the
wreckage, roaring in anger. Brother Janus of the Imperial Fists swung
the turret-mounted plasma guns around, scarching for fresh targets as
the Razorback sped forwards, crushing the remains of the Ork
machine.

A solid wedge of Rhinos was charging forwards across the ash plain,
billowing clouds of choking dust blotting out the sua. An entire

of plasma vaporised the first Gretchin, and the rest ducked hurriedly
into cover as more scaring bolts hissed around them. A lucky shot
struck the ammo cart of the gua and blew it high into the air,
Iethal shrapnel killing everything ncarby. Janus smiled as he watched
burning Gretchin ren screaming. The Rhinos halted and
Marines began disembarking from their transports. Jaous
plmna Ieft and right, continuing to pour fire on
lmmg uytlung he could sec as the Space
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Fire The Falcon is a far ; imming Saim—Hann Falcon grav-tanks 2
Points -~ 0 .| more sophisticated and black, they smoothly

vehicle than anything ridge. Bright suslight
possessed by the 4

Imperium. It has the
ability to operate at
high altitude and
manoeuvre at dizzying
speeds. The Falcon’s
passenger
compartment is a
sealed, pressurised
environment from
which the passengers
can observe events
outside the hull from a

CHOOSING TARGETS
A vehicle carrying

Access
Points — 1

range of monitors.
Such a vehicle has no
place for crude
hatches or firing slits
s0 passengers may not
fire while embarked.

Passenger access is
limited to the rear
ramp.

passengers does not
have to fire at the same
target as the unit it is
carrying. This means
that, for example, a
Chimera can use its
multilaser and heavy
bolter to engage an Ork
Killer Kan while its
passengers fire their
lasguns at a Boyz mob.
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i F ir.e Like the Falcon, the Wave Serpent has much in common with an
pving'io assauit a venicie Points -0 | ajrcraft and no fire points are provided for passengers.
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ing : : Access Passenger access is limited to the rear ramp.
. \ A Points - 1

The canyons of the ruined city trapped the smoke, dust and noisc of battle. turning
cach rubble—choked strect into a hell of half-glimpsed shadows and phantoms. Trooper
Korkin nervously licked his lips, glancing up the shattered strect along the gonsight of
his lascannon. There were reports of Eldar movements in this scctor and he dida’t want
to suffer the same fate as Ist Platoon. They'd been found cut to shreds with the
safetics still on their guns. He and Frederiks were positioned a hundred metres in
front of their platoon. an carly warning in casc the decadent aliens came this way. The
thought dida't comfort him much. Korkin cocked his head as a low humming
penctrated the crash of distant artillery and he watched the smoke suddenly part as
though brushed by an invisible hand. The sleck prow of aa Eldar vehicle emerged -
_ 2 s | scconds later. Korkin squeezed the trigger on the lascannon, watching as the powerful
0 Although the Orks would like to get beam riPPled a8 "‘“’“81' 'fmmﬂs thtoush water before it struck the i'“‘mwiﬂs
19 the rear access ramp before planting vehicle. Korkin's il' fell open as the blast scored the vehicle’s side, but did no further
= their tankbusta bombs they have no damagc. A warm, clectric sensation envcloped him as the Wave Scrpcnt's energy field
oY chioice but to attack the front of the washed over him and he pever saw the blow from the Strikins Scotpion'; chainsword
Chimera this turn. that killed him.
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Corporal Deakins gripped the stock of his lasgun and tried in vain to
stop himsclf from being joltcd against the interior of the Chimera
armoured troop carricr. The transport bounced over another ridge of
frozen ground, seading his helmeted head slamming into 2 metal
stanchion. He swore and cursed the driver of the transport. Rivers of
melted snow pooled around his combat boots, sloshing about as the
squad was carried across the hard packed ground He looked around
the compartment at the excited faces of 2nd squad as they fired the
holl fasguns. Scrgeant Kobal was sitting at the back of the Chimera,
scemingly untroubled by the jarring ride. His eyes were half shut,
headphones pressed to his car as he concentrated on hearing the vox-
chatter over the deafening how! of the Chimera's powerfol engine.
“Right fads!” bellowed Kobal, his voice casily cutting through the
enginc noise. “On your fect and get ready for disembarkation!”
Deakins conld hear the engine noisc decpen and the storm bolter open
fire as the Chimerz slowed to a speed that would allow them to
safcly dismount. With a squeal of hydraulics, the Chimera's back ramp
began to drop. By the Emperor he was looking forward to this! He
could fecl his heart rate thud like a trip-hammer, his carlier
discomfort and anpoyance fading as he saw dozens of Chimera behind
theirs slowing and deploying from colums into fine.

“Gol Go! Gol" shouted Kobal cven before the ramp was fully lowered,
As onc, the tcn man squad pounded down the ramp, jumping to the
muddy snow that formed their wake Quickly looking around he could
see thousands of other troops pouring from their transports and 2
ficrce pride swelled in his breast.

Fire
Points — 2

The Chimera is fitted with six
hull lasguns for the express use
of the passengers. Up to six
passengers can use the hull
lasguns provided. Additionally
one model may fire a weapon
from the top hatch. The weapon
used may be heavy alfthough not
if the Chimera moves. Models
firing from the top hatch must
engage the same target as
those firing the lasguns. If the
hatch is used to fire from then
the Chimera counts as being an
open-topped vehicle for the rest
of that tum and ali of the
opponent’s subsequent turn.

Access
Points - 1

Units being transported enter
and exit via the access ramp at
the back of the hull.

-

Notes

Chimeras are amphibious
vehicles and treat water features
such as rivers, streams, lakes of
seas as clear terrain when they
move.

84 CHAPTER APPROVED




The Immolator is similar in principle to
the Razorback except that its roof hatch
is not compromised by the fittings for the
Inferno Cannon. Up to two passengers
can stand up in the top hatch and fire
while embarked. The weapons fired may
not draw a line of sight through the
Inferno cannon, however.

The Immolator has two side hatches and
a rear ramp, any of which can be used
as access points by the passengers.

Like the Imperial Guard Hellhound, the
Immolator contains inflammable
materials. Unlike the Hellhound these
are entirely stowed within the hull. If,
however, the top hatch is being used as
a firing position then it exposes the
interior of the vehicle and risks the fuel
ammo being ignited. The vehicle counts
as being open-topped for the remainder
of the current turn and the whole of the
following enemy turn even though the
passengers are wearing power armour.

ymas
revetberating from the loudspeakers attached to the hull of the
Immolator tank as it neared the mob of men in the marble
flagged square. Thinking they had the holy shrine surrounded,

the rebel planctary defence swarmed around the shrine
. Their raucous crics were

troopers
of Our Lady of the Petpetual Martyr.
drowned out by the singing of the charging Battle Sisters.
Squads of Seraphim descended from the armoured buttresses of
the vast cathedsal, bolt pistols chattering a litany of death as the
explosive bolts impacted decp into unarmoured flesh.
One of the rebel troopers recognised the armament of the
Immolator as it rombled steadily towards enemy lines. Shora of
the long-range fircpower of the Adcptus Astartes tanks, the
flamethrower tank required proximity to fulfil its role as
porifier of the heretics. Autogua fire ticocheted from the front
of the tank, and Alicsha heard a clank as the top hatch of the
Immolator was thrown open. Sister Bacharia swung her heavy
bolter out of the passcager compartment, seading a contisual
stream of farge calibre explosive bolts into the heretics assailing
the sides of the tank They were close to surrounding her sow.
At Alicsha's signal, Sister Bacharia ducked back inside and
closed the top hatch. Alicsha thumbed the button that fired up
the ignition flame of the Inferno cannon and flexed her
gavntleted fingers on the trigger mechanism. The holy fire of
her weapon, blcssed this very morning by the Canoness, would
soon show these blasphemous fools the esror of their ways.
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Fire The Land Raider represents the

Points -0 | pinnacle of armoured vehicle
technology in the Imperium. As
such the measure of protection
provided by its massively
armoured hull cannot be
compromised by extraneous
hatches and firing ports. The
top hatches are for the use of
"the Land Raider’s crew and
cannot be used by passengers
as firing ports.

Access
Points — 3

The Land Raider has a large
frontal access ramp and a hatch
on each side of the hull, any of
which may be used to embark
or disembark.

There are two special features
of the Land Raider (including
the Land Raider Crusader) that
are made possible by the
resolute and implacable
Machine Spirit.

Fire Control — The Space
Marine gunner is assisted in
selecting and targeting the
enemy by the Machine Spirit.
The Land Raider may always
fire one additional weapon
system to those it would
normally be able to fire (if, of
course, it is not already firing all
of them!). This shot may be
against a different target to that
engaged by the crew. Automatic
targeting is less accurate than if
directed by a Space Marine and
is conducted with BS 2. If the
crew are stunned or shaken
and unable to fire, the Machine
Spirit may still fire a weapon
using this rule.

Deus Ex Machina - If the crew
are stunned and unable to
direct the Land Raider, then the
Machine Spirit will take over
temporarily. The Land Raider
may be moved directly forward
(yes, this means in a straight
line) up to its maximum move.

The Land Raider is fully
submersible to 36.57m. This
does not mean that it won't
throw a track on a reef or get
bogged down in a river bed so
they are immobilised as normal
by difficult terrain.

Occasionally a Land Raider is
fielded by the Orks as a looted
vehicle. Generally the same
rules apply. However, the Land
Raider’s transport capacity is
limited to 5 mega-armoured
Orks or 10 others. The Machine
Spirit rules are not used for
looted Land Raiders as the
Orks cannot safely approach
the Land Raider until the
Machine Spirit has been
disabled.

Chaos Land Raiders use the
Machine Spirit rules, although
they replace the Machine Spirit
with something altogether more
malign...




The Worldesters Land Raider rombled

Its holl-mounted heavy bolters raked - -

scattering Guardsmen and crushing
those not quick enough to dodge the
armoured leviathan. The tracks spun in
the air, throwing up clouds of dust
before the tank crashed down again. Its
twin-linked laser cannoss fired
powerful lances of energy at the bronze
doors of the armoury, blasting them
from the building in a blossom of red
flame. The Raider squealed to a halt,
its front ramp dropping and a hail of
combi-bolter fire spewing from within.
The few defenders that had survived
the explosion were scythed down in a
heartbeat. Tesminators in blood red
armour poused from the vehicle,
through the shattered gateway and into
the garrison’s armoury.
Resistance was futile.

t. clar Raiders, Ork Battlewagons and
0 itk Trukks are not affected by the

(o] en-topped transports such as Dark

type of rules being introduced here
but have been included for
completeness and comparison.

OPEN-TOPPED TRANSPORTS

Troops carried in an open-topped vehicle may fire any
Points weapons if it is stationary and any non-heavy weapons if it
is moving 12" or less. This is exactly as stated on page 82
of the Warhammer 40,000 rulebook.

Access
Points

As the passengers can leap over the side of the vehicle,
any part of it may be used as an access point.

-
'Notes

can fight from them.

Open-topped vehicles are extremely vulnerable to attack,
this is compensated for by the ease with which passengers

As you can see, these amendments
flesh out the capabilities of each type
of transport vehicle and make using
them not only a little bit more
challenging but also considerably
more rewarding. Have fun!




REGIMENT SETS

Warim-mmer Regiment Sets are the best way to collect Mawy sets also have extra pdarts like gravesiOnes,

or add to a Warbammer army. All of the Regiment mushrooms or even reats!
Sets are Core units so they will form the basis of your — aos sets in the range include the parts to build q
army. Bach set contains a variety of plastic legs, torsos, Champion, Standard Bearer and Musician model, 5 al]
arms, beads and weapons along with lots of optional .0 1i1s are made up of multi-part plastic éor-npu 1
parts like extra weapons, shields, cloaks and pouches. converting conb it b easier T fact, many par 'm_‘;
This allows for a great variety of poses and detailing. interchangeable with those of other Regiment Sels. '

ALL REGIMENT SETS COST aus$3495 ~z$39.95

DWARF WARRIORS

Dwarts are unarguably the doughtiest wartiorsiof the
Wiarhammer world, Their sturdy physique @#ukes
them incredibly tough in a fght! They usétheir
master-crafted axes and hammers in batl&Swith
devastating cffect, cleaving or erushing armougiflesh
and bone with equal ease. The Regimenl Set
contains enough weapons to arm your Dw: ith
hand weapons, two-handed weapons or crossBows!

£
@
(=
£
bt &)
< 3
a8 :
3
=
=
T
s

Afirintures oesig

The Dwarf Warriors Regiment Set contains:
16 Dewarf Warriors tincliding Champion, Standard Bearer & Musician).

ORC WARRIORS

Ores excel at close combat, and boast some 0l the
toughest warriors in the Warhammer world. Iniattle
they wield huge weapons known as ‘choppis’
These great cleavers are far larger and more
dangerous than the mere swords and axes ofMen,
The Regiment Set contains enough weapons RN
your Ores with choppas, spears or even h a
weiapon in each hand!

Artiwark by Adtan Smith

The Orc Warriors Regiment Set contains:
19 Ore Warriors (including Champion, Standard Bearer & Musician).
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rhe Night Goblin Regiment S¢t contains:
) NighEGoblins (including Champion, Standard Bearer & Musicidi).
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The Goblin Wolf Riders Regiment Set contains:
10 Goblin Woll Riders (including Chanipion, Standard Bearer &
Husicten).
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The ﬁohlin Regiment Set contains:

< Gablins (including Champion, Standard Bearer & Musician).

The subterranean "Night Goblins emerge ﬁvom :
dark network of mountain wnnels and gather into
large mobs for batde. Whilst not the toughest of

fighters, thcir eheer numbers. as @‘ell a5 rhe Fmaﬂa’sl L

GOBLIN WOLF RIDERS

Goblin Wolf Riders are vicious opponents, the
howling of their wolves barely audible over the
cackling of the Goblins as they pursue their prey
Mounted on feral, snarling Giant Wolves they are able
to harass the enemy battle line at any point. The
Regiment Set gives you the parts to arm your Wolf
Riders with either shortbows or spears.

WMiniatires designed by Bridn Netsan!

GOBLINS

Goblins are small, green, vicious, mean-spirited and

generally unpleasant creatures, They are often
unwilling fighters. However, they are dangerous in
farge numbers and quite capable of overwhelming far
better troops by sheer weight of numbers. The
Regiment Set gives you the option o arm your
Gobling with ¢ither speirs or short bows.

Minialures desioned by Bilan Neison

'NIGHT GOBLINS




EMPIRE SOLDIERS

The armies of the Empire are professiona
disciplined and led by some of the finest gen
history. A typical Empire army is based aroun
of highly trained Halberdicrs or Swordsme:
boxed set gives you the option fo arm your u;
cither swords or halberds.

Artwork by Karl Kopinski

The Empire Soldiers Regiment Set contains: S .
19 Empive Soldiers (including Champion, Standard Bearer & Musician).

EMPIRE MILITIA

The Empire Militia is made up of local militia, ¢
whose homes are under threat, adventurers,
and other dregs of society. all pressed into s

meet the needs of the Empire. This boxed s
vou the option of arming your unit as
Company or splitting it into smaller units
with bows or crossbows.

Artwark-by Karl Kopinsio

The Empire Militia Regiment Set contains:
20 Empire Mifitia (not including Chanipton. Standard Bearer or Musician).

EMPIRE KNIGHTLY ORDEF
There are many Knightly Orders in the Empi
most famous Orders are the Reiksguard, the
Panther and the Knights of the White We
Knightly Orders set gives you enough mac
bits to make a regiment of any of the above
or, ifvou like. invent your own Knightly Ord

Artwork by Karl Kopinski

The Empire Knightly Orders Regiment Set contains:
& Knights (including parts to make a Champion, Standard Bearer & |
Musician). ' &
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SKELETON WARRIORS

Well, . Skeleton Warriors are lung-deail'soldlcﬁ raised again 1o se
cals iy £ . evil l_.indead masters {n battle. Regiments of horrifying Skeletons form
o LR the core of the Undead armies from Khemri in the south or those of
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- The S&lémn Warriors Regiment Set contains:
) Skaleton Warriors ¢including Champion, it
R & mmd@‘dﬁmmr & Musician). : - . ' o0
N - <l
¥ | ZOMBIES
i ! Zpmbics are corpses brought back to unlife by foul necromancy,
; Animated by the will of 4 dark sorcerer, they are slaves to his
: slightest whim. Their nécromantic overlords drive them into battle
s in their thousands, -
~ using  them 1o
J exhaust the armies
_ (i of their encmies: The
ivilians Ty Regiment Set allows
handirs you [0 rise a unit of
fice o Zombies.
oL gives Mintatures designed by
I Fric Aly Morison &
S armid S

CHAOS WARRIORS

Chaos Warriors gather together in bands to ravage and plunder the
lands of the Old World, 4ll in the name of their dark gods, The
Regiment Set cantaing enough weapons to arm your Chaos Warriors
with  halberds — or
hand weapons and
shiclds.

Miniattres designed. by :
Dave Andrews |

e The g S . :
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night — ihe Ghaos Warriors Regiment Set contains:

I _Th" 12 Chaos Warriors tincluding a Champion, Standeard .
s and -'n.wr(gf-'_é Musicicin). i
Drders g i

SKAVEN CLANRATS 1'
Clancats form the vast bulk of the Skaven armies that pour
torth in times of war Individual Skaven are vicious but rather
cowardly, In huge hordes. however, they wirn into an
unstoppithle miss.
The boxed ser gives
vou the oprion (o L
arm your Clanrats
with  spears  or

e swords and shields &
< Minialures designed ty |
Aly Marrison

A >
e Skaven Clanrat Regiment Set contains:
:” Seawven Clanrals tineluding Champion, Stedard
Warer & Musician).




GAMES WORKSHOP

~ STOCKIST LISTING

FOR THE ASIA PACIFIC REGION

AUSTRALIA

AUSTRALIAN CAPITAL Macquarie Shopping Centre

Toyland
TERRITORY Mayfield Card Trek
Canberra Logical Choice Games (02) 6248 7722 Mullaley North West Hobby Supplies
Canberra Revenant Games (02) 6298 3632 Mullumbimby ~ Warpt
Tuggeranong  Toy Kingdom (02) 6284 8844 Mudgee Mudgee Bookcase ;
Tuggeranong  Toyworld (02) 62931532 Newtown Modern Times.Bookshop
NEW SOUTH WALES Orange Parkers Toy Kingdom

Albury Games ‘N’ Hobbies (02) 6041 6719  Parkes Bailey's Bicycle Centre
Armidale New England Hobbies (02) 6772 0194  Parkes Parkes Bookcase
Batemans Bay Toyworld (02) 44725673 ~ Parramatta Total Gamer
Bathurst Toyworld (02) 6334 3144  Penrith _ Tin Soidier
Bowral Toyworld (02) 4861 2866 Port Macquarie Port World of Models
Braidwood Braidwood Newsagency (02) 4842 2410  Raymond Terrace
Broken Hill Models’n’More (08) 8087 9144 ) Toyworld
Brookvale Games-Paradise (02) 9939 4100 Richmond Toy Barn _
Byron Bay Sunrise Hobbies (02) 6685 8922  Sydney Games Paradise
Camden Toyworld (02) 4655 8383  Sydney Tin Soldier
Campbelitown Megohm Too! (02) 4628 8224 ~ Tamworth Angus and Robertson
Castle Hill Hobbies in the Hills (02) 9899 5207  Tamworth New England Hobbies
Cessnock Toyworld (02) 4990 4772  Taree Mal’'s Toy Shop
Charlestown  The Games Shop (02) 4947 8848 ~ Tweed Heads Toyworld
Coffs Harbour Toyworld (02) 6652 7898 Wagga Logical Choice Games
Dee Why Spectre Bark Games (02) 9971 6og7 ~ Warriewood  Toyland
Double Bay  Toy Villa Toy Kingdom (02) 9327 7558  Woy"Woy Book Exchange
Dubbo Angus & Robertson (02) 6884 6262
Eastwood Mega Games Trader (02) 9804 6171 NORTHERN TERRITORY
Erina Casey’s Toyworld (02) 4365 1131 Alice Springs  Toyworld
Faulconbridge Signal Box (02) 4751 2088 Casuarina Comics NT
Gosford Wizards of the Central Coast (02) 4324 0004 Casuarina Enchanted Worlds
Glen Innes Carelles Young World (02) 6732 1997 Katherine Katherine Books
Goulburn Toyworld (02) 4821 2333
inverell New England Hobbies (02) 6722 5661 QUEENSLAND
Kotara The Games Shop (02) 4957 1157 .
Lake Haven  Toyworld (02) 4392 7704 ~ Altkenvale  Games Exchange
Lane Cove  Beyond Toys Toy Kingdom  (02) 9418 6156  Annerly Comic Wartior
Leeton Leeton Toy & Hobby (02) 6953 2141  Annerly Mind Rush Hobbies
Lismore North Coast Hobbies (02) 6621 3193 Aspley Hobbyrama
Lithgow Lithgow Outdoor Br!sbane Comics Etc.

Hobby Centre (02) 6352 3250 Brisbane Wargames Warehouse
Liverpool The Comic Shop

Maitland Toyworld (02) 4933 5034 ~ DBroadbeach  Gameatron
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(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) 3848 7362
(07) 3392 8166
(07) 3263 8122
(07) 3229 4446
(07) 3210 2020

(02) 9601 2622 Brisbane Mr Toys Queen St Superstore (07) 3221 4289

(07) 5538 1711
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Browns Plains
Cairns
Carindale
Gladstone
Gympie
Hervey Bay
Innisfail
Kawana Waters
Kirwan
Lawnton
Logan Holme
Mackay
Maryborough
Mt Gravatt

Mt Isa

Moranbah
Morayfield
Nambour

Press Start

Toyworld

Toyworld |

Toyworld

Toyworld

Toy Kingdom

Mellicks Centre .

Angus and Robertson
Here Be Dragons

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
Redcliffe
Robina
Rockhampton
Southport
Springwood

Toowoomba
Townsville
Warwick
Wynnum

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
NEW! The Adventurer’s Den
Toyworld

Toyworld

Capricorn Model House
Toyworld

Mr Toys

Springwood Superstore
Mack Campbells
Toyworld

Toyworld

Wynnum Hobbies

TASMANIA

Burnie
Devonport
Hobart
Launceston
Launceston

Toyworld
Toyworld
Area 52
Birchalls
Robot Boy

WESTERN AUSTRALIA

Albany
Armadale
Belmont
Booragoon
Broome
Bunbury
Bunbury
Cannington
Claremont
Esperance
Exmouth
Freemantle
Geraldton
Hillarys
Kalamunda
Kalgoorlie
Karinyup
Karratha
Mandurah
Manjimup
Morley

Hobbytronics
Toyworld

Games World
Games World
Yuen Wing Store
Games World
Youngs Bookshop
Games World
Claremont Toyworld
Toyworld
Toyworld

Ars Card Shop
Toy Kingdom
Toyworld
Kalamunda Toys & Hobbies
Games World
Games World
Games ‘R’ Us
Games World
Toyworld

Games World

(07) 3806 7607
(07) 4031 1763
(07) 3398 2360
(07) 4972 4405
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 4723 0369
(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) 3283 8122
(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
(03) 6331 8177

(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) 9430 6277
(08) 9921 1353
(08) 9402 5044
(08) 9293 1169
(08) 9091 7475
(08) 9244 1159
(08) 9144 4551
(08) 9535 3528
(08) 9777 2550
(08) 9375 3751

Perth
Perth
Yelbeni

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
Whyalla

The Kommand Centre
Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

Toy Kingdom

Tunza Games

Toyworld

Zappers Entertainment Centre
Community Co-op Store
Toyworld

Video Magic

Games World

Toyworld

VICTORIA

Ballarat
Beaumaris
Bendigo
Casterton
Castlemaine
Chadstone
Cheltenham
Croydon
Dandenong
Doncaster
East Preston
Echuca
Footscray
Footscray

Frankston
Geelong
Geelong West
Hamilton
Hawthorn
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Monbulk
Moonee Ponds
Moorabbin
Mornington
Newborough

Sale
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

The Crypt

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
Phoenix Centre
Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi's Sportsgoods
Futuristic Games

(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

(08) 8762 1400
(08) 8562 1999
(08) 8642 3277
(08) 8586 6181
(08) 8395 7771
(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) 9689 0634

(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) 5144 7333
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(03) 5722 2362
(03) 5562 2325
(08) 9742 4493
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SOUTH EAST ASIA

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

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 Street 44
#01-199 Singapore

(65) 788 5161

JODHI BOOK STORE
Block 58 Marine Terrace

** #01-67 Singapore

PPN

(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

All stores carry a box range of Citadel miniatures, those in
BOLD type also carry a range of Citadel blister packs.

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

WORLD OF JJ

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

CARTOON

B1Fl., No.69, Shengii Rd.,
Tainan, Taiwan, 704, R.0.C.
886-6-2085773

DEMON'S DEN

B1 Fl., No. 293, Sec. 3, Lo Szu Fu
Road., Taipei City, Taiwan, R.0.C.
886-2-2364325

EVIL DRAGON WORK ROOM
1/F, No.8, Alley 103, Lane 629,
Sec.1, Nei Hu Road.,

Taipei City, Taiwan, R.O.C.
886-936982038

FANTASY GAMES CO. LTD/
YA SHIN TOY'S SHOP

No.757, His Ta Road.,

Hsinchuy, Taiwan, R.0.C.
886-3-5222580

FENG SHAO CARTOON SHOP
No. 96, Hsin Nan Road., Dali City,
Taichung County, Taiwan, R.O.C.
886-4-4853362

FLY DRAGON

No.318, Shitsang St., Kaohsiung,
Taiwan, 804, R.O.C.
886-7-5318764

FOUR SEA

454F., Rehe 1st St., Kaohsiung,
Taiwan,807, R.0.C.
886-7-3156102

GWCRAFT

No.5, Lane 52, Yuan Tun Street.,
Lungjing Shiang, Taichung County,
Taiwan, R.0.C.

886-4-6322265

KING HSIANG

No.89, Kaishiuan 1st Rd., Kaohsiung,

Taiwan, 807, R.0.C.
886-7-2243416

‘LI HSIEN CHI CARTOON SHOP
No. 93, Yung Li Road., Yunghe City,
Taipei County, Taiwan, R.O.C.
886-2-32335077

SUNG FENG CARD SHOP
No.529, Fu Chin Street, Taipei City,
Taiwan, R.0.C.

886-2-27689032

YA SHIN TA CARD SHOP

No. 8, Yu Tsais St,, Taichung City,
Taiwan, R.O.C.

886-4-2213722

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 Kinabalu
Sabah, Malaysia

PH/Fax: (6088) 318 308
farseer_oliver@hotmail.com

PHILIPPINES

-.* HOBBY CAFE

4/F 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

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) 2-742 9142

T SUPREME SHOP

Siam Discovery Centre,
5th Floor, No.989, Room 514,
Rama 1 Road, Patumwan,
Bangkok 10330, Thailand
(66) 2-658 0522

nww.games-workshop.com.an ¢ www.games-workshop.com.au ¢ wwﬁ.games-wu_rkéhop_..nom'f‘ .

"




P.com ,,  james-workshop.com.au ® www.games-workshop.com.au » www.games-workshop.com.au e

NEW ZEALAND

NORTH ISLAND

(09) 520 1236
(09) 620 6786
(09) 444 7530
(09) 827 4654
(09) 529 5200

Modelair (Green Lane)
Santa Fe Models (Balmoral)
Toyworld Glenfield
Toyworld New Lynn
Toyworld Newmarket
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
Manukau City Toyworld (09) 263 4175
Newmarket NEW! Historic-Games (09) 523 5469
New Plymouth Toyworld (06) 757 5912
Palmerston North

Heroes for Sale
Central Park Interactive
Toy Town Toyworld

Auckland
Auckland
Auckland
Auckland
Auckland
Auckland

Browns Bay
Hastings
Gishorne
Hamilton
Hamilton
Howick
Levin

Lower Hutt

(06) 356 6779
(09) 576 2612
(09) 298 7449

Pakuranga
Papakura

Store owner Matt
Stevens with White
Dwarf issue #71!

Historic-Games can
be found here!

(04) 298 7161
(07) 578 6239
(04) 528 3456
(06) 347 9664
Wanui-o-mata (04) 564 7377
Waihi (07) 863 9329

SOUTH ISLAND

(03) 448 9494
(03) 379 7866
(03) 366 9502
(03) 332 2068
(03) 888 6601
(03) 352 5489
(03) 343 0330
(03) 385 5366

Paraparaumu
Tauranga
Upper Hutt
Wanganui

Toyworld Coastlands

Home Entertainment Centre
J & N Gifts & Hobbies
Toyworld Rivercity

Toots Models & Hobbies
Toyworld

Alexandra
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Christchurch
Dunedin
Invercargill
Nelson
Nelson
Oamaru
Queenstown
Queenstown
Timaru

Alexandra Paper Plus
Comics Compulsion
Hobdays Cycles & Toyworld
Toyworld Barringtons
Toyworld Matamata
Toyworld Northlands
Toyworld Riccarton
Toyworld Shirley

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 e (03) 442 8445
Toyworld (03) 684 8540

GRAND OPENING SALE

Saturday 17 & Sunday 18
February from 10am

HISTORIC-GAMES
469 Khyber Pass Road
Newmarket, Auckland, NZ
(09) 523 5469

Find us by coming off the motorway at
Khyber Pass (driving north) or Giles Ave
(driving south). Once on Khyber Pass Rd,
turn down the hill toward Broadway.
Condrans car park is the closest and on
your right (very cheap on Saturdays). We
are 30 metres further down, on the right
before the Carlton Pub.

zom.au ® www.games-workshop.com.au |




Dwarf Warriors

A brand new Warhammer Regiment boxed set is out
this month as the Dwarf Warrjors take to the field of
battle! As with all Warhammer Regiment sets, it
contains all you need to make a regiment of sixteen
plastic Dwarf Warriors complete with command
group. This multi-part set not only allows you to
build a regiment with hand weapons and shields,
but also gives you the choice of giving them
crossbows or even arming them with great weapons.
With a variety of banner tops and command options_
included, no Dwarf Lord should :
venture from his Hold

without them...

D
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' THE ASSAULT O
KARAK EIGHT PE

- | A Warhammer Battle Report by
Phil Relly, Space McQuirk, Paul Sawyer and Gav Thorpe

Welcome to this month’s battle
report, a bloodthirsty clash between
those most ancient of foes, the
pwarfs and the Goblins. The Goblin
forces have mustered in such
numbers that they can make a direct
assault on the gates of Karak Eight
Peaks in an attempt to wrest it from

the Dwarfs. Due to the fact that the
mountain fortress is so well-
defended, with Dwarf artillery
ranged upon its many miles of
buttresses, the taking of the ancient
Dwarf hold will be nigh on
impossible regardless of the
assailants’ numbers. However, the
Goblins have allied with the Skaven,
and when two such enemies scheme
together, great evils indeed can be
achieved.

Although the majority of the fighting
is focussed at the East Gate, where
Warlord Skarsnik himself leads
the assault, this battle report
focuses on the diversionary
attack on the massive Grimni’s
Gate. Throughout the lower
levels of the fortress, the
Skaven have pumped fast-
spreading and poisonous
warpstone gas from their
burrows in the disused
mines under the mountains.
This gas has filtered up

through the Dwarf halls, forcing the
Dwarfs to open the gates and fight in
the open rather than bombard the
enemy from the safety of their
ancestral home. As a result, the
thousands of Goblins gathered in the
valleys can bring the crushing

weight of their numbers to bear, and
for the first time in centuries, the
walls of Karak Eight Peaks stand a
good chance of being breached by
the Dwarfs’ most ancient and hated
foe.

So, to re-enact this clash of ancient
foes, Fat Bloke mustered the most
stout and stalwart Dwarf players he
could find (Fat Bloke himself and
Gav Thorpe) to repel the two
maddest and sneakiest Goblin and
Skaven players in the Studio (Space
McQuirk and Phil Kelly). We chose
Flank Attack (which we’ve reprinted
overleaf) as the scenario, as it was

the most appropriate, and girded our |

loins for two days of bitter, close-
quarter fighting...

The rising sun glistened off the fincst armour in the Old World as the Dwarf
guard of Karak Eight Peaks were driven from thesr ancestral home Poisonous
gascs, released by the Skaven to drive the Dwarfs from the safety of their

hold, had permeated throughout the fortress The vast machineries of the
shining Grimai's Gate ground loudly as the doors to the hold closed once
. more, shutting with 2 heavy thud that reverberated through the very
mountainside What had been a doomed siege of an impenetrable fortress
had turned into a fight to the death, a last stand against the vile hordes
of Goblins besicging the ancient Dwarf hold.

Thannock Qakenhaft couldn’t be more glad The Flame Cannon he had
helped build was a true masterpicce, a hulking bronze testament to the Dwarf
Engincer's prowess. He remembered fondly when he had first seen one of
these beautiful machines in action through the green glass vision-slit of fus
steel mask, felt the backwash of intense heat as gallons of highly volatile
fuel streamed burning from the dragon-mouthed nozzle of the war engine
Time to test it in the field of battle, thought Thannock as hc helped wheel
the heavy war machine into place behind the ramparts Uncle Goargrim had
told him the flames wotked wonderfully against Trolls He would do his
best to prove this theory. He already knew that those black robes the
Goblins wore were aice and flammable ..

This should be over by lunch-time, thought Thannock
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SCENARIO 4 - THE BATTLE OF

THE BURNED BANNER, Imperial Year 1214

The High EIf stronghold-of Tol Ista, a treaty port on
the west coast of Estalia was besieged by a large
warband of marauding Orcs and Goblins. These were
the remnants of tribes driven out of Bretonnia and
which had taken refuge in the rugged mountains of
Estalia, led by Bruza da Big. A desperate attempt to
sally out was repulsed and the Orcs captured the
Elven banner. The surviving Elves fled back within the
walls and were so greatly outnumbered that they
prepared to abandon the port and sail away across the
sea where the Orcs could not follow. At that moment
a message was received from a carrier hawk. This
said that an Elven force, led by Prince Ethwar was

on its way to relieve the stronghold and was
only one day’s march away. The

besieged Elves sent back the hawk with another
message telling Ethwar that they would hold out for
one more day and then abandon the stronghold.

Ethwar pressed on to reach the stronghold, knowing
that if he failed to break through the Orcs and
Goblins, the garrison would have no option but to
abandon it and save the ships and whatever else they
could. Carrying aloft the EIf banner, which he had set
alight as a burning beacon for his troops to follow,
Bruza deployed his army on rising ground behind a
stream so as to block the Elven advance, the flanks of
the Greenskins’ position being protected by boggy
ground. On the highest point he planted the Elven
banner where it could be seen by the besieged and
the relieving force as a taunt to Elven pride. Thus the

engagement became known as the Battle of the

Burned Banner.

The Orcs and Goblins began shooting at the
advancing Elves as they struggled to form up a battle
line. Ethwar’s force was mainly cavalry and being
sorely pressed for time, as well as enraged at the sight
of the burned banner, recklessly charged the strongly
held Orc and Goblin positions. Despite a timely
attack along the Orcs’ flank by the garrison of Tol
Ista, the difficult approaches and massed
formations of the Orcs and Goblins took a heavy
toll on the Elves until the Elven army eventually
recoiled and fled in confusion. As the sun set in
the west, the last Elves of Tol Ista put to sea under
cover of night and abandoned the stronghold,
which was sacked by Bruza da Big the next day.

7
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FLANK ATTACK

overview: In this scenario the attacking force is
divided between two armies, each attacking from a
different direction. If they coordinate their attack well
the defender will be overwhelmed, if they attack
piecemeal they will be destroyéd one army at a time.

Armies: Both armies are . chosen using the
warhammer Army lists to an agreed points value. The
players need to decide who is attacking and who is

defending.

Battlefield: The defender’s deployment zone is
centred on an important defensible feature such as a
hill or village. Other than this the players should set
up the terrain in any mutually agreeable fashion.

DEPLOYMENT

1. Before any deployment, the attacker assigns up to
one third of their army (in points) to be the flanking
force. Units cannot be split between the two forces.
The attacker must also write down whether these are
flanking to the left or the right.

2. The players roll a dice each, highest scorer is
allowed to choose a table edge.

3. Each player rolis a dice and the highest scorer may
decide whether to begin deploying first or second.

4, Taking it in turns, each player deploys one unit at
a time, no closer than 24" to the enemy deployment

LN
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zone. Units can be no closer than 12" to the neutral
table edges.

5. All war machines in a player’s army are deployed at
the same time, though they can be deployed in
different parts of the battlefield.

6. Champions are deployed with their unit, all other
characters are deployed after all other units in a
player’s army;, all at the same time.

7. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table after all
units in both armies have been deployed, as described
in the rules for Scouts.

Who goes first? Both players roll a dice, the player
who finished their deployment first may add +1 to
their dice roll. The player who scores highest may
choose whether to go first or second (re-roll ties).

Length of game: The game lasts six turns.

Special rules: At the start of the attacker’s third turn,
they start to roll to see if the flanking force has arrived.
On a roll of a 4+ the flanking force turns up. If it does
not turn up, roll again at the start of subsequent turns,
adding +1 to the dice roll for each roll after the first
(they turn up on a 3+ on the f014,1rth turn, and so on).

The units in the flanking force move on from the table
edge nominated before the battle, in the opponent’s
half of the table. Units may not charge on the same
turn that they move onto the table, but do not count
as starting their move within 8"
of the enemy and so may march.
You do not have to move all
units on at the same time, units
that are left off the table can
move on in subsequent
Movement phases.

Victory Conditions: The
standard Victory points are used
to determine the winner.

HISTORICAL

RE-FIGHT

The Battle of the Burned Banner
took place between a High EIf
host and an Orc and Goblin
horde. A burned banner is
placed in the middle of the
defender’s deployment zone,
on a hill. Any attacking unit that
is within 18" of the banner bates
the enemy. At least half the units
in the High EIf force must be
cavalry and the General must
stay with the main force.
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GOING FOR A THRONG

Gav: Having
collected
Dwarfs myself
for several
years, and just
finishing to-
writing the
army book with
Alessio, I was
keen to show
off their
particular
qualities in a
battle report. These qualities are their
sturdy infantry and powerful war
machines. To this end, when Paul and
I sat down and decided on our army, I
advocated getting as many regiments
of Dwarfs as possible. Facing off
against Skaven and Goblins, I knew
that some firepower would be handy
but against such cheap troops
cannons and crossbows wouldn’t
prevent their large blocks of infantry
getting into combat sooner or later.
The key to victory would be having
some nasty close combat units waiting
for them once they got there.

Paul: With the release of the new
Warhammer I wanted to start a new
army and for me the new Dwarfs are
some of the best Citadel miniatures
ever. I have had quite a lot of success
with the Dwarfs in our Studio
campaign as I tend to favour whittling
the enemy down with a hail of missile
fire before taking them apart in hand-
to-hand. I could see what Gav was
getting at regarding sturdy troops but
I wanted firepower and by Grugni I
was going to have it! So, with
compromise in mind we set about
putting together a solid wall of beards
and armour...

| A 2

) C.;v Thorpe

Gav: In particular we had a choice of
all three of the elite regiments —
Ironbreakers, Hammerers and
Longbeards, and it was a tough
choice to make. In the end we
decided that the
Ironbreakers were the
best choice. Their
survivability is

unquestionable (2+ save in close
combat and Toughness 4!) and against
Gobbos and ratties their offensive
capability is more than enough.

It would be a rare Goblin army that
didn’t have some Trolls or a Giant,
and so a unit of Troll Slayers seemed
the best choice to counter this threat
should such creatures survive a
barrage of cannon fire. Also, the Troll
Slayers’ vulnerability to missile fire
wouldn’t be particularly evident
against the horde armies we were
facing. To add a bit of mobile hack-
and-smash we used one of our Lord
choices on a Daemonslayer with two
Runes of Fury (for a total of 6 attacks!)
and a Master Rune of Swift Slaying to
allow him to always go first, hopefully
killing anything in contact before they
get to attack him.

Paul: I have a large unit of Troll
Slayers in my army but against some
armies they are pretty fragile (not
something you readily associate with
Dwarfs!). Anyone with a bow,
handgun or artillery will inevitably
cause Slayers problems as they have
no armour and cannot be given a
magic banner, thus depriving them of
any form of saving throw. On their
plus side, though, once in the thick of
things they will tie up your
opponent’s best units for a few turns,
and in most cases run rampant
through the enemy lines. It simply
wouldn’t be cricket if we didn’t
include them, as we would doubtless
be facing Trolls or a Giant and this
would set the scene for a very
characterful contest!

In addition to our
Ironbreakers and Troll
Slayers we added a

flame cannon
(deadly
against

large units with
low leadership,
as any wound
suffered means
a panic test), a
pair of cannons,
a bolt thrower,
and a unit

each of
Thunderers and
Crossbowmen.
Ideally I'd like
to have seen
more crossbows, but Gav had a plag,

Gav: As we had decided to defend
against a flank attack, this presented
its own challenges and opportunities,
Dwarfs are not very manoeuvrable a5
an army, and knowing that 1,000
points of Skaven were waiting on the
wings to charge into one, or both,
flanks was definitely a worry.
However, we had several turns grace
before they arrived, and this would
give us the chance to really do some
damage to the Greenskins. The plan
was to take the fight to the Gobbos,
hopefully’smashing them and then
being able to turn our attention to the
arriving Skaven, destroying each
element of the army in turn. However,
if the Gobbos waited for their furry
allies to arrive before attacking in
force, this plan could prove almost
impossible to implement.

Paul Saweyer 5
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IT'S A HORDE JOB..

Space: The
Gobbos
stood little
chance
against the”
Dwarfs in -
combuat, and,
they would
certainly be
outgunned
by the
legendary
Dwarf
artillery, so there was but one
devious option open to us. We
would blast those Stunties with
magic. Having played with an Orc &
Goblin army led by a Great Shaman
in the Studio campaign, I was well
aware of the potential mayhem the
spells of the Big and Little Waaagh!
can cause. Greenskin magic is best
summed up by one word:
destructive. We would need to rely
on this if we stood any chance of
victory.

Space McQuirk

As we were fielding 3,000 points we
were allowed to take two Lord
choices. These would come in the
form of a Goblin Great Shaman and
a Night Goblin Great Shaman, both
upgraded to level four. I would tool
them up with magic items all
designed to enhance my spellcasting
abilities. Amongst these the Staff of
Sneaky Stealing would take a Dispel
dice from the Dwarfs’ pile and add it
to my own. Ditto’s Double Doin’
Doo-Dahbs would allow me to cast
the same spell twice in the Magic
phase, hopefully getting
rid of the Dwarfs’
Spellbreaking Runes

early in the battle. If the Gobbos
could hold out long enough for the
flanking force to arrive, and cause
some damage to the Dwarfs’
Cannons with the help of magic,

‘then at least we stood some chance

of pulling off a victory.

Phil: Well, 1,000 points wasn’t that
much to play around with, and I'd
be hard pressed to make the troops
I took pay for themselves in the few
turns I'd be on the board. The good
news was that I'd be attacking in the
flank or in the rear of the Dwarfs, so
when the Skaven did hit they’d hit
hard.

To tell the truth I really wanted to
take down a couple of units of
Dwarfs; this is because I hate them.
I recently got my proverbial tail cut
off by Fat Bloke’s Dwarfs, and I was
out for revenge.

Something you can always rely on in
the Skaven army is dirty tricks, and I
intended to throw in as many as I
could. One sure-fire way to break
Dwarfs, regardless of their
incredible Leadership, is to beat
them with a fear-causing enemy and
run them down. Unfurl the Sacred
Banner of the Horned Rat! Stick it at
the front of a nice big unit of
Clanrats! The next part of the trick
was to add in a character that could
take a good few Dwarfs down,
ideally the rune-encrusted ones.
Bring on the Skaven Assassin with
the Weeping Blade! This little beauty
should pop unexpectedly from the
unit, assassinating any likely-looking
Dwarf heroes before they could
strike back. In conjunction with the

Skaven
Chieftain
carrying the
Battle Banner,
outnumbering
and maximum
rank bonus, I
hoped I could
count on this
unit to run
down any
opponent it
came up
against.

The real punch, however, was
packed by the large unit of
Stormvermin I was taking. The
halberds I equipped them with
strike with a Strength of 5, enough
to worry even the most heavily-
armoured Dwarf. Led by a frenzied
Plague Priest with a great weapon,
all the models in this unit have a
very high Strength. The last dirty
trick was to give the Plague Priest
Skavenbrew, a magic item that can
give the character and his unit
frenzy, batred or even both. This
should make the Stormvermin
revoltingly good in close combat,
and I was confident they could even
take down Dwarf elites. Include a
unit of Gutter Runners, excellent for
harassing the inevitable artillery, and
a team of four Globadiers whose
poisoned gases ignore armour, and
the Skaven force looked like it
would cause some nasty problems.
Although beating your boss is
generally a bit risky, I was looking
forward to this...

Right: Paul
and Gav tucked
their artillery onto
the battlements of
the Dwarf bold.

-,




GARBAG'S CUNNIN" ALLIANCE

CHARACTERS

LORD: Night Goblin Great Shaman Nagrat (160)
Extra Level (35), Dangly Wotnots (25), Ditto’s
Double Doin’ Doo-Dabs (25), Nibbla’s Itty Ring
25) C 270 pts

LORD: Goblin Great Shaman Garbag (155)
Extra Level (35), Staff of Sneaky Stealin’ (25),
Guzzla’s Backbone Brew (35) 250 pts

HERO: Night Goblin Shaman Rotbelly (60)
Extra level (35), Madcap Mushrooms (30),
125 pts

HERO: Skaven Plague Priest Vasilis Pusclaw (85)
heavy armour (4), great weapon (4),
Skavenbrew (50)

HERO: Skaven Chieftain Spite (50)
Battle Standard Bearer (25), Sacred Banner of the
Horned Rat (75), heavy armour (4) - 154 pts

143 pts

HERO: Skaven Assassin Slikkenstab (125)
Weeping Blade (50),
additional hand weapon (4)

CORE
20 Night Goblins, bows (+1), Boss (8)
Standard Bearer (8), Musician (4),
3 Goblin Fanatics (75)

20 Goblins, bows (+1), Boss (8),
Standard bearer (8), Musician (4)

179 pts

155 pts

80 pts

32 Night Goblins, spears (+1)
Boss (8), Standard Bearer (8), Musician (4),
3 Fanatics (75) 191 pts

25 Skaven Clanrats, hand weapons, shields (+ 1),
Champion (10) Standard Bearer (10),
Musician (10) 180 pts

25 Skaven Stormvermin, halberds (+2),
Champion (10) Standard Bearer (10),
Musician (10)

SPECIAL
1 Night Goblin Squig Herd, comprising of 10
Squigs (140), 3 Squig Hoppers (54) and 5 Goblin

255 pts

Herders (10) 204 pts
2 Goblin Wolf Chariots,

extra Goblin, spears 132 pts
2 Goblin Spear Chukkas 70 pts

4 Skaven Poison Wind Globadiers 100 pts

10 Skaven Gutter Runners,
additional hand weapons(+2),

light armour (+1) K 170 pts
RARE

1 Snotling Pump Wagon 40 pts
1 Goblin Doom Diver Catapult 80 pts
4 Stone Trolls 220 pts
TOTAL 2,998 pts

6
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LORD ULTHAR HAMMERFIST'S DEFENCE FOI

| CHARACTERS

LORD: Dwarf Lord Ulthar Hammerfist (135)
Light armour (3), Master Rune of Gromril (25),
Rune of Resistance (25),

3 Runes of Fury (75) 263 pts
LORD: Daemon Slayer D'eai:hﬁst (130)

Master Rune of Swiftness (25),

2 Runes of Fury (50) 205 pts

HERO: Runesmith Bhatran Finnson (70)
Gromril armour (8),

3 Runes of Spellbreaking (75) 153 pts
HERO: Runesmith Lothor Smelthammer (70)
Gromril armour (8), Rune of Warding (20),

2 Runes of Spellbreaking (50) 148 pts

HERO: Thane Birgit Grogrilsdottir (55)
Gromril armour (8), Shield (2),

Rune of the Furnace (5),

Master Rune of Dismay (40)

HERO: Battle Standard Bearer Othos
Gimlisbeard (55), Battle Standard (25),
Gromril armour (8),

Master Rune of Fear (75)

110 pts

163 pts

CORE
20 Warriors, Heavy armour (+1), hand weapon,
shield (+1), Standard Bearer (10),

Veteran (10), Musician (5) 205 pts

12 Dwarf Crossbowmen

12 Thunderers, Standard Bearer (10),

Veteran with brace of pistols (12), Musician (5)
195 pts

20 Miners, Prospector (12), Musician (12),

Standard bearer (6) 270 pts

144 pts

SPECIAL

20 Ironbreakers, Gromril armour, hand weapon,
shield, Standard Bearer (12), Ironbeard (12),
Musician (6), Rune of Battle (25),

Rune of Sanctuary (20) 335 pts
15 Slayers, Standard Bearer (12),

Musician (6) 183 pts
1 Cannon, Rune of Forging (35) 135 pts
1 Cannon, Rune of Forging (35),

Rune of Burning (5) 140 pts
1 Bolt Thrower

Master Rune of Skewering (25) 70 pts
RARE _

1 Flame Cannon ! 140 pts
1 Gyrocopter 140 pts
TOTAL 2,999 pts




The seething wall of Goblins to the east
had started to move after hours of
squabbling, a couple of tribes moving
into range of the Dwarf crossbowmen
barring the doors of the hold. Over the
distant racket of bickering Greenskins, a
series of bleating horns were sounded
across the enemy battle line, sounding
like the howls of sick dogs. Thannock
chuckled to himself as the Goblins
opened fire with their appallingly
constructed artillery. The contraption to
his right, a so-called Doom Diver,
launched a suicidal Goblin with bat-like
wings far into the sky, soaring hundreds
of feet in the air over the parapets of the
hold. His brother and fellow crew
member Bjarl gave a low whistle as the
green figure impacted into the side of
the mountain behind the fortress, leaving
a messy stain like a squashed mosquito
before the remains tumbled down the
sheer mountainside. If that was their best
shot, the threat that lunatic machine
posed was paltry indeed. Pulling a
telescope from his belt, Thannock
watched the Goblin bolt throwers winch
the Trollgut taut. They've completely
overstretched that for a start, thought
Thannock, and a moment later the bolt
flew sideways from the machine, flailing
in the air before landing harmlessly in
the middle of the battlefield. It certainly
looked like holding the Gyrocopter in
reserve was an unnecessary precaution.

Another chuckle died in
Thannock’s throat as the

hairs on the back of his

thickly muscled neck stood

on end. Come to think of it, hls

TURN ONE

whole beard was bristling with static. A
crow dropped from the sky, bouncing
from the barrel of the cannon and
landing, quite dead, in front of Bjarl.
Frowning, Thannock had an unexplained
urge to look up, and to his horror he
saw the sky buckle and split above him.
The air was thick with the most noisome
stink Thannock had ever smelt, and the
unmistakable crackle of magic. Suddenly
a massive clawed green foot took form,
hovering for a second before crashing
onto the cannon with a sickening
crunch. Thannock blacked out for a
second, his helmeted head clanging on
the metal platform of the Flame Cannon.
When he came to, blood seeping from
his nose and eardrums, his fellow
crewmen were dead.

His mouth set in a stern line and his
brow furrowed behind his metal mask,
Thannock resolved to set about avenging
the death of his brother crewmen.
Scanning the battlefield for a target in
range, Thannock growled under his
breath. Four stinking, lumbering Trolls
hove into
view behind
a

The chariots and Gutter Runners move into position.

his ancestors, and he he wasted no time
in spinning the valves completely open
for a shot at maximum range. That
should do it, he thought, tapping a dial,
and pulled hard on the release trigger. A
high-pitched whine grew painful in its
intensity before culminating in a sharp
crack, the Flame Cannon discharging a
burning fireball that hit the ground just
short of the Trolls, bursting into a rolling
inferno that set light to one of them and
even caught a Goblin behind it in ﬁercely
burning fuel. Screaming, the Greenskin
ran through its own ranks, sowing the
seeds of panic throughout his unit.
A good start, mused Thannock.
We’ll see what happens when they
get a little closer.

L «
“Yep. We're in trouble alright..”

L N
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“AAAARGH!
Cut that out or
I'll feed you to the
wolves!” shouted Garbag
irritably as the Goblins around bim
prodded each other with their spears.
This wasn’t that unusual, but when
blood was drawn be invariably bad to
step in. Stepping into the ranks, the
Great Shaman delivered a ringing slap
to the main protagonist. He could feel
bile rising in bis throat — be badn’t
come bere to fight Goblins. One of them
was still laugbing raucously bebind
bim. Spinning around to confront bim,
Garbag shoved bis gnarled band into
the bald fool’s open mouth, yanking out
bis black tongue in a spray of blood. The
Goblins got the message and shut up
immediately. That was a bit more like
it, thought Garbag, tucking the severed
tongue into the recesses of bis robes
whilst be took stock of the situation.

To bis right, a Wolf Chariot and the
wickedly bladed Pump Wagon took up
Pposition on the flank, waiting for the
correct moment to catch the Dwarfs

Space’s cunning ploy...

Waaagh! magic, usable only by the Greenskins., can be very powerful

if used correctly. Early on in the battle, Space started using a tactic §i
that would cause havoc right the way through the game. With the
first few of his Magic dice. Space cast the inoffensive spell Mork
Save Uz, allowing him D3 re-rolls for the rest of that turn. He

then went on to cast 2 more powerful spell. Gork’s Warpath, with

a mighty five Power dice (the usual inaximum). Using his re-rolls

from Mork Save Uzl he avoided any miscasts by re—rolling the Is,

occasionally causing the spell to be cast with Irresistible Force!

unaware. The
Trolls, Squigs and
archers bad all started

Sforward, but the Goblins to bis right
were busy shouting obscenities at each
other, apparently because one had
thrown bis companion’s boot far out
into the battlefield. Nagrat was
restoring order, smashing beads together
in an attempt to restore some kind of
discipline. This was already looking
pretty shaky. The only semblance of
efficiency was being displayed by
Rotbelly, bis protégé, leading the archers
to bis left. The younger Shaman was
stamping and bollering, summoning the
aid of the Greenskin gods against their
ancient, bated foe. Across the open plain
be could see a massive imbalance in the
Winds of Magic open in the skies as the
almighty Foot of Gork stomped on a
Dwarf war engine. That’s my boy,
thought Garbag.

Suddenly, with a bideous shriek, the
Trolis to the right of Garbag were
consumed in flame as the Flame
Cannon scored a direct bit. He was just
about making bimself beard over the
ensuing chaos when a burning cannon-
ball rocketed from the ramparts,
smashing a Troll clean apart in a spray
of burning flesh. A cloud of crossbow
bolts appeared in the face and chest of

another Troll. The wounds started to
beal over, but then the monster toppled
slowly like a felled pine. As anotber
cannonball smasbed into Rotbelly’s
boys, sending black-robed bodies flying
out of the back of the unit, the
Thunderers to the right of the main
gates also opened fire with a loud crack,
and the two surviving Trolls turned and
loped off bowling. Trolls were stupid,
but to face down that awesome display
of firepower would bave been suicidal.
Something needed to be done about that
cursed artillery before the entire baitle
line was smashed apart. Mumbling
incantations and spitting words of
power, Garbag felt the surge of Waaagh!
energy building. A moment later, be spat
blood as the words were torn from bis
lips by some runic trickery. Up on the
ramparts of the foriress, a Runesmith
glared down at the Great Shaman. More
worryingly, at the walls of the keep, the
Duwarfs bad started moving towards
them!

This could be bad, Garbag mused. If the
rat-things turned up too late, bis
Goblins would be in for a real kicking.
Still, they could always run away.
Cheered by this thought, be returned the
Runesmith’s gaze with an obscene
gesture and kicked bis boys onward.

S




Both of the cannons in Gav and Paul's Dwarf army

Thannock was momentarily eclipsed by a
shadow, shuddering before he realised it
was the Gyrocopter passing overhead.
He looked up to see the gravity-defying
machine manoeuvre in a circle about the
redoubt he was stationed in. To his feft,
the female Thane Birgit Grogrilsdottir
approached him, closing the. eyes of his
dead comrades’ mangled bodies before
she came to check whether he was
alright. He couldn’t hear her words of
solace as his ears still rang, but answered
her nonetheless with a grim nod. He
would stay with the machine until the
bitter end, and make the evil runts pay
tenfold for the blood of his kinsmen. The
Trolls had gathered their courage out of
range of his war machine, but it was
only a matter of time before they met

TURN TWO

their doom. Deathfist, the Daemon
Slayer whose name was now legendary
amongst the Dwarves of Karak Eight
Peaks, was walking resolutely toward
them.

Thannock muttered a prayer to Grungni
as a cold realisation crept over him: the
Goblins were ignoring this flank as they
expected, and intended to deal with the
well dug-in war machines with magic.
Tracing the rune of Valaya in the air, he
gripped the controls of the Flame
Cannon, blood clotting inside his metal
helmet.

From the corner of his eye, he could see
that the crew of the Doom Diver catapult
was ready to launch another winged
volunteer to his death. Tutting

contemptuously under his breath, he
watched as the screaming Goblin
disappeared into the clouds above.

To the left, the warrior clansmen were
marching deliberately toward the end of
the ruined causeway, a relic of Karak
Eight Peak’s former majesty when every
race paid court to their King. Now it was
to be stained with blood once more.
Thannock could see flashes of red at the
far end, a pack of strange creatures
clambering up the steps toward them.
Goblin cave-beasts, he
presumed, hideous hybrids of
fungus and snarling
carnivore. He
wondered if they

§.4
would burn. L

Runic Cannons...

were ipscribed with Runcs of Forging. allowing

them to re—roll the Artillery dice if it was a
misfire (but osly once per dice roll). The
canpon in the ramparts on the right was
also inscribed with a Runc of Burning,
meaping that the Trolls could not
tegenerate wounds caused by it!

?

{
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Garbag
barked bis
commands at the
Night Goblin units flanking
bim and the Fanatics were
brought to the front of the ranks as the
distance between the two battle lines
closed. He saw Nagrat, his rival and
fellow Great Shaman, delve into bis
scalp-pouch. He was pulling forth
several pieces of gold-flecked
mushrooms, bolding bis breath in case
be should inbale some of the spores.
Garbag bated this bit. Nagrat never
stopped boasting about the destruction
bis mad cap mushrooms could cause
when fed to one of bis Night Goblin
Fanatics. Those things would fell a bear,
and their effect on the Goblin
metabolism had to be seen to be
believed. After gingerly feeding the
dribbling Fanatics pieces of the fungus
with a pronged stick, the Great Shaman
stepped well clear. With a beave, the
Goblin ranks disgorged three spinning,
ball-and-chain wielding maniacs
toward the Dwarfs. Too soon, thought
Garbag, as the Fanatics began to lose

momentum. On bis left, the
same thing was bappening, the initial
push not being enough to reach the
Duwarf lines. The jeers of his ancestral
enemies rang in bis ears as the Fanatics
Jfailed to connect. Where they went now
was anybody’s guess.

In frustration, be ordered bis Goblins to
open fire with their bows. Five of them
actually managed to fire the arrows the
right way round, and one Troll Slayer
died with a black-featbered shaft
through bis throat. That was no
warrior’s death, thought Garbag. He
sniggered and prepared to summon the
aid of bis gods.

He could just make out dark shadows
scuttling from the trees in the distance.
They weren’t Dwarves, and they
certainly weren’t bis Boyz. A Skaven
scouting party, guttercrawlers or
something. That was a good sign. He
balf wisbed the rest of them were bere
already. Incanting a prayer bis mentor
taught bim when be was no bigger than
a Snotling, Garbag ensured the watchful
eye of Mork would prevent the
tumultuous magical energies flying
around the battlefield from overloading
bis Shamans’ minds.

As the magic flowed through bis frail
body, be attempted to summon Gork to
the battlefield, but once again the
energies be bad marshalled were
dissipated by Dwarf runes.

Rotbelly’s boys were getting quite close
to the Dwarf lines now, and Garbag
winced as be saw a mirror flashing on
the ramparts, a dancing spot of light
landing in front of Rotbelly bimself. The
Great Shaman knew this Stunty tactic
well; the entirety of the Dwarf artillery
would focus their fire on this point. His
suspicions were confirmed as the front
ranks were blown apart in a shower of
bloody green limbs. A beavy oaken
shaft, tipped with steel, thudded into the
turf between Rotbelly’s legs, burying
itself deep into the rocky ground.
Garbag felt reassured that Mork was
certainly watching over that one.
Goblins were dying all around Rotbelly,
bowever. The massed fire of the Dwarf
Thunderers smashing into three of the
Boyz next to bim as yet another rank
collapsed, crossbow bolts protruding
from their corpses. There was no way
they could hold under such beavy fire.
The few surviving Goblins fled, their
panicked wails rising above the echoing
rumble of the Dwarf guns.




The Squigs were being bullied and
herded up the ruined stairs of Karak
Eight Peaks’ main causeway, hopping,
squealing and roaring as they neared the
Dwarf Clansmen blocking the ancient
path. Behind the pack of beasts, a Goblin
Wolf Chariot sped past the Gateway of

* Kings. Thannock felt a sudden strge of

anger. How dare these stunted, ugly
creatures desecrate his ancestor’s work
with their ridiculous, flatulent beasts.
Lining up the sights of the Flame
Cannon, he worked the valves until
pressurised, volatile chemicals hissed
through the sturdy pipes of the war
engine. Thannock squeezed the release
shutter and with a sharp retort a sheet of
flames seared across the battlefield,
consuming the front rank of the Squigs
in a raging fire. The Goblins, previously
herding the beasts along with crude
cymbals and irritating honking noises,
wurned tail and ran.

TURN THREE

Like a giant, corpulent flea, one Squig
bounced clear of the flames. Another
followed suit. Suddenly they were all
bouncing in random directions as their
herders sprinted away from the Dwarf
lines. Thannock watched in amazement
as the bizarre creatures hopped and
leaped, roaring like demented bears as
they caused havoc within their own
ranks and those of his Clansmen.

To his left, he could see Birgit, the Thane
of his mighty clan, running towards the
front lines. She was an inspiring leader
and commanded the respect of all his
kinsmen, despite the fact she was a
beardless maiden. He was amazed to see
the speed with which she moved; the
gromril armour she wore was a true
work of art. Ahead of her, the Daemon
Slayer Deathfist marched quickly towards
the Trolls. He had felled far more
formidable foes, and Thannock knew
that the swollen, misshapen

monstrosities would prove no challenge
for the ancient warrior.

Gradually, as he was refuelling the Flame
Cannon, Thannock felt the hair of his
beard stand on end once again, the air
growing heavy and oppressive around
him. Static crackled around the Flame
Cannon and the sounds of battle seemed
muffled and distant. Heart pounding, he
stood stock still, chanting the names of
his gods as the pressure above him
intensified to an incredible degree.

Thannock was brought to his senses by a
loud clang as a badly-made spear
rebounded off the platform of his
cannon. Shocked that he was still

alive, he made a prayer to his

ancestors and stepped up to the
controls once more. Valaya had

once again granted him her

protection. He vowed it
would not be in vain.

)
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Nagrat could see a Goblin collapse was
imminent. Using all bis concentration be directed
Gork’s attention towards the Dwarf Gyrocopter, but still the
runes of the Dwarfs were silencing bis calls. Reaching into bis
pouch, be pulled out a massive fluorescent spotted piece of fungus. As be
nibbled on it, the energies within bis small Goblin skull began to reverberate.
The mushroom was amplifying bis powers beyond even bis own control. Upon
bearing Nagrat’s command, Gork brought bis foot down squarely upon the
flying machine. Unfortunately Gork bad also noticed the Gutter Runners
scurrying into position bebind the Dwarf lines and stepped on the vermin,
crushing their wiry bodies into the ground. Nagrat shrugged bis shoulders —
who cared if a few rats died? Checking to see that the giant foot wasn’t about
to stomp on bis own Boyz, be noticed another speck descending from the
beavens. The Goblin Doom Diver who bad been shot up into the clouds earlier
was now falling back to earth at an alarming rate.

With pinpoint accuracy it smashed into the crew of one of the cannons on the
parapet, splattering Goblin and Dwarf alike across the battlements in an
explosion of bones and blood. The cannon rocked on its wheels but beld fast,
and miraculously one of the Dwarfs survived the impact, wiping pieces of
Goblin from bis astonished face.

Things seemed to be going well, all internal differences bad evaporated from
the Goblin ranks. Even the Trolls shambled forward, although they were
confused by the loud noises erupting all around them. For a brief second,
Nagrat could see the Goblin plan coming to fruition. The chariot and Pump
Wagon bad come into place on the flank, and the Trolls were gaining
momentum as their prey came into view. Unnoticed by the Dwarfs, Nagrat
made out the Gutter Runners clinging to the shadows of the mountain walls
ready to make a charge to the rear. They bad the Dwarfs surrounded.

A movement in front of bim snapped bis attention back to more immediate
problems as Rotbelly sprinted into the front ranks of bis unit, burrowing bis
way into the ranks. Nagrat’s eyes narrowed as be detected the slightest change
in the crisp morning air. With a sickening slowness, the Goblin Fanatics bad
started to whirl in vicious arcs back toward their own lines.
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Ulthar Hammerfist stood at the fore of
the armour-clad unit of Ironbreakers.
The advance of the Goblins was of little
importance to him. He knew that his
Dwarfs would soon cut a swathe through
the foul Greenskins. More worrying than
the Goblin borde that stood before.him
was the presence of half a dozen-ball-
and-chain wielding maniacs spmmng
towards them. As if to demonstrate the
threat that these crazed Fanatics
possessed, a couple swept back into the
dense ranks of Night Goblins, killing
almost a dozen of their own foul kind.
Ulthar’s prayer to Grungni was answered
immediately as the two of the remaining
Fanatics collided into each other. A
messy, bloody pulp was all that remained
from the accidental collision. Ulthar gave
thanks to his gods as the remaining loon
that stood before him wrapped the chain
around his thin scrawny neck, snapping
it instantly. The immediate threat had
disappeared, but the Goblin advance was
gaining speed.

Ulthar raised his rune-encrusted axe,
signaling for the Dwarf advance to cease.
“Ironbreakers, brace your shields and
hold fast!” He motioned to his left flank
where a Goblin chariot, pulled by two
snarling wolves, was charging into the

TURN FOUR

Dwarf formation. Beside the chariot a
strange contraption powered by the
frenetic pumping of its Snotling crew
was somehow keeping pace. He turned
his attention back to in front of him in
time to see another cloud of Goblin
arrows fall into the midst of the Troll
Slayers. The cries of those wounded
stung the Dwarf Lord — without the
Gromril armour that his Ironbreakers
wore to protect them, the oathbound
Dwarfs stood little chance against missile
fire. Vowing to avenge their deaths, he
raised his shield to meet the charge of
the Night Goblin Spearmen.

From behind he heard the clamour of yet
more fighting. What foul trick was this?
Ulthar had no time to turn, the Goblins
drove into the Dwarfs in tightly formed
ranks. Spears, scythes and spikes
rebounded off the solid wall of
gromril. Impervious to the

combined assault of the

Goblins, Ulthar felt his blood

boil in a rage of anger. With a

wrath fuelled by the wrongs

that his ancestors had

suffered, Ulthar

brought

his axe

down upon his most hated foe. Goblin
after Goblin was hewn apart in his fury, it
was as though his axe thirsted for more
blood. He would grant its request.

Beside him he could see Runesmith
Hargrim’s hammer crushing a similar
numbser of the vile Greenskins’ skulls.
Unable to withstand the savage slaughter
of their number, the Goblins broke and
fled screaming in fear. As his senses
returned, he surveyed the carnage
around him. A few of his warriors were
still hacking down the remaining
Snotlings, but all around him

were littered the bodies of the

enemy. Ulthar turned to aid

his fellow warriors in

smashing apart the Pump

and Gutter Runners (|1arg: their flank and rear.
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Grendel breathed in a lungful of the
crisp morning air as his fellow Miners
assembled into ranks behind him,
prushing the dust and mud from their
armour. He rested his heavy pick against
the stump of a tree he had felled only
months before, and shook the loose
earth from his boot. High time to join -
the battle and, judging by the Goblin “
chariots skirting the edge of the woods,
not a moment too soon. ’ R

He could see shadows moving in the
dark of the forest. They weren't moving
like Goblins, that much was certain. A
shaft of the new day’s sun penetrated the
thick canopy of the pines, falling across a
shrivelled, snarling face. Red eyes
gleamed from the darkness between the
trees. Skaven.

He hefted his pick and shouted the alert

to his men, Hrundalf hoisting the banner

high as the other Miners ranked around

him. The figures in the woods were
growing more numerous. He turned
to Brindir next to him, about to ask

an estimate of their number. The
« flame of Brindir’s helmet-candle
was flickering a sickly green.

“COVER YOUR MOUTHS! NOW!” he
shouted, feeling his lungs burn as
something crashed into the ground
behind him. Turning, he saw tendrils of a
thin green vapour curling up from a
mound of broken glass. Masked, black
figures were creeping towards them,
crouched over like hunchbacks under
the weight of their metal backpacks,
lobbing globes of deadly warpstone gas
into the ranks of his kinsmen. Skialfi was
choking, his face drained of all colour.
Next to him, Brindir was on the floor,
vomit clotting his beard as he gasped his
last. Through the poisonous green mists,
Grendel could see many more dark,
hissing shapes scuttling towards him.
Holding his breath and gripping his pick
tightly, the prospector peered into the
distance. The Skaven held something
aloft, something vile. One by one, the
candles he and his men wore atop their
mining helmets flickered and went out.

the image of Grimni rested Deathfist
sighed with discontent. Trolls were no

remembered the days when the koots in

felled the tallest Giants, leaving their

treasured hordes for any who stumbled
across the dead beast’s lair He had slan

from behind onc of the pillars upon which

longer cven worthy of his atteations. He

his beard significd the aumber of Trolls he
had kifled He had lost coust. he barcly
cven worked up a sweat these days He had

oversized bones to rot where they lay. He
had fought ancient Dragons, leaving their

Daemons, sending their cursed souls back
to the hells that spawned them Deathfist
howled m anguish “Is there no one who

cap grant me my destiny, no onc who can
match my prowess in mortal combat?”

There was an ominons sifence as the air
thickened around him, aod his dycd-orange
beard bristled with static A dark shadow
grew around the Slayer, expanding quickly
in size Deathfist raiscd his bemused cyes
in time to see a gigantic green heel blot
out the sky above him as his cardrums
burst. Tt was Gork

“That'll be a yes' then.”
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Mjolni’s blood pumped fast through his
veins. The Ironbreakers had slaughtered
everything the Greenskins could throw at
them. Lord Ulthar himself, a mere two
hundred years old, had set about the
Goblins with a fury that would have *

made his grandfather proud. Mjolni‘had
. chanted with his kinsmen as Ulthar’s axe

had cut apart the pair of scythed chdriots
on the flank as though they were feeble
saplings. The bodies of Thulgar and
Hemlock were impaled upon the blades
of one of the contraptions, only serving
to stoke the furnace of Ulthar’s anger.
Mjolni felt the fierce pride and burning
wrath of his brothers in the front rank as

TURN FIVE

they cut down the hated enemy, wading
deep into the Goblin lines, their gromril
armour impervious to the Greenskins’
spears. He himself was covered in gore,
the ground below piled with dead green
bodies. No shortage of necks, Mjolni
thought to himself. This had been a good
day to fight.

There, in front of them, was one of the
twisted little Goblin Shamans that had
been causing so much trouble. Mjolni
had been present when the unit’s
banner had been inscribed with
the Rune of Sanctuary; they had
nothing to fear from the

Power dice anyonc?

Garbag witnessed the wholesal
slaughbter of the Night Goblin Spearmen
scant feet abead of bim. The Dwarf in
the fancy armour was attacking so fast
be could bardly see the separate
movements, and limbs were flying from
the unit in a storm of blood. The Night
Goblins turned and fled, running with a
speed borne of fear for their lives. He
might bave known that Nagrat would
run and cower from the first sign of
danger. Things looked pretty bad for bis
Gobbos, and, as if to add further insult
to injury, be could spy the Skaven
banners approaching on the far right
flank. He spat out curses at the rat
things. They bad spoiled bis plans,
turning up just when all was lost. This
wasn’t bow it was supposed to bappen.
Garbag pulled a face that could sour
milk.

By now the Troll Slayers bad gotten
within close range of bis Boyz and, as
they charged, Garbag decided enough
was enough. A dismal note of pure
despair rang out from a Dwarf clarion,
and bis Boyz sbrank back. “Leggit, get
outta bere, we’re done for!” Garbag

shouted
at the top
of bis lungs.
Before bis
command bad left bis
lips, almost every Goblin in
the army was fleeing the
battlefield. It was as good as over.

Only a miracle could save them now, be
thought to bimself.

The temperature around bim rose for a
second, and a foul stench seemed to fill
the air from the north. Then a sight so
awesome crossed Garbag’s vision that
bis bis prized staff dropped to the floor
and bis jaw fell open. His prayers bad
been answered, be thought, choking on

afly.

Gork bimself was taking form, towering
unimaginably vast above the battle
lines, blotting out the sun with bis
gargantuan size. Garbag was shaking
violently with fear as the shadow passed
over bim, and all be could do was point

shamanistic powers of the gaudily-
painted runt. A surge of hate-fuelled
energy drove him forward, the
Ironbreakers around him gathering
momentum as they started toward the
wretched thing. It blanched within its
black robes, and fled into the woods.
Ulthar sounded the

horn, and the
unit formed up
once more.

shaky
[finger at the
Duwarfs.

Gork raised a gnarled green foot
and brought it down on the Dwarf
crosshowmen at the gate, smearing four
of them across the steps of their sacred
bome. An enormous beel kicked at the
battlements, crushing a Dwarf cannon
like a tin toy. The scabrous, long-nailed
toes ferreted around in anotber parapet,
killing a Runesmith as be frantically
shouted the names of bis gods. Two of
the Slayers died instantly, bollering
defiant and obscene curses as the Orc
god raged around the baitlefield.

Unit after unit was trapped under the
foot of the marauding deity, and slowly
Garbag’s Goblins began to cheer until
the entire army was shouting at the top
of their lungs. Garbag leered. He was so
bappy, be almost came out of hiding.

M/'
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Gork’s Warpath

| The spell Gork's Warpath is unusval in that it can affect
morc than onc unit in the same magic phasc. When it is
successfully cast, the spell does D6 Strength 6 hits on a
unit, bad enough in tself, but after the effects have been
resolved, the caster rolls another dice. On a 4+, Gork
stomps on another unit, causing a further D6 hits. If a 2
or 2 3 is rolled, Gork wanders off and the spcll ends. On
a 1 Gork gets annoyed and stomps on ome of the caster’s
own units! With incredible fuck, Spacc managed to stomp

on every unit in Paul and Gav's army bar one!

The rat-things were worryingly close
when they had marched clear of the
nauseous green mists, thinking to take
the battle to their foe rather than stand
helpless as their breath was taken from
them. Grendel’s vision was clearing, he
was sure the noxious gases of the
Globadiers had dissipated. A phalanx of
Skaven, clad in heavy armour, marched
towards the Ironbreakers as the Goblin
ranks converged. He turned quickly to
survey his men. Many were coughing,
but few had been claimed by the

poisonous wind that had driven his
kinsmen from their ancestral home.
Turning back, he was confronted with a
living nightmare.

A solid wall of vermin was racing toward
them, a pulsing, heaving mass of sharp
teeth and evil, squinting eyes that held
nothing but hate. Shaking his head, he
tried to clear the vision from his mind:
these were mere Skaven warriors,
wielding nothing more fearsome than
rusty swords and badly made shields.
But at their head was a banner of such

raw, unadulterated evil, encrusted with
blood and litanies of hate, that he could
only stare as his troops broke around
him. The filthy tide of teeth and fur was
almost upon him, the sigils bled into the
banner burning into his mind, every
instinct screaming at him to run. But he
would do no such thing. Gritting his
teeth, pain wracking his lungs, he raised
his pick as the howling, chittering mass
of Skaven fell upon him, and the last
thing he felt was a jagged sword bursting
through his armour into his gut.




Something arced towards the
Ironbreakers from the trees to the right,
a glittering black sphere that was quickly
followed by three more. The Dwarfs to
Mjolni’s left instinctively raised their
shields, and the thin glass of the poisen
wind globes smashed apart upon ancient
Dwarf heraldry, clouds of pungent, lethal
green gas bursting around the flank 'of
the Tronbreakers. Mjolni had seen this
account for too many comrades
throughout the years, but could not
shout a warning to his fellows without
drawing breath. But these were
Ironbreakers, they had fought Skaven
before, and they could hold their breath
if necessary.

Suddenly their was a burst of noise as
something crashed into the back of
them. A unit of Stormvermin had
assaulted the Ironbreakers in the rear,
the heavy blades of their halberds

TURN SIX

crashing down in concert upon the
gromiril of the Dwarfs. To Mjolni’s horror,
one of the blades pierced the neck of
Bilgrim behind him in a spray of blood.
He turned fully to see a hideously
scarred, plague-ridden rat-thing swing at
his head with a massive oaken staff. For a
moment, he thought it had missed, until
the heavy beam smashed his clansman
Ghatrik’s head clean from his shoulders.
The thing was screaming, going berserk,
blood dribbling from its gaping maw.
The oak beam, far too heavy for a normal
warrior to hold, smashed Old Tharl’s
hammer from his hand and ripped his
arm from his body. Mjolni took his
chance, smashing his axe down deep
into the shoulder of the screaming
Skaven. Simultaneously, Brock Fireforge
swung his hammer into the thing’s ribs,
and Mjolni swore he heard them splinter.
Gushing blood, it fought on regardless,

smashing Brock’s helmet askew and
plunging its rotting, diseased teeth into
his exposed neck. Worse still, the
stinking green gasses around his feet
were rising, and in the heat of the battle,
he had neglected to hold his breath.

One by one, Dwarfs he had fought with
for decades collapsed, clutching at their
armoured throats. Eyes stinging, he
cursed their improvidence, cursed
himself for not shouting a warning. A full
half of his warrior brothers lay dead or
dying, and the Stormvermin were
pushing forward with considerable force,

Threnn Finnson was the first to flee. The
retreat was sounded, ringing clear in the
cold air. For the first time in their long
and illustrious history, the Ironbreakers
broke and ran.




Garbag
watched in
astonishment as
the Skaven attack
managed to break the beavily
armoured Dwarfs that bad
slaughbtered Nagrat's boys. He knew the
rat-things would come through, be bad
never doubted them for a moment. To
bis consternation, the Dwarfs seemed to
be running bis way. His Gobbos were
already backing away, an excellent idea
in Garbag’s opinion.

On bis left the second Wolf Chariot bad
chosen to make its presence fell,
charging beadlong into the flank of the
Troll Slayers, chopping three apart as the
wicked, rusty scythes and barbed spears
cleaved through unarmoured flesh.

Once again the Shaman was reminded
of the tenacity of bis ancient enemy; the
Duwarfs beld their line without faltering
Jfor even a second.

In the distance, be watched a series of
dark figures detach from the shadows of

the mountain and leap toward

the Dwarf Thunderers at the gate.
Blades flashed in the morning light.
These were the Gutter Runners that bad
been beaten off by the beavily-armoured
Duwarfs. Apparently they were back for
anotber go. He watched as one of the
Thunderers levelled bis gun at the
leaping figure before bim and blew its
bead open, the sprawling body bearing
the firer to the floor. Five more of the
Skaven reached the line of Dwarf
gunmen, and blades snickered from the
black-clad rat-things, slicing deep into
Dwarf flesh. Garbag realised be was
making cutting motions and stopped
abruptly. A split second later the smile
dropped from bis face as the Dwarfs,
their bandguns turned around at a
barked command from their female
leader, smashed two of the Gutter
Runners’ beads open. The Skaven were
besitant, their momentum gone, and the
female Dwarf led the countercharge that
cut them down to a rat.

To bis right, Nagrat was attempting once
more to summon Gork, drool banging
Jfrom bis protuberant lips and bis robes
billowing as the energies of the Waaagh!

coursed through bim. This was going to
be a powerful spell indeed.

Garbag’s black beart was warmed by
the fact that bis rival seemed to be
gathering more power than be could
barness. Suddenly bright green light
poured from Nagrat’s mouth, eyes, and
ears and be started shaking violently.
His scream rose to a painful crescendo
and with an audible crack the Shaman
fell over, steam rising from bis robes.
However, Gork was again doing bis
work over at the gates, and, as be
watched, the Shaman got to bis feet,
shaking bis bead. Show-off, thought the
Great Shaman.

To Garbag’s dismay, the Dwarf Lord had
marshalled bis Ironbreakers once more,
forming up in tightly-packed ranks. They
bad started marching resolutely toward
the Stormvermin, singing an ancient
war chant. The Troll Slayers fought on
regardless of casualties and even the
direct intervention of bis god bad failed
to break the enemy lines. Despite all
they bad done, the Dwarfs seemed no
closer to giving up their ancient fortress.

Garbag sighed. This could go on all day.




Paul: What
a great
battle! This
-— | contest had
| | é';‘. it all —
| =Fr magic by,
| ‘ Tm the . -

s — bucketload,
desperate
close
combat and a great deal of cut and
| thrust. All this led to a very close and
exciting battle report, and I'm not
surprised it was a draw.

Paul Sawyer

| Space gambled heavily on magic and

it paid off for him. The Goblin magic

| was very effective in that the
Greenskins never miscast and also
seemed to cast with Irresistible Force
far too regularly! Gork’s Warpath was
absolutely devastating on two
occasions as it

?

{

HARD AS ROCK

rampaged through our ranks dealing
us some very hard blows at a time
when we needed it the least. Although
we’d tooled up two Runesmiths with
Runes of Spellbreaking, even they
don’t help when you see that dreadful
double 6 come up.

Our missile fire was quite effective but
I still would have liked to have seen
more crossbows, as their extra range
over Thunderers can be key against a
low Toughness army if it’s hit with
sufficient numbers.

I don’t think I’d change much about
the army (apart from more
crossbows!) and certainly not the
tactics. In fact I'd love to play the
game again to see if the Goblin luck
would hold up in the magic phase
once more.

Our plan was to incapacitate the
Goblins before the Skaven arrived so
we didn’t have to fight on two fronts.
We figured that the Gobbo war
machines wouldn’t be all that effective
and that we just needed to close with
them and take them apart at our
leisure.

We’d have gotten away with it too if it
hadn’t been for those Goblin Shamans
and that pesky Gork...

Gav: Four things for opponents to
remember about Dwarfs:

1. Never think their war engine crews
are an easy target...

2. Never forget the importance of
Leadership 9...

3. Never think you can have too many r'.‘"'._

Power dice in the magic phase...

4. Never get stuck in a fight with

'\ Ironbreakers led by a Lord with three
1;9 Runes of Fury...

i All in all, the battle went as I
. expected. I was glad the Fanatics

didn’t get a chance to flatten the
Ironbreakers, though the Poison Wind
Globadiers did send a shiver of fear

- showing off what they do best — taking

down my
spine at
one point.
The war
engines
were
reliable as
always,
taking a
hell of a lot
of effort to silence them in the end,
The Gobbo magic was mixed. With
thirteen dice a turn, Space had put a
lot into dominating with magic, and 3
bit of luck helped him on his way.
Magical highlights were Space’s ability
to get Irresistible Force with his Mork
Save Us re-rolls, not forgetting those
amazing eight attacks from one
casting of Gork’s (or is it Mork’s? I
always get these Greenskin gods
mixed up) Warpath.

Cav Thorpe

As is almost mandatory, Space and Phil
spent a lot of their time bickering
amongst themselves when things
weren’t going well — very much like
Skaven and Goblins, in fact! As with
our last bdttle report together with
the Eldar, Paul and I coordinated well
and seemed 't¢ be'in agreement with
each other ﬁcucaﬂy almost all the

Well, there you}jbav:e'xt; Dwarfs

their knocks and dishing it out

e okt

Cheerio!
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A RAT'S WHISKER AWAY

Space: Well,
without a
doubt we owe
the result of
this battle’to
the Great
Green Gods,
Mork and
Gork. It goes
to show that you should never give
up on a battle. Just as it looked as
though everything was going wrong
with every single one of my units
fleeing the battlefield, I pulled off
some spectacular rolls to rally my
troops and followed them up with
one of the most awesome displays of
magic that I have ever witnessed.

Gav and Paul stood helpless, unable
to do anything but watch with
growing dismay after each
succession of spells cast with
Irresistible Force quite literally
stomped on their entire army. I
admit that running away at the end
wasn’t exactly the most inspiring
tactic on the battlefield, but part of
being a good general is knowing
when you’re beaten by another unit.
Had I stood and fought the
Ironbreakers, my weedy Gobbos
would have been slaughtered and
after the following pursuit Phil’s
Skaven would not have been able to
charge them in the rear. The overall
gamble of magicking the Dwarfs to
death certainly worked well and,
combined with Phil’s cunning
flanking plan, we managed to pull

round what looked like a grim
defeat into a moral victory.

Phil: That was without doubt one of
the best and most amusing games of
Warhammer I have played since I
started working for Games
Workshop. I must say I'm tempted
to start collecting Goblins just for
the comedy potential! Also I can’t
think of anyone more suited to their
playing style than Great Shaman
Space, who delighted in singing
‘Jump Around’ and doing wardances
as Gork squished unit after unit. I
think we all had a tremendous time
as by the end there was no real trace
of competitiveness, and we knew it
would make for a great story
(enough gushing already — Fat
Bloke).

On a gaming note, we were so close
to giving them a hiding, and it all
came down to one dice roll (as
usual). From bitter experience I
know that the Ironbreakers,
accompanied by a couple of tooled-
up characters, absolutely will not
budge and will withstand virtually
anything that takes them on head-to-
head. Luckily, being a sneaky, dirty
rat, unfettered by the constraints of
honour or decency, I took the first
opportunity to charge them in the
rear with the Stormvermin after they
had chased off the Goblin Great
Shaman. And what do you know, I
actually managed to break them! If I
had just rolled enough to run them

down, I would
have scored

over 750 more
Victory points.

Out on the far
right flank,
however,
things were
childishly
simple. The Miners actually failed
their Leadership test (gasp) due to
being charged by a fear-causing
enemy that outnumbered them, and
ran. Luckily for us their little legs
could not carry them out of my
charge range, and they were cut
down to a man (all hail the Sacred
Banner of the Horned Rat) without
my Assassin having to lift a finger.
The Globadiers never fail to give
high Toughness, well-armoured
units the willies as they ignore both
these factors, and frankly I'm hard
pressed to think of a better way of
dealing with Ironbreakers.

Phil Kelly

So it all came together in the end,
although even when everything
eventually went to plan, we still only
managed a pull a draw. My opinions
have not changed one bit; I hate
fighting Dwarfs. Not only are they
tough as old boots, but they stick in
the teeth.

VICTORY POINTS

Dwarfs:

Goblin Alliance:
The Goblin &

Skaven alliance
finish ahead
by 280 VPs.

Result:

DRAW

1123
1,403
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In the course of the battle, Space’s
repeated castings of the spells Foot
of Gork and Gork’s Warpath
resulted in an unprecedented
number of kills. We thought it was
only fair to give the big green buily
his due and point out just.what he
had managed to grind under his
almighty heel. Not all of the
casualties were from the enemy
ranks, though...

»
Sadly, Gork was unable to
take time out from bis bectic
schedule, and so we couldn’t
take a photograph of bim.
His place is taken by the
Goblin Great Shaman who
did bis bidding.

1 Cannon 135pts
1 Bolt Thrower 70pts
8 Dwarf Crossbowmen 96pts
1 Gyrocopter 140pts
2 Flame Cannon Crew Opts

1 Ironbreaker 13pts

2 Troll Slayers 22pts
6 Dwarf Warriors 54pts
2 Thunderers 28pts
3 Gutter Runners 51pts
1 Runesmith 153pts
1 Daemon Slayer 205pts

The combined points value of all
of Gork’s kills was a tremendous

967 points

hannock watched the vivid colours
Tof the sunset from his watchpost

on top of the redoubt. His face
. was as grim and stony as the statues of
his ancestors silhouctted against the
cvening sup, and the last few rays could
not warm him. He had been silent for
many houts, waiting, thinking over the
day’s cvents Although Grimni's gate was
still unbreached, the day's battle cventually
seeing off the combined assaults of their
enemies, Karak Eight Peaks had fallen
The thousands of Greenskins attacking the
East Gate, in conjunction with the
poisonous gases of the Skaven, had driven
his kinsmea to their doom. Now the vast
mountain fortress was riddled with vermin
and grobi.

Below him, amongst the shattered
brickwork of the fortificd posstion he had
utilised 1 the battle, glowed the battered
bronze of his beloved flame cannon. t
had comec under such punishment that day
that it was a miracle the thing was still

in onc piecc. Thannock knew that the
damage it had sustained was irrcparable
without access to the finest tools and a
good few weeks in a Dwarf workshop,
impossible now the hold had been taken
by the Goblins The mountains had rung
with his curses as he had tried to fix it
for hours on cnd, but his efforts were in
vain. Not only that, but his brother Bjarl
had dicd along with his fellow crewman
Thorgin. He alone was left, the only
survivor of the fethal attentions of the
evil green god Gork and the spears of
the Goblin war machines.

He siw a shadow flicker out of the
corner of his cye, and saw a gnarled green
limb hook over the wall of the redoubt.
He knew it. Rather than build more
spears for their crude. shoddy war
machines, the Goblin crew had decided to
techim the originals from the ruins of
their targets. Thannock waited uatil the
two Coblins had chimbed onto the
stoncwork, and jumped down from his

vantage point with a bloodcurdling war
cry. The Goblins froze in fear, the first
feebly raising its scrawny arm to ward off
Thannock's axe as it whistled down in 20
arc that ncarly sliced the Goblin in two.
The other had recovered 1ts scnses and
had turned to run. Yanking his blood
covered axe out of the first Goblin's
corpse, Thannock threw it as hard as he
could at the flecing enemy with a roar of
purc hate The axe embedded itsclf decp
into the cowardly Greenskin's back,
splitting 1t open and flinging the creature
to the ground ks piniful wails stopped
abroptly as Thannock smapped its meck
under his boot.

It was ot cnough His comrades were
dead, his machine and heirloom damaged
beyond repair. His home had fallen to the
Goblins. With firc in his cyes, Thannock
took up a2 Goblin's crude knife. Incanting
oaths as old as the hold itsclf, he started
cutting away his loog, thick hair..
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WHAT MAIL ORDER
CAN DO FOR YOU

» COMPONENT PART SERVICE - Mail Order
has a limited range of components.

* HOME DELIVERY - Set postage rates no
matter how mueh you order!

* RULES SERVICE & ADVICE - If you have a
gaming or hobby question give us a call

» ADVANCE ORDER - Why wait? If you like a
product. place an order.

* OPEN7 DAYS AWEEK - Bam to 10pm
Menday to Friday and 10am to 6pm weekends
and public holidays!
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ANYTHING AT ALL - GIVE US A CALL

HOW TO USE MAIL ORDER

Ordering by Mail Order is easy. If you have a credit card you can order over the phone:

* GIVE US A CALL ON - (02) 9823 6111

* TELL THE TROLLS WHAT YOU WANT ~ If you are not sure, just ask the Fhane Trolls, They will be
happy to help you out.

+ SIT BACK & RELAX — After you have placed your order, just sit back, relax and wait for your parcel
to arrive on your doorstep.

if you wish to pay by cheque or money order, it is just as easy, all you need to do s:

* FILL OUT THE ORDER FORM — with what you would like.

+ COMPLETE PERSONAL DETAILS - Fill out'your name and address in the space provided at lhe
bottam of the farm.

* PLACE ORDER IN THE POST - Send your order to

Games Workshop Mail Order, P.O. Box 576 Ingleburn NSW 1890
...AND THAT'S IT!

\IL ORDER ‘T (02) 9829 6111 MAIL ORDER T (02) 9829

QANES TWORKIOR

L

» South-East Asian customers can call Hong Kong Mail Order on
(852) 2555 2799 or fax through your orders on (852) 2555 2063.

* Hong Kong Mail Order email : gwhk@hkabc.net

» For payments to Hong Kong Mail order we accept Visa & Mastercard.

» Post and Packing information: We will ship via Speedpost to all South-
East Asian accounts within 1-3 days. Postage charges are the actual
postage charge incurred by us.

* Hong Kong Mail Order is open Monday - Friday from

9am - 6pm (local time).

=To calculate prices in $HK; just multiply the SAUS amount by 5.

| Troll




AIL ~~==~ " ./ 119829 6111 MAIL ORDER T (02) 9829 611\

Il'l“'{r@u‘uwu-;t E

({7

U &S Kl Designed By Tim Adcock & Aly Morrison
boxed set

$54.95 THOREK IRONBROW AN % ”EM

HZS:M 95
Army book

" DWARF WARRIORS

4 m Regiment Set contains 20 Dwarf Warriors

n DWARF LORD NZ$39.95 Mot & Suamdiard Beawey

$14 95 Designed by Aly Morrison WRGISARY Designed by Colin Dixon

‘The Dwarfs are a sturdy race, naturally
tough and possessing a knowledgc of
1ng and Iwork fa: bevond

the ken of anv other ace i the
Warhammer world Their ability to hold a
grudge 15 legendary, to fight against them
18 to know an implacable foe that will not
give up no matter the cost To those
fortunate enough to fight alongside them
they are doughty allies indeed

Dwarf armies are disciplined and
notoriously tough This 80 pages Army

book centains all the information that
you nead 1o field a stubborn Dwarf host.

DWARF LONGBEARD

VA  cOMMAND GROUP
NZs19.95 B amdard pearer DWARF THUNDERERS

> Musician & Champio:

FOR 3 # Designed by Colin Dixo':.t NZ?‘I 63'95 Designed by Colin Dixon
. o
i

DWARF RANGER $17.95
. COMMAND GROUP NZ$19.95

Standard Bearer, FOR 3

NZ$16.95

] All models shown at 69% actual size. Prices subjfect to change without frrior nofice.

|
|
Designed by Colin Dixon
" DWARF THUNDERER
|
|
|
|
|

IAIL ORDER Trollz@games-workshop.com.au MAIL ORDER Troll
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_Gl.rab.-t_his darf starter deal for $160,00 -
). Irinctides a Dwarf Army Book.a Dwarf., *
. Lord; 2 boxes of Dwarf Warriors, and a
. " “regiment of 12'Longbeards (including
"' Champion; Standard Bearer &'Mﬁsicim) '
Give Mail Order/a ring ﬁov_v on _ 4
(02) 98296111, =

“ Ao take_at_ivama_,g__e of this exclusive'offer.

$21.95 GOBLIN WOLF RIDERS
QITIEYY WURRZAG UD $34.95 Fem e
B’ URA ZAHUBU NZ$39.95 -

——D 1 by Mark Bedford boxed set

. SAVAGE ORC BOARBOYZ

COMMAND GROUP £1EEL
0 NZ$15.95

EACH

SAVAGE ORC | £SEX:T
_BOARBOYZ & WHIHES

Designed by
Alex Hedstrom EACH

W ol SAVAGE ORC
% N\ commanp crour (JIEE

st & compi. WUAIEEH
Designed by Mark Bedford. for 3

SAVAGE ORC BOYZ $1 4.95

Designed by Mark Bedford NZ$16.95

All models shown at 6% actual size. Prices subject to change without prior notice,

Trollames-workshop.com.au MAIL ORDER Trollz@games-workshop.cc
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ARCANE
POWER

$21.95

NZ$24.95

2 figures

NZ$79.95

box set

IAIL ORDER Trollz@games-workshop.com.au MAIL ORDER Trollz,

HIGH ELF
MAGE

Designed by
Gary Morley

$69.95 R
MAGE-PRIEST

Designed by Alan Perry

$21.95

NZ$24.95

2 figures

N2$15.95

each

BRETONNIAN
SORCERESS

Designed by Brian Nelson

$11.95

NZ$13.95

BEASTMAN
SHAMAN

$21.95

NZ$24.95

2 figures

N2$15.95

2 figures

Designed by
Michael Perry

SAVAGE ORC
SHAMAN

Designed by
Mark Bedford

NZ$15.95

each

Almost all of the races of the Warhammer world utilise the power of Wizards. Be they the
brutal Shamans of the Orcs and Beastmen, or the cultured and learned Mages of the -
High Elves, a good general will come to recognise their worth and harness their power
to his own-ends. The Wizards depicted here are a small selection of those available from
Mail Order so give them a ring on (02) 9829 6111 and ask about their full range of
Wizards!

MOUNTED
EMPIRE BATTLE
WIZARD

Contains 1 mounted Wizard

CHAOS
SORCERORS

Designed by
Aly Morrison

All models shown at 60% actual size. Prices subject to change without prior notice.
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ADVANCE ORDER SERVICGE

How can you get your'hands on the newest Games Workshop
games, models and books as soon as they come out?

A By takmg advantage of Mail Order's monthly Advance Order deals!

Chitter-chitter],

we think that
these Tyranid
Warriors would
make as they
devour thelr
victims!

Next month sees the release of the new Tyranid
4 Warriors. The Tyranids are a race of horrific, -
f constantly evolving, bio-genetically engineered -
monsirosities whose only purpose is to consume all
living things that lie in their path.

To co-incide with the release, we are offering a
Tyranid starter army deal for the low price of
AUSS$150.

The deal conlains:

« Tyranid Codex

¢ 1 Hive Tyrant

* 1 Tyranid Warriors boxed set (4 models)
+ 2 Gaunts boxed sets (16 models each)

Plus, It’s poslage FREE!

For further details about our Advance Order service and to order the
new Tyranid Warriors boxed set, call the Mall Order Hotline today!

CITA $15 95

MODE
NZ$17.95
- each

MOBE Nz$11.95

each

NZ$29.95 o

PIN VICE &
DRILL SET

MODEL FILES

cira $9.95 W $24.95 ciior v CitA

DEL \‘IOLH ' LING]

each
=]

TERRAIN CUTTER

TANK BRUSH

_ PVA GLUE

All of these tools from our Citadel Modelling
range are ideal for making terrain just like
modelling guru Nick Davis. As well as this
selectlon, Mall Order have even more tools
avallable, so ring (02) 9829 6111 for details!

= NZ§14.95

each

PVA GLUE

CLIPPERS

NZ$11.95 i

R Troll: mes-workshop.com.au MAIL ORDER Trollz@games-workshop.co
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ARMOURED §79.95

NZ$89.95

MIGHT

Th d t rt vehicles ¢an quick RAIDER
ese armoured transport vehicles ¢an quickly
convey their living cargo to their destination in %

safety, unleashing them upon their foes at Jes Goodwin &
point blank range or acting as a mobile Tim Adcock
firebase for the troops inside.

$74.95

NZ$79.95

box sel

ELDAR
RAIDER

Designed by
T Gery shorey CHAOS
LAND

RAIDER

| "Designed by Jes
Goodwin & Mark
| FALCON GRAV ectert
: NK
‘ . x ] Designed by JIeoodwln LAN D
| _ S $59.95 ﬁs—ﬁn'g—fs

NZ564.95

$74.95

NZ$84.95

box =&l

$39.95 RAZORBACK

) Designed by Jes Goodwin
NZ544.95 & Norman Swales

- Models shown at 35% aciual size

$54.95

. NZ§59.95

box set

IMPERIAL GUARD _ Foveinis srayour

' T ~3 Leman Russ’Battle tanks -
3::::1?;?‘{:‘ I; 05 1"Armoured Fist Squad (Chimera & Steel Leglon Squad)

E 1 Leman Russ Demolisher Siege Tank
ARMY DEAL Normally $339.70, riow crushed down to $305.00

i 1a
¥ IMPERIAL TANK . i v IMPERIAL i _,-_'_ IMPERIAL e IMPERIAL TANK IMPERIAL -
COMMANDER 2 o TANK CREW 3 ¥y TANK CREW 2 ‘g _. COMMANDER 1 o TANK CREW 1
$3.00 each 2 AL, $300each o3 A $3.00each T el ANT  $3.00 each Y $3.00 each
Order code: e Order code: 4 Order code: 3 5 Order code: Order code:
|

010505301 010512605 g 010512606 & 1 010512501 010512607

=
<

IAIL ORDER Trollz@games-workshop.com.au MAIL ORDER Trollime
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Modeis shown at 60% actual size
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] pesgned b Jee Gooc SRR $54.95 e $ﬁzs13.95' % Ak
< s, : ; A 72459.95 i B

each
box set

e ~) 1
_ = i
A mm <) o5 — —

LA

B0 BT

\gi Ny - = &

A e Y G 14,95 R $14.95
i G

NZ$16.95

. 3 figures
et A (% (et VI P v o R

.| :| o5 = kité"” ¢ vt ] 3 %3

N

(5% ‘}- .'.
S

854,95

A N2$59.95

r—

- -7 $54.95
{ ‘\‘ M{\ NZ$59.95

VW
95 .

95

% NZ$59.95

box set

ST T $54.95% L - S e~ e $54.95
= .r - ] 3 o A Soo & = ..

box set
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SUBSGRIP]’IONS

Games Workshop’s
indispensable
fanzme, featuring
gaming ideas for
gamers by gamers.

The Citadel Journal features scenarios, rules, campaigns,
terrain building tips, painting tips and conversions all
written by enthusiastic (some might say mad...) gamers!
Subscribe to the Citadel Journal and get 6 issues for just

Aus$95 and we’ll give you a FREE Aus$22.95 boxed set of
your choice!

Inferno is an action
packed mix of short
stories, art,
background material
and comic strips set
within the worlds of
Warhammer and
Warhammer 40,000.
Featuring great heroes such as Gotrek and Felix, Gaunt’s
Ghosts and Da Deff Skwadron, Infernoimakes a
barnstorming read!

Subscribe to Inferno and get 6 issues for just Aus$55
saving Aus$5 off the cover price and Aus$30 off postage!

(Tn§Y & AGUENTURE .
-+ ovamor SRDEATIR

RULES OF ENGAGEMENT

The dedicated hobbyist spends hours of  though, claim some awesome gifts by

their time painting and collecting armies collecting 50 Skulz! Please bear in mind

of Citadel Miniatures so that they can that all the gifts are subject to availability.
play their favourite games. At Games In the event that a gift is unavailable we
Workshop, we appreciate your ask that you make a second choice. Should
commitment to the hobby and feel that your second choice also be unavailable
you should be given the opportunity to Mail Order shall contact you to arrange a

take part in this offer for being a onal replacement.

customer. PS. The Emperor has chosen to help you
Skulz is the great new offer for Games on your arduous journey, with freebie Skulz
Workshop Store and Mail Order tokens along the way!

customers. Simply stick the special This Skulz offer is open to residents of
Skulz tokens we send you (or the Australia, New Zealand and

tokens your receive from

store purchases) for purchases over
AUS$25 onto a Skulz collector’s card
and claim special gifts.
This is how it works. Every
=y time you spend AUS$25
|SKULZ TOKENS COWECTOR'S T TRACK = T we'll give you one Skulz

token, if d AUS$50
@'@.@ 9‘ -@l eu@ 'e -@ v(;eﬁl(r;gilvg %: Eﬂelg and so
. . t
@"9‘9‘@'@ - @‘@.@ gllulzn;:uy::n sa(;lr?d ?f:‘em in
e.@.@nﬁl@ ﬁ'@ &1l and choose a free gift from
{

'e"". nlnl w L WE :'\ the “10 Skulz’ category.

e e T South East Asia.
COLLECTOR'S CARD
B e This awesome Space Marine
miniature has been specially
commissioned for the Skulz
collection.
Designed by Shane Hoyle. .z

= : .@- \ However, you can continue

'ﬁ' x m = wm =H : to collect and choose from
the extra special gifts by

collecting 25 Skulz. It doesn’t stop there
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OFFICIAL FANATIC PUBLICATIONS

The Official. Necromunda Magazine
is the essential aid for gangers
everywhere, packed with new
official rules and material for
Necromunda.

Subscribe to Necromunda Magazine
and get 6 issues for just AUS$55.00,
that’s a saving of AUS$30 in
postage!

Warmaster Magazine is a new
publication dedicated to bringing
you new official rules and material
for Warmaster!

Subscribe to Warmaster Magazine
and get 6 issues for just AUS$55.00,
that’s a saving of AUSS$30 in
postage!

The Town Cryer is packed with new
official rules and material for your
games of Mordheim as well as
some frankly odd characters
waving fish around!

[oereas

LURE OF DARK [REASURES

Subscribe to Town Cryer and get 6

issues for just AUS$55.00, that’s a
saving of AUS$30 in postage!

The Official Warhammer Epic
40,000 Magazine is packed with
new material and rules for your
Epic scale battles!

Subscribe to Warhammer Epic
40,000 Magazine and get 6 issues
for just AUS$55.00, that’s a saving
of AUS$30 in postage!

s The Official Battlefleet Gothic
GOTHIC Magazine brings you new official
—t rules and material straight from the
Gothic Sector, essential for any
admiral!

Subscribe to Battlefleet Gothic
Magazine and get 6 issues for just
AUS$55.00, that’s a saving of
AUS$30 in postage!

The Official Blood Bowl Magazine is
packed with new official rules, new
teams and material for Blood Bowl.
It's a whole new ball game!

Subscribe to Biood Bowl Magazine
and get 6 issues for just AUS$55.00,
that’s a saving of AUS$30 in
postage!

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

1t’s Easy. All you have to do is log onfo 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 glve you a ¢all m grab your Credit Card delails and then send your order out. Then all you have fo

There are even special deals on the site! So what are you waiting for? Log on, surf over and click to order!

CORRESPONDENCE We welcome comments about White Dwarf, Games Workshop games and Citadef
Miniatures. All letters except subscriptions and Mail Order should be addressed to: The White Dwart, Games
Workshop, P.O Box 576 Ingleburn NSW 1890,

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. We receive an enormous amount of mail. We do read every
tetter Dut i may take a little time for us to reply to you, so please be patient!

You can find Games Workshop on the World Wide Web at the following Interet address:
http://www.games-workshop.com.au

SUBMIESIONS All material submitted o 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 itle guaranteed to Games Workshop Limited. We also retain the right to edit and/or amend all material
as we see fit. So, if you do not wish to assign copyright in this way, piease do not send us your submission.
We're afraid we cannot work in any other way!

REGISTERED TRADEMARKS The foliowing are all registered trademarks of Games Workshop Ltd

Armageddon, Bload Bowi, Chivalry, Citadel, the Citadel logo, Codex, Dark Angels, Dark Future, Deathwing,
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Reaper, Viyper, Walach, Warhammer Quest, Weirdboy, White Dwarf, the White Dwarf figure, World Eaters,
Wraithlord, Wych, Yoof and Zoanthrope. The Citadei paint pot is UK registered design No. 2073130 Scatter dice
are UK registered design No. 2017484,
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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

"DWARF ARMY BOOK /;/@n DWARF 254

DWARF LORD /

WHITE DWARF 254

Please start my WHITE DWARF
subscription with issue number: ............

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

METHODS OF PAYMENT

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

SUBTOTAL

POSTAGE & PACKING :r

GRAND TOTAL (SUBTOTAL + P&P) -r -
DISPATCH & DELIVERY

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

POSTAGE & PACKING

Within Australia: Add $5.00 for Standard delivery (3-7 days, in Australia)
$10.00 for Deluxe delivery (1-3 days, in Australia)

Overseas: Add 40% of the order value. If you pay by credit card, postage &

packing will be charged at cost if less than this (minimum P&P $10.00)

O ooy errerr e W e e P ADDRESS:

Method of Payment: Cheque ]  Money Order [

Mastercard [_]

Visa ]

Bankcard ]
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Card expiry date: .............cco e Cardholder Name: ..o se e sseseeeene

Cardholder
Signature:

Please feel free to photocopy this form.
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As an essential purchase for anyone interested 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!

! For details call now on ' 7 A=
S owarr (02) 9829 6111 waitiior

www.games-workshop.com.au
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CODEX TYRANIDS

The foul alien threat
from beyond the galaxy
has returned!

More cool Goldeﬁﬂ“ﬂnon 2000 photos!




