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NEW RELEASES FOR MAY

Products ltd anthse pags re plamed for releae duingthe monthof May. Each month Games Workshap has new
month. The new releas
tores, shops participating in the Chlp!el ‘Approved retailer program and most stores included i

ses will be available at
in our

‘2 complete bi-monthy listing of Independent Retailers in every issue of

ELDAR CODEX
“The second release in the Warhammer
40,000 Codex army books is the much
anticipated Eldar Codex. An essential
supplement for all Warhammer 40,000

Aspect Warriors, the Phocnix Lords,
and more.

‘Asurmen the hand of Asuyan
ELDAR PHOENIX
LORDS

“The greatest heroes of the Eldar race are
Kanown a he Phaenix Lords.Thee of
erful wandering heroes are
released this monih with mor 1o

sinister father of the Striking Scorpions,

S NEWS NEWS NEWS NEWS NEWS NEWS N

odwin, the:
incredible models ar featured n the
Eavy 7

ELDAR AVATAR

th supernatural heat and

‘Avatar can be found in the Eldar Codex.

OGRYNS

brutish, and unbelievably
et cresure, Ogryn are fered
close combat opponents. Wher
with Ripper Gune Ogryns can b ven
more devastating. The new multi-piece
Ogryns will make fantastic additions to
players with Ork or Imperial Guard
armies or alles

CHAOS MARINES
Three new World Eaters of Khorne
models are released from the Eye of
Terror this month,

TYRANIDS
New Warriors for the Hive Mind!
Following last monih's release of the
Plastic Genestealer box comes the
release of a Tyranid Plastic boxed set.

MANOWAR

SLAANESH SHIPS

The sinuous grace of the Sl
belies their deadly nature. The Hellship
sold singularly. while the Hell-
rammer and Hellslicer are packaged
together making it easy for Chaos
Admirals 0 build a Slaanesh fleet or to

MONTH'S
WARHAMMER 40,000
ELEAS|

oss
080 Fidar A S0
Bod ol one
0775 Taranid Warriors 10
(Boved se o e pasic models)
BLISTERS
067
ras the Shadow Hoter (1)
9068 Eidar Dire Avenger
Lord- )
9069 World Eatrsof Khorne ) $599
71 Eidar Fire s
Lord - Fucgan 1)
a2 Opryus () 999
M1 Adeptos Arbies 2) 49
NEW GAMES
WORKSHOP STORE

Games Workshop is opening a brand
new shop in Ocean City, so if you live
in the area or visit on vacation make
sure you stop by and check it out. The
new store wil be located at:

Games Workshop
Ot Ray Shopping Center
11613 Coastal Highway suite 13

Telephone (410) 524-5334

‘We will be opening in May, but as of
yet we have not nailed down any firm
business hours. For opening and closing

mes, as well as the latest news on
‘gaming nights, in-store clinics, and all
the latest Games Workshop products
just give a call and talk to Mark

THIS MONTH'S
MAN O' WAR
RELEASES

‘combine Slaanesh ships into a mighty
Plague et
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WARHAMMER ARMIES
UNDEAD

In the Warhammer World the dead do
not always rest casy. This month's
release of the Warhammer Armies
Undead book should make even the
most decayed Undead General happy
rmy book contains full rules,
army lists, legendary heroes,
background for the walking dead.

BOXES OF BONES
Three separate boxes of highly detailed
Plastic skeletons are available this
‘month. Undead Generals wishing to
bulk up their rank and file will find the
Skeleton Warriors, Skeleton Cavalry,
and Skeleton Chariot boxes perfect,

ORCS AND GOBLINS
‘War Boars are extremely ferocious, bad
tempered, smelly, and dangerous. Just
the sort of qualities an Orc admires!
Check out the new Savage Orc Boar
Boyz on page 31
Although not as powerdul on the charge
as Boar Boyz, Goblin Wolf riders
make up the diffrence with shoer

ped. The new boxed set contains five
Govlin Wamorson Woles

SKAVEN
Skaven P d Globadiers are
perhaps Clan Skryre's deadliest roops.
Fullrules for these stunning new figures
can be found in the Warhammer
Armies Skaven book.
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1994 Warhammer Catalog
NEW WARHAMMER
CATALOG
With the release of new army lists and

adel Miniatures Warhammer catalog.
had to be updated!

Generals will be thilled to sce all the

Squig
Dark EIf Assassins, Skull Chi
‘Catapults, and many more!

ucker

DID WE MENTION
IT'S FREE?

To get your complete new Warhammer

stores call Games Workshop Mail Order
(410) 644 5699 or write:

Games Workshop - Catalog Request

THIS MONTH'S

WARHAMMER
RELEASES
HOXED SETS.

Ot Nerbmmer Armis Ut 51953
o 999
e i
0780 Skelton 99
J ey —

0781 Skeleton Charkt
hoved
0811 Eapire War Wagon. 3499
Boxed war machin)
OR31 Goblin Woif Riders s
(Boved e S ol
W14 Kaghtsof the White Wolr~ $22.99
(Boxc e of 4 ol
BLISTERS
oss. an s
T Savage Orc Boar Boyr 1) S99
W Savage Ore Boar 630
oy Cond 1)
074 Skaven Poison Wind 099
@
EMPIRE

From the top secret designs of the

literally towers over the battlefield. Also
rereleased in pewter this month is the
boxed set of Middenheint's most famous
cavalry. The Knights of the White
Wol.
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'S
BLOOD BOWL
RELEASES
S99

0283 Naggoroh Nightmares
Boved setor 1 )

Dark EIf Blood Bowl teams are famous
for their combination of intelligence,
natural grace, degenerate violence, and
Haured ofall ving or unliving) hings

A complete, hard-hiting team in one
boxed set!
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IMPERIAL PSYKERS

Psykers are recruited and trained by the Adeptus Astra Telepathica to use their awesome abilities
in combat against the enemics of mankind. In batle they smash their foes with ravening bolts of
raw power and overwhelm their opponents’ minds with terrifying images of destruction.

PSYKER WITH AUTOGUN PSYKER WITH FORCE ROD AND

AUTOPISTOL

OGRYNS

Ogryns are fearless close combat fighters who
go into battle armed with devastating Ripper
Guns. Although of low intelligence and
capable only of following the simplest orders
they are often recruited by Ork and Imperial
Guard armies for their massive size and
resilience in battle

'OGRYN WITH RIPPER GUN WITH COMBAT BLADE "OGRYN WITH RIPPER GUN AND SWORD!




THE ELDAR

by Rick Priestley

The Codex Eldar is now almost ready for release. In this special preview, Rick
examines the history and background of this enigmatic race and we take a
look at the mysteries of the Warrior Paths.

Lost in the vastaess of space the Craftworlds float in utter It is impossible to say with certainty how many Craftworlds
there are. They were built many millennia ago in great urgency

and intimes of e peril. The tarmoil and confusion

which preceded the destruction of the Eldar worlds was greal.

Al higher government had long since ceased to operate, and it

transparent surfaces. Within live the few survivors of planets  was only thanks to the heroic actions of a few far-sighted

handoned tcns g0 amids riying destrcion. Thee are - ndividuls tht the Crattwords were bl

the Eldar, s all but extinet, the last remnants of a

people whose mere dreams once overturned worlds and

quenched suns.

During the final cataclysm these gigantic spact
camying aproporion of the Edarrce o sty and permanen
exile. Some Craftworlds survived for hun

housands of yeas before her peopl foded and dicd, whil

lost forever in regions of space that remain dark and
umexplored. They may be there sil, lonely and unheard voices
inthe wildemess of deep space.

Each Craftworld originates from one of the ancient Eldar
planets. Its people are all that is lefi of a culture of great age
and maturity. Over the centuries the Crafiworlds® occupants
sought out ther surviving Eldar amongst the far flung Exodite
colonies, and even began (o settle new worlds of their own. In
s way the paths of Eldar and mankind met for the first time
and humans became acquainted with the most ancient and
cnigmatic of the galaxy’s living races. The names of the
test Craftworlds were soon heard upon human lips:
Alsitc,Iyanden. Bich-an, Sam-hamn and UIhwe. Al this

any thousands of years ago, yet to his day it is doubtful
i ot o of bk bate v stepped within
an Eldar Craftworld.

“The basis of Eldar technology is unique to the Eldar. No other
pae bascvr succeted i eplcatn i tehnology. o
havethe Eldar adopted much romthe rimiie”aces wiich
have inberitd the galuxy. In fact, Humans and Eldar have
almostvoting in common despite  superfctally syt
physiology. As a result, there is lttle ground of common
inteest (o unite the two races. The brutality and ignorance of
mankind appalls the Eldar, whilst the aloof arrogance of the
Eldar race has never fostered the trust of the Adeptus of Earth,

wos



THE ELDAR

Eldar technology s based upon psycho-technic engince
the manipulation of matter using mental energy. The materials

ch

fo whic he B e cpeciallywel known, fncion i e
same way as the cquivalent human items. Although formed
oot complex peyho-platis, tho comple
‘machine or component that works in 4 conventional manner.
OF course, Eldar weapons usually store energy and use it far
more cfficiently than the human equivalent, but this makes
lite difference o their effectiveness.

ed device is a

most unusual of these psycho-plastics is called
wraithbone. Al the Craftworlds are buil upon a skeleton of
wraithbone whose structure extends throughout the gigantic
craft like a set of ribs. Wraithbone is an immensely resilient
Substance, fa stronger than the strongest plasteel and more
difficult to damage than adamantium, If it is damaged it will
gradually repair itsel elerated
ires b bl
A wraithbone core lis at the heart of every Eldar spacecraft
and most large devices. As well as providing an underlying
Structure the wraithbone acts as a conduit for power and

of as similar to the blood vessels and nervous system of a
living creature, pumping life-giving energy around the body
and also transmitting the impulses which co-ordinate the
body's many functions.

way, their principal power source is psychic energy
Wraithbone is psycho-conductive and the wraithbone core of a
Craftworld acts as a self-replenishing reservoir of power. The
invasive rib-like structures carry this energy throughout the
entire length and breadth of the craft.

In a very real sense the Craftworld s a living entity, powered
by psychic energy and responding in an organic way (0 the
stimuli of psychic forces. Such power can be cxpended as
light, heat and conventional electro-chemical impulses as need

rd devices actually function within the

races, for the infiity circuits guard
Eldar race - maters of which Eldar do not speak openly, cven
amongst themselves.

The Eidar Craftworlds float in deep space and move at only

sub-light speeds. Their exact locations are not known by other

races, and the Eldar themselves do not consider their physical
beof

between the different Craftworlds by means of a system of
what may be imagined as tnnels or bridges through warp
space. These tunnels form a network which links the
Craftworlds and some of the Exodite worlds together, and
which supposedly extends to many other worlds roughout
» which these tunnels are entered

every Craftworld. This takes the form of a swirling sphere of
light and darkness held in stasis immediately astern the
Crafworld.

is by means ofhei etwor hit e Eldrrve troughont

a planet's surface. Some of them are only big enough to allow
hcl Every Cr

Some chambers which open direetly onto thesc tunnels. Some
lead to places long since abandoned or destroyed.

with runes of power, lest
Caftvoridorsome uawaryravllee unwittingly open a
joorway and be sucked into warp space.

“The tunnel network is known as the Webway, although the title

ways misleading. If a map of the network were
Superimposed over the galaxy it wouldn't resemble a spider’s
web, with the pattern radiating from a single nodal point
Instead the map would resemble an almost random pattern,
with many separate nodal points centred upon the largest
Craftworlds.

‘Were an observer o see such a map he would immediately sec
that Craftworlds are not always dircetly connected to cach
other, 5o a traveller must often trace a route through several
different Craftworlds or planets in order 1o r
destination. Not al routes are sufficiently large 10 give aceess
to spacecraft, so whilst individuals might be able to travel
directly to a specific Craftworld or planet, a spacecraft might
have to take a different route entirely, or be unable (0 reach
that place at all. Breaks and fluctuating accessibility would
make the map far from certain, WhIt te o of workds in
ages past would create dangerous dead e

ach his

In fact o such map exists,or at least not in the form described.
The exact shape and form of the Webway is not fully
understood by the Eldar, except perhaps by the strange
wanderers known as Harlequins. Knowledge of the myriad
secret ways is considered of such importance that the Eldar are




FUEGAN - The Burning Lance

ASURMEN - Hand of Asuryan

Fuegan learmed the art of war in the Shrine of Asur under
the eyes of Asurmen. He lter founded the Shrines of the
Fire Dragons, and schooled them in the at of war with fire
and flame. Fuegan is armed with a massive and deadly
irepike and carties the Fire

Axe. This ancient weapon

glows with the heat of its

forging. It has never cooled

since the day it was made,

and the runes upon its

DETAIL OF FIRE AXE  surface writhe in fiery agony.

OF allthe Phoenix Lords the oldest and most honoured is
Asurmen, It was

battle the potent
Sword of Asur.

KARANDRAS - The Shadow Hunter

Karandras rious of the Phoenix
Lords. No-one knows where his Shrine originally lay, but
perhaps it was one of the small Craftworlds which
survived the fall only o be destroyed soon after. The
oldest and most sinister of the Exarchs of the Striking
Scorpions is the fallen Phoeniy

Arhra the Father of Scorpions.

s one of the most my

worn by the Striking Scorpion
Aspect Warriors, and can inflict

SCORPION'S BITE.

FUEGAN'S BANNER
DEPICTS THE
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THE AVATAR

At the heart of every
Craftworld sits the Avatar,
its own incarnation of the
Bloody-Handed God of the
Eldar,

K
throne of smouldering iron,
Avatar leads the
warriors of his Craftworld
o batte.
The Avatar glows with
supernatural heat as molien
iron flows throughts metal
body. Huge and all
powerful, the Avatar is
deadly opponent for even
the mighty powers of Chaos

THE BLOODY HAND.

A SELECTION OF THE MANY RUNES USED BY
ELDAR WARLOCKS AND FARSEERS

ELDRAD ULTHRAN
) FARSEER OF ULTHWE

Eldrad Ulthran ranks among the most powerful Farseers of
Ulthwé. He is near the end of his long life span, and even
now the Dome of Crystal Seers calls ever more strongly o
him. Soon he will retire from his flesh and his soul will be
firee 1o mingle with the souls of his ancestors. Eldrad has
Eldar lives with hi
of the future and has vowed to dedicate his remaining years
o eing e i of Ul o viiony on e bl




THE ELDAR

i no hury to share ts secrets with humans. Each Craftworld's
place in the Webway is known only (o its Seers. It is rumoured

many thousands of years ago, which is
now kept i the Black Library. Although it is now no longer

been lost or forgotten. If this s so then the Guardians of the
Black Library have chosen o keep their secrets, and one can
only imagine that they have good reason to do so.

When the Eldar g0 0 war they travel through the tunnels of the
Webway. Such journeys are relatively fast, enabling
spaceflects to move easily between the network's major
gateways. This cnables the Eldar to move swifly to places
directly connected by the Webway, but makes it extremely
difficult for them to reach worlds which have no gate into the
network. Eldar spacecraft can travel through the warp using
their warp drives, although this is a slow and dangerous
process for them. Unlike humans, the Eldar have no
Navigators who can steer through warp space. Furthermore,
the daemons of the warp are attracted far more strongly 10
vibrant Eldar spiits than t0 the dull, shadowy minds of men.
As a result of these factors the Eldar travel infrequently to
places that lie more than  few light years from their Webway

“The Eldar are a strange and enigmatic people who do not speak

penly to aliens of their past or of what they see as their
ultimate fate. Some humans have made a study of the Eldar
and their history, but none have ever glimpsed the whoe truth
of the terrible fall and even more horrifying fate of that ace. Tt

shining gem or polished stone. This psycho-recepive crystal is
called a spirit stone or waystone, and is attuned solely (0 the.
mind of s owner. ts purpose is 0 capture the psychic energy
of the Eldar when it is released at the moment of death. As
such energies carry with them dar’s sense
of eniy, personalty, and memris it s gie iht o tink
of this psychic energy as a sp

If an Eldar's spirit is not captured by his spirit stone it is
absorbed into the timeless depths of the warp, the shadow-
composed of psychi
nothing, for virtually no human mind is strong enough
o retain a sense of consciousness after death — the psychic
energy of the human mind being paltry compared o that of an
Eldar. Yet to an Eldar to enter the Realm of Chaos as a
imate horror. In the warp.
n Eldar spirit can hide from the daemons.
The nements of e Eldar w0 omguo e cesave them
for alleterity. To perish n this way s the ultimate fear for the
Eldar, 501t is ltle wonder that they always wear their spiit
stones.

When an Eldar’s body is dead its spirit stone is implanted
inside one of the Craftworld’s bio-domes, in a place known as

part of the infnity circuit an Eldar continues t0 exist forever.

His psychic energy becomes one with the Craftworld’s
il

potential within the infnity circui.

“The infnity circuit is therefore far more than a power grid of

for an Eldar spiit 0 separate tself fro
the wraithbone core and flow into a spirit stone put aside for
n be placed within the

any psycho-technic device, imbuing its arificial form with
living intellect. The consciousness of the dead s never fully as
individual or alert as that of the living, for it exist at once in
the real world and the spiritual world of the warp, and moves
through eality as in a dream where thought and feclings are as
tangible s steel and stone.

The Eldar are extremely long lived by human standards,




THE ELDAR

s hard for a human to understand the incredible potential of
the El To an Eldar all of life’s experiences are
available to a heightened degree: the intellectual rewards of
sy, the cxilaration of ballle,the creive impulses of ar
and mu every imaginable pleasure of sensation. No
Sreare. o evn 4 Eldr can taie of uch (s n an
uncontrolled or undisciplincd way 0 yield
iy v s e el s i o .m, e e
abilty to sate almost any intellectual whim, or 1o satisfy any
physical appetitc. Such was the fate of the ancient Eldar, who
succumbed to the temptations of intellectual conceit and

hysical pleast
of the Eldar worlds themselves.
“The survivors, the Eldar of the Craftworlds, have developed a
way to control their own inner natures. Every Eldar chooses
for himself a discipline which he then makes it i

1
masr the sills o combt, ach Warrior Aspee rngs with it

his life, and the skills he learns in each path serve to enrich
[ ay

Y instead
20 0n t0 4 final, utimate dedication of mind and body. This is

a frightening fate for the Eldar, for anyone who is trapped in
this ex choose another path, but must live out the
rest of their life as a living icon of achievement. Such

individuals slowly deny the broad range of experience,

path,

disappears and they become pure expressions of their path. In

the case of the Warrior Aspects these individuals are known as
GUARDIANS

‘The Eldar race has suffered much over the centuries and its
population continues to decline. The Craftworlds are

hordes of Chaos, but also against other forces such as Orks and

‘Tyranids, for lacking any
means to move their Craftworlds through warp space, the
Eldar have no way of leeing before their massive onslaught.

Every Eldar is rained and ready o fight as a Guardian if necd
be, 50 these troops are the most common of all Eldar warriors
‘They are primarily a defensive force, ready to defend their

Aspect Warrors alone raely consitute sufcient foces o
undertake all but the smallest of missions.

‘Guardians wear a tight fiting thermo-plastic armoured suit,
‘This is called mesh armour because it consists of many
thousand of tiny cells woven together into a resilient fabric.
Under the influence of blast pressure or a gunshot the thermo-
plastic cells meld together into a rigid defence, but at other
times they allow free movement,

Guardians carry lasguns or shuriken catapults as well as
laspistols. Their tactical role and ry are flexible and
they are able to perform many diffcrent kinds of task on the
batlefield. As well s fighting in the Guardian squads, some
Guardians man the Eldar's support weaponrysuch as D-
L

oot Tloating patorm, and can be moved o
position to cover vital areas of the batl.

its own special

e r.\ral). S offering its followers 1

complete way of life. Other paths include that of the

Bonesinger, as the psycho-technicians of the Craftworlds are
o craft wraitht

st arduous of all paths i that of the Se, for
the Seers manipulate psychic forces to foretel the future, and
Seers of great accomplishment have fearsome powers.

Once an Eldar has mastered one path he chooses another, and
inthis way builds up.a repertoire of ablites over which he has.
complete control. An Eldar may travel many different paths in

by former Aspect Warriors, those who

have trodden the Warrior Path but since left it. Tt

an important part of the Guardians' organisation, and
effectively form its officer corps.

ach Csfvcrd s o diioctive syl ofcloting tyifie by
a colour orpattern. These are not fixed uniforms but vary from
400 0 S, 40 cve pepween vl wihin s s,
For exampl, the Guardians of the Craftworld of Ulthwé are
known as the Black Guardians afte the predominan colour of
their clothing. Black is the Eldar colour of mourning, and it is

woto



THE ELDAR

‘commonly said that Ulthwé has much to mourn, for it lies

movements of its wearer, moulding and reshaping itself o fit

warbands many times in its history.
Other Craftworlds use
‘combinations of colours.
striking mixture of blue and yellow, for example, whilst Saim-
Hann has red or fiery orange uniforms, and Bicl-tan use white,
arey, or pale green.

cqually distinctive colours or

“The Path of the Warrior calls at some time in
heir long lives, Both mle an fomale Eldar may ahe s

iffes i its methods of
y ofe sesials il degne fo spci
ot Exacly vt dcwa n g it ok f
the Waror s uncertain.Pehapsi s the ecognition o an
innate destructive impulse which only ritual training an
P

‘There are many Warrior Aspects. Some are unique to specific
Craftworlds. many are common (o all, whilst others are
pracised on some Craftworlds but not others. Each Warrior
Aspect ona Craftworld i represented by a shrine. Within these

fors are trained in the lore of comba.
bodics are honed with endess exercise, both
physical and spiritual, unil they become suffused with the

pect of Kacla Mensha Khaine that their shrine represens.

‘The Aspect Warriors do not live in the shrines, and when they
put aside their ritual masks and uniforms they can walk at
peace through their Craftworld. Only the eepers of the shrine
live within them, the Exarchs, Aspect Warriors who have

nclave, and are held in a mixture of
fear and awe by other Eldar.

Although there are many different Warrior Aspects there are
some which are
Craftworlds. These are the Aspects of the Dire Avengers, the
How[u\g Banshes, Stking Sorions, Swoapng Haws,Fire
Dra Reapers and Warp Spiders. Each of these.
A a1 o

‘Warrior Aspects fight in a predetermined role associated with
their shrine.

DIRE AVENGERS
‘The Dire Avengers represent the Aspect of the War God as

ing amament or the i Avenger s the ot archetypal

In common with most other Aspect Warriors Dire Avengers
wear a flexible armoured suit of Aspect armour. This is
fashioned from a psycho-sensitive material which reacts to the

(0 impact so that it stiffens even further if subjected to a blow.
e o inlude inflexile bone-ike plaes t protect
Vulnerable

Each of the Warrior Aspects s associated with certain colours
‘and themes which are reflected in the uniforms of their shrin.
o srines use xactly the same uniform, and some srines
many warriors that they have varied uniforms so e
cach Rghing s of warors s visilydiffrent. I
Dire Avengers ther uniforms ar predominatly bive,
Vit soagly contating detaling

THE FIRE DRAGONS
“This Warrior Aspect is modelled upon the dragon of Eldar
myth, the sinuous fire-breathing reptile which represents
‘wanton destruction and devastation. Their armou i the colour
of fire and flame, and they carry awesomely powerful melta-

iy spiny protrusions
which help to make it siffer and more resilient. This is
Dra

short range, so they must close with their enemies in order to
delier mcerous it from i mel- g,

e ideal role of the Fire Dragons is to attack fixed

1 e r other stionary fores, uing thei deadly

weapons 10 root out well armoured troops or emplaced

. P g A o e

all but the heaviest of armoured vehicles or forifications,

fexibility
of their armaments imits their effectiveness.

wort




THE HOWLING BANSHEES
In Eldar legend the Banshee call the dead spiit into the warp.

is said to cal sprits from their spirit stones and 50 0 lure them
into the arms of the Chaos gods. Certainly the release of a
trange call, felt rather than
heard, and it has be

Unlike most other Aspects the Howling Banshees are almost
alvays fmale ldar G the Bumtos i sidto be  emile
spirit. Tt anshees are fast and mobile, and their

iing i n wifnes of fot and mobiy. Desh,

i of
Baushss. These Aspoct Waros s armed with laspistols
and pow of the close quarter fighter, and it
isat n...a w m.a combt ht thy excel. Thirother weapon

s the B: K, an enclosing death's head helmet which
s » ps)chmmc amplifier. This device intensifies the
wanior's batlcry it a howlin sk of iychic rage
means of their Banshee masks the warriors focus their enmity,
Mloodingthe cenral nervus sysem of e adversry with
psychic energy or mporary paralysis.

STRIKING SCORPIONS

Though small the scorpion is deadly, and may sting and kill a
creature many times its size. The Warrior Aspect of the
Striking Scorpion epitomises the deadly attributes of its
‘namesake, and they are the most potent of all close quarter
fighting Aspect Warriors. Although not as swift as the
Howling Banshees, the other common close quarter fighting
Aspect, the Striking Scorpions are more heavily armoured.

P
plates that offer more protection than most other Aspects.

green,
of strongly contrasting colours such as black, yellow and
orange. Their weapons are the shuriken pistol and chainsword,
jon which is deadly in its own right, but it is
reinforced by the Striking Scorpions’ unique mandiblaster.

“The helmet of the Striking Scorpion incorporates a pair of
weapon pods positioned and shaped much like the mandibles
of a scorpion. Each pod houses a mandiblaster weapon, a

pect Warriors call the
Sting of the Scorpion. The
ranged weapon, useful at a distance of only a few metres or s.
Itis fired by means of a psychic node within the helmet.

hen fired the mandiblaster discharges a hail of tiny psycho-
conductive crystals,like tiny needles only a few millimetres
loug et selles o e and lacerate exposed flesh, but
this is not their principal damaging effect. The deadly sting is
actualy 8 pryéhokinetic lser charge which nrgises lhc
crystals and creates a tightly controlled plasma discharge.

Sting is delivered as the Striking Scorpions enter combat, -
often blast their opponent into submission before they have a
chance to fight back.

A

WARP SPIDERS
The Warp Spiders take their name from the tiny creatures
which may be seen within the Dome of Crystal Seers amongst
the wraithbone trees. These minute sparkling creatures can
move anywhere within the Craftworld by means of the
wrihbon cre, meling i bodic o he infny i
“They have evolved fror

e pepeio-paniesof which he Craftword i made, and are
iheetor able 10 arslte wit the Eldar’s physical

yment, moving through the infinity circuits much like
e soul of dead Eidar.

The spiders are aggressive hunters of intrusive psychic forces,
and are attracted in vast numbers (o the presence of any
invasive psychic entities. As the wraithbone cor is Supportive.
of psychic consciousness in a similar way 10 warp space, it is
possible for it to become corrupid by the Trogmented
consciousnesses of lost human or other non-Eldar

In theory at least, it would also be possible for a daemon of
c

thing would be immediately apparent. The tiny warp spiders
ensure that this doesn't happen, hunting and destroying alien
psyehic fragments much as white blood cells in the human
body attack and neutralise foreign bacteia.




ELDAR ASPECT WARRIORS
STRIKING SCORPIONS

[

The insect-like
amour of the
Stiking Scorpion

Fire Dragon

spined armour which
always reflects the colour
of fite and flames
Combinations of red,
orange and yellow mark
the armour of the
different shrines of Fire
Dragons.

TYPICAL VARIATIONS OF THE FIRE DRAGONS COLOUR SCHEME

wois
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ELDAR ASPECT WARRIORS ———
DIRE AVENGERS

The Dire Avenger

Aspect Warsions
iraionally wear (
doep bl o lier )
e kgl -
‘which are closest ’ﬁ
Lo the wniforms
of conventional

Guardions. Their helms and

isineive cress are sualy in

Conrasing eolour.- whilesred,

Yellow or ack

HOWLING BANSHEES #
i

proclaims their ferocity
and passion of their path.

death the spirit of the
Banshee brings.




The Warp Spider Aspect Warriors epitomise the doctrine of
aggressive defence. Their costumes and weaponry rflect the
tiny warp spiders after which they are named. By means of 4
€ompact warp-generator within their armoured shel, the
wariorsae able o make short warp-jumps, disappearing and
Feappearing some meres distance. This enables thern to make
sudden and totaly unexpected attacks upon their foes, Theiy
fitual weapon is the Death Spinner, which projects a deadly
cloud of mono-flament wire.

DARK REAPERS
The Dark Reapers are the most sinister and the most lethal of
“They portray the War God

reaper of souls. Their Aspect armour is black or a midnight
locking plates. Because.
losi

es on their helmets form part of
this array. This enables the Dark Reapers to lock onto a fast
y deadly ill

THE ELDAR

e likened (0 raps or nets, wating (o catch the unwary upon

the Eldar path and hold him fast forever. When an Lidors
focused upon one thi

longer make the change to another path then he is said 1o be

lost upon the path. This i a terible and frightcning thing for

all Elda, asit i a fte which can befal any of them despte the

discipline and training that they receive,

An Eldar who i lost upon the Path of the Warior i called an
Exarch. Such a ate does not befallan Aspect Warrior quickly.

moving target, and. ady
rher.

The tactical role of the Dark Reapers s to provide heavy, long-
ranged support. Dark Reapers usually take up positions in
cover, often behind the main Eldar line of advance, from
where they direct heir deadly weapons against suitable énemy
targets. Their unerring accuracy enables them to dominte the
battlefield, pinning down enemy forces before they can
advance, and destroying selected targets a will

SWOOPING HAWKS

on would pass nto a harwk, in
‘which form it would seek out the murderer, hovering above his
head as @ mark of guilt for all t see.

‘The Swooping Hawks are the most mobile of all Aspect
‘Warriors as they have the ability to ol

protection, but his is more than made up for by their speed and
agiliy.

‘The Swooping Hawks' ritual weapons consist of a laspistol
and lasgun, and a special pack of grenades. These grenades
‘contained in a pack strapped to the warrior's leg. Grenades can
be removed from the pack and thrown by hand, or discharged
directly from the pack whilstin light, scattering lethal charges
over the enemy below. This combinatior ns

of battle can actlike a dangerous
drug upon a warrior's psyche. Aspect Warriors Iear how 1o
ontrol their warrior-selves, putting on and casting aside their
warrior-self as they don or discard their ritual costumes, An
Aspect Warrior who becomes an Exarch loses his abilty to
dissociate himself. This has serious consequences because

wots




THE ELDAR

upon his death an Exareh’s soul cannot be freed into the
infinity circuit, for its only impulse s to wage war; all other
feclings are subordinated to that single deadly desire

ancient, Once put on the suit is never removed and becomes
permanent part of the Eldar, is psycho-plastic form meshing.
with his tissues. IF slain the warri

Exarchs do not leave their shrins except in tmes of war of
high conclave. Even the smallest shrines are cKiensive
g et with arcas dedicated (0 training, instruction, and
Seremony. Each shrine has its own ammoury, andits own innet

o where the Exarchs administer the rites of war before

The Exarchs' ritual armoured costumes and weapons are
unique and incredibly ancient. Invariably thir weapons are
xtremely potent and their abilties are far more developed
than even the finely-honed warrior skills of the Aspects. The
Spitit-pool of cach armoured suit combines the lives and
bl of all the Eldar who have ever worn t, a sum total of

i
i
:

T
their shrine uniform.

“A few of the most ancient Exarchs have no for they
have no Craftworld to call home. They wander from world to
nstinctively driven by war, atracted by intuitive pover
1o places of great danger and need. During moments of
desperation they apper, sometimes just one but ofen several
epending uponthe peril faced. Using the Eldar Webway they
move from Craftworld to Craftworld and from planet 0 planct.
following in the path o the Bloody-handed God.

These Exarchs are known as the Phocnix Lords and they are
great heroes amongst the Eldar race. Their names are well
Known throughout the Craftworlds, and thei deeds form part
of the legends of the Eldar. No-one knows exactly how many
Phoenix Lords there are, for some are secn but rarely, while
others disappear for millennia only (o reappear suddenly and
unexpectedly. Some have undoubledly perished far away, their
Suits lying upon some hostile world awaiting discovery by
Some predestined Aspect Warrior doomed to don the armour

ce.

be empty, the body having long since been consumed within
the suit itself. Exarch suits are studded withthe spirt stones of
all the Eldar who have ever worn the suit. Their spirits
continue to cireulate through the psycho-supportive
environment of the suit,like & miniature version of the infinity
cireuitof the Craftworld. I is the presence ofthis spiit-pool of
raw psychic energy that gives the suit and warrior (for the two.
are indistinguishable) their special warrior powers.

Once he has become an Exarch a warrior is known by the
ancient name associated with his armoured suit. The warior’s
personality flows into the spirit-pool of the suit and is co-
joined with the personalities of all the other Eldar who have
ever won it. Their lives and experiences meld with his own,
and his name is added to the ong st that constiutes the suit's
full tile. As a rule it is the first Exarch whose name alone
denotes the warrior within, and whose personality remains
Strongest within the spirit-pool. Thus an Aspect Warrior who
becomes an Exarch is reborn as an ancient warrior hero. His
breath

again, empowered by the reinvigorated spirit-pool.

another cycle of his existen

A
el

Some of the Phocnix Lords are as old as the Fall. They were
heroes during the cataclysm, and were the first to bear the
spirit stones of the Warrior Aspects. Perhaps they never
reached the Craftworlds and so never founded their own
shrines as others did, or maybe their shrines have since been
destroyed along with their Craftworlds. Whatever their past
they are the most fearsome of all Exarchs, and the most
powerful warriors of allthe Eldar.
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SPRING S\

With Over $12,(

ere's How It Works

Look for the specially marked New Release blister packs
of Citadel Miniatures, each of which contains a
CITADEL MINIATURES SPRING SWEEPSTAKES
sticker. To find out if you are one of our big winners
simply open the blister package, find the Citadel Spring
weepstakes Sticker, peel it up, and
read the back. Lucky winners will
find an announcement telling which
of the many great prizes they have
No purchase necessary, see
Rules for details.
Contestants may redeem winning
Sweepstakes stickers by mailing
them to;
Games Workshop
{tadel Miniatures Spring Sweepsta
3431-C Bemon Avenue Baltimore, Maryland 7!227 1072

You Are A
WINNER!
GRAND PRIZE!

Example of a spec
New Relense Biser

10 Gold-Plated Eldar Avatars
(Over 60 mm tall!)

200 Warhammer 40,000 T-shirts



VEEPSTAKES

100 Worth Of Prizes!

5 Grand Prize Giveaways
(Product pictured above i for example only)

CITADEL MINIATURES SPRING SWEEPSTAKES OFFICIAL RULES & REGULATIONS

ferenpoon




DIETER HELSNICHT

DOOM LORD OF MIDDENHEIM
By Jervis Johnson

DIETER HELSNICHT,
DOOM LORD
OF MIDDENH EIM
Cost for Dieter Helsnicht 410 points
+65 points Chaos Runesword
+50 points Flaming Skull Staff
+200 polnts Manticore

Your army 1 clude Dieter Helsnicht. He is a

lead the army then he repl
main amy s,

s the general described in the

Dieter Helsnicht was once a great and much feared wizard
who was forced 1o flee from the city of Middenheim when
i was discovered that he was a N his
n e Forst ofShadows e sowly bl
ngth and. plotted his revenge, After
preparaion hi evh plns reached fration, and

Beeckes ever, was
never found and t s commonly supposed hat he excaped
e e i e o e b

PROFILE MWSBS S T W I AW
DietrHelsnicht 4 7 7 5 4 4 6 5 10
Magical Bonuses ~ +1 + +

Manticore 660 775 448

WEAPONS/ARMOUR: Diter Helnicht s armed with a
sword and staf. He rides a manticore in battl.

Dicter Helsnicht may take up to four magic
items in total. Normall he takes the Chaos Runesword and
the Flaming Skull Stff, The magic cards for these items are:
included inthe Warharmer Atanics Undead book, but the
rules are summarised below for your convenience.

CHAOS RUNESWORD

This weapon was forged by Grungni Ironheart, a Dwarf
Runesmiththat wis comupted and led astray b the Chaos
e runes carved into the blade inc
Veapon S e 2ot Ak by 1 po e

wozo

FLAMING SKULL STAFF

‘The eyes of the Flaming Skull staff glow bright with
magia e and s claterand grash consaniy. Onee
per magic phase the staff may be used 1o cast a Flaming
Skull spell. The lming skull hurles 24" in a saight line
striking the first model or unit in ts path and inflcting D3
Strength 4 hits. Any unit that suffers one or more casualties
from a flaming skull attack must immediately take a Panic
test or flee as described in the Warhammer rules.

MANTICORE
Dieter rides a manticore into batll. The manticore can fly
and causes forr escribed in the Warhammer

Tllebook. Remesmber creatures which cause.terror
tomancaly cse foar s wel



DIETER
HELSNICHT

THE DOOM LORD OF
MIDDENHEIM

The powerful and much feared Necromancer
Dieter Helsnicht ~ Doom Lord of Middenheim —
el is an awesome opponent in battle. Mounted on a
huge manticore, he hurtles across the battlefields
of the Old World unleashing terrifying weapons
against his foes. In one hand he wields the Chaos
Runesword and in the other, the Flaming Skull
staff. As battle s joined, the eyes of the crimson
skull glow bright with a sinister light and bolts of

‘magical energy strike out at Helsnichts foes.

S
DIETER HELSNICHT - THE DOOM LORD OF MIDDENHEIM

wozr



THE ELDAR
This essential companion to
the Warhammer 40,000 game
describes the history and
armies of the Eldar
complete detail.

THE ANCIENT CIVILISATION
HE El

The rise and fall of the Eldar
race is described in full,
together with the advanced
technologies of psychic
engineering, the limitiess

of the Infinity
Circuit and the mysteries of
the Eldar Paths.

SPECIAL RULES
Full game rules are provided
for all the Eldar weapons,

an:
Jetbikes, me Sword of Asur
and mucl

ARMY LIST

The book features a detailed
army J ot for the Eidar army
covering the diverse Aspect
Warriors, the Harlequins,
Pirates, Exodite Dragon
Knights, Wraith-Guard plus

e war machines
and warriors.

'EAVY METAL
This volume also contains
many full-colour uniform
guides and Eldar miniatures
painted by the Games
Workshop ‘Eavy Metal team.

CODEX ELDAR IS NOT A COMPLETE GAME. YOU NEED A COPY OF
WARHAMER 40,000 TO USE THE CONTENTS OF THIS BOOK.

CAMES
'WORKSHOP

CITADEL

NN 0 Games Worsho L 1980 s s




* BLOOD BOWL
—_

By Jervis Johnson

This month sees the release of the brand new boxed edition

of Blood Bowl - the

game of fantasy football. In this special article, Jervis provides the background to
this latest version of the game of sporting mayhem.

“Blood Bowl has changed a lot
/mm my original prototype of the

S bogaa my designer's ot for
the first edition of

exciting and playable thanks o the
dozens of Blood Bowl coaches that
have spoken or written to me with their comments and ideas.
I many ways e that Blood Bowl i ot “my’ game any

more, it now has a lfe ofits own over which I have very file

WHAT IS BLOOD BOWL?
Forthe benefit of those of you who don'talready knovw, Blood
Bowlis the game of fantasy football It pits two teams of very
large and extremely ferocious players against each other in a

bject being to get the ball nto the opponent’s End Zone at the
other of the field. Doing this scores 4 touchdown, and at the

d of the match the team with the most touchdowns is
declared the winner.

‘Sounds simple, but if that was all there was (0 the game then
‘mind-mangling spectacle of fun

Blood Bowl wouldn't be the

opponent - punching, Kicking, low blows, head buts, ganging
up on an opponent and bundling them to the ground, picking
'up an opponent and using him to battr another player (a tactic

everything is allowed! Not surprisingly, most Blood Bowl
players take to the field kitted out in heavy armour, preferably
covered with lots of spikes (there's nothing in the rules about
not wearing spiked armour, just not using spiked weapons!).
Sadly the armour rarely guarantees proteetion for ll of the
players, and most games see a couple o fatalitis, numerous
ke bomes e il i bt e e gama 't
called Blood Bow for nothing!

A typical Blood Bowl team consists of hetween eleven to
sixteen players, plus the Head Coach, numerous assistant
From Hi d

Ores, through to haughty High Elves, powerful Ogres, and
even lowly Halflings and Goblins, all of the different races in

freely round the OId World, moving from venue 1o venue to
play games. Ina way, Blood Bowl teams are much more ike a
travelling company of actors, or a mercenary regiment (or a
‘combination of the two). Teams are accompanied by a large




BLOOD BOWL *

gathering of retainers, showmen, hangers-on, assorted ne'er-
do-wells, loyal fans and dedicated supporters. The arrival of
two teams o play a match brings with it a camival
atmosphere, and s eagerly anticipated by the local population.

'WHAT YOU GET IN THE BOX
‘The Blood Bowl game includes everything you need 10 get
started playing Blood Bowl. The game takes place on a
colourful game board that represents the playing feld, which
has been beautifully rendered by our new in-house artist
Richard Wright. The playing field is divided into squares
which are used (0 regulate movement and determine if a
player is allowed to attack another player, where the ball gocs
ifitis dropped, and so on.
To start you off in your career as a Blood Bowl coach, the
‘game includes 24 superbly detailed Citadel Miniatures which
make up two complete Blood Bowl teams, one of Ores and
one of Humans. Eerything you will need o know about the
A o ol Py o sl
the
Tt it all ofthe kporian game informaion iy
players i each team, like how many squares they can move,
and how strong or agile they are, and 5o on.

At the start of the game up to eleven players from each team

lne. The el plyes s Kep i he ten's Dug Out 133
he gane inluces o fll<lour Dug.Outs one o
cach plyer, which ar placed beside th playig board and
are used to hold any players that are not on the field i
because they are being held in reserve or because they have
been injured or illed
“The game also includes a number of clear plastic templates
and a setof Blocking Dice which are used to carry out special
actions during the game. The templates include the Range
Ruler, Scatter Template, and Throw-In Templates. These are

used when the ball is thrown to determine if the ball is on
target, and if it misses, where it goes. The three special
Blocking dice are used o determine what happens when a
player attempis to knock another player over (this is called a
block and happens quite 4 lot during the gae...).

woze
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ORCLAND RAIDERS

Ores have been playing Blood Bowl since the game was invented. Their tactics
pounding opposing players into the turf, before charging down the pitch and into

Black Orcs, Ogres and Trolls in their teams to add even more weight to the front

are built around
their opponent’s

endzone. Ores have always respected brawn over intelligence, and so they frequently make use of

line.

ORC LINEMAN ORC LINEMAN BLACK ORC

BLACK ORC

THE ORCLAND RAIDERS BLOOD BOWL TEAM










* BLOOD BOWL

‘The package is rounded off with two Quick Reference sheets
which include all of the most important charts and tsbles for
the game; two ordinary six-sided dice and one eight-sided
dice: a Painting Guide put together by the Studio 'Eavy Metal
painting team; and last but certainly not least, the Blood Bowl

but also tells you everything you need t0 know about the
fascinating and gory history of the sport of Blood Bowl.

HOW THE GAME IS PLAYED
Blood Bow is split nto two halves of sixteen tms each. A
the end of the second half the team with the most touchdowns
is the winner. The coaches (asthe ‘real ife” layers are called,
odels

it in wrns to move their players. During his team turn, the
couch i allowed to make one action with each of the players
i his team. When al of the players on a side have performed
an action the team trn ends and the opposing coach is
allowed to have his go

‘The actions that a player can take are Move, Block, Pass and
Blitz. Move allows the player to move a number of squares
equal to his movement allowance, Block allows him (o attack

who is holding the ball to throw it to another player
(preferably from his own team?), and Blitz allows a player to

Blitz and P: lact d
‘may only be used by one player per team tun, though a coach
i allowed to have one player Blitz and another Pass.

Blocks are resolved using the special Blocking Dice provided
with the game. D the relative strengths of the two
players, one or more dice are rolled, and one of them (the
coach of the stronger player chooses which) is used to
determine the result of the block action. This can range from
the player making the block being knocked over by his
opponent, both players going down, through to the defender
being pushed back 4 square and knocked over. If a player
knocks another player over, he is allowed to make an armour
oll o see if he has injured his opponent. If the player beals the
vietim's armour value, then a separate roll is made on the

injury table, which can result in the vietim being stunned,
KO'd, injured or sometimes even killed!

Passing is handled in a similarly straight-forward manner. The
distance from the player passing the ball 1o his target is
measured using the transparent plastic Range Ruler provided

see what he must ol
Tonger the range, the more difficult i s to make an accurate
pass. Assuming the ball i on target, the player in the target
square is allowed to make a dice roll o see if he catches the

wozs
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ball Ifthe ball misses then the plastc Seatier Template s used
1o determine where the ball ends up. If the ball scaters into a
square occupied by an opposing player, then they
1o catch it and make an intercepion!

Normally a team twrn only ends when all of the players in the
team have taken an action. However, certain events cause the

=D B Z

Finally, and most importas hen you have the ball

simply trying to beat up the opostion,nd compleely frgt
about things like movi ers (and the ball!) up the field so
T e et s ot e
simpl eaing up he oposion s ot . 5 s long s
you don't mind the game ending in a 0-0 dra or it!

THE BLOOD BOWL HOBBY
The Blood Bowl game is not an end in itself, but an
introduction o the exciting Blood Bow! hobby. There are
many ew Blood Bow| Citadel Misares plannedforeease
over the coming months. You will be able 10 collect new
teams, o expandthe ones you've S0 e o collocing
r Play And,

an action. These events are covered by the Turnover rule.
Basically the way this rule works is that if anything goes

ther i  chance that a amover will ake. place nd give the
initiative o the other team! It also concentrates the coach’s
attention on the important actions in the trn, because if they
decide to do something not all that important and blow it then
their tm ends before they've had the chance to do the vital
stufflike moving the football!

TACTICS

The tactics that can be used in Blood Bow are many and vary

eed 10 keep a few tricks up
my sleeve for the games that I play!) However, there are a few
basic principles that are well worth being aware of

First of all the set-up you use when you place your team on
the pitch can be vitally important, and you should take care to
make it astight as possible. In particular, ry to make sure that

the crowd (any player pushed offthe field i beaten up by the
crowd and automatically injurcy

Secondly,the order in which you carry out the actions in your

verytempung o peform anaction it

. before an action that may go
wroag b poesat o o i e it o g
eges and Blood Bowl players wear spiky armour, the casy
action will go horribly wrong and you'll suffer a tumover!
More often than ot this will leave the ball lying somewhere
on the pitch just waiting t0 be scooped up by the opposing
team.

layers
O, e 1300 of Whie e wil soma regular
anicles, game reports and information about developments for
the game, as well s new rules, Star Player stats and details of
the release of all the new Blood Bowl miniatures

‘Which brings me rather neatly (o Death Zone, the first
supplement for Blood Bowl. Death Zone includes rules for

six new Blood Bow! playing races (including oo Elres,
Undead. and Chios teams), mumerous new Sar layers,and
has  deck o over 100 Special Play cad whichallow you to

include all manner of tricks, traps and magical items in your
‘game. Most important of all it tells you everything that you
need 10 know o set up and run your own Blood Bowl league,
based on the league that we ran at the Studio over the last year.

never be the same again! Uniil then, have fun, and remember
~ Play Diny




ADVENTURELAND
620 N. Main St.
Bloomington, I 61701
29-3622
Beginners are welcome to all events,
May 7ih  Come play Space Marie.
s provided f i
May 14ih sy Warhammer. Figures provided.
May 215t Come play Man O’ War. Figures provided.
28th  Come play Warhammer 40,000
Figures provided if required.

BRIDGETOWN HOBBIES
AND GAMES

(503) 234-1881

May7th  Warhammer 40,000 - Orks vs. Imperial
Guard and Space Marine alliance

May 14th  Warhammer Fantasy Batte.

May2Ist Man O’ War.

May 28th  Painting demonstration for Warhammer,
Washam mwrm d Man O War

dvanced techiques deseribed and
demonstrated
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ICORN SUPERSTORI

1613 MontgomeryH. Hoover AL 35216
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PONY SOLDIES
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THE H
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NEW JERSEY

SANCTIONED AND APPROVED
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EcoRs
3047 W. Henricta R, Rochester, NY 14623
OHIO
MATRIX A
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OREGON
IT CAME FROM OUTER SPACS
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4161-D NE Sandy Bivd. Potand, OR 9723
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COMIC STORE WEST
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SHOWCASE Comics
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TEXAS
‘GAMES MASTERS UNLIMITED
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(713)855.2792 OR 1-800-TEX GAME.
WASHINGTON
GAMES & GiZMOS
211 Bellvue Way NE. Belvue, WA 98004
(206)462-1569
WISCONSIN
ADVENTURE GAMES PLUS
5225 South 92nd St. Milwaukee, WI 53227
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CANADIAN RETAILERS
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ARMOURY AT WARP ONE
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o 2s2.5511

MANITOBA, CANADA
CAMPAIGN OUTFITTERS

619-5 Corydon Ave. Winnipes, MB RIL 03
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SAVAGE ORC BOAR BOYZ

by Rick Priestley
This month sees the release of a new range of Savage Orc Boar Boyz. In this article
Rick details the background and special rules for using these powerful troops in
your Orc and Goblin Warhammer armies.

SAVAGE ORC BOARBOYZ

25 points per model

Your amy may inlude ny number of Mobs of
< E Savage Orcs riding war boars.

EQUIPMENT: Savage Orc Boar Boyz carry shields. They
ride fierce war boars and are armed with a hand weapon.
s (A Savage Orc's protective titoos give him a
Save equivalent 1o Jght amoue)
OPTIONS: Any Mobs of Savage Orc Boar Boyz may be
equipped wih spears at an addiionl cot of +2 poins
Any Mobs of Savage Orc Boar Boy be
caupped v ik bows at an addional cost of +4 poiets per
nodel. One Mob of Savage Orc Boar Boyz Mob may carry
o Maic Standard. This may be chosen from the
appropriate magic item cards and its cost is indicated on
the card iself (see Warhammer Batle Magio).

‘SPECIAL RULE: Savage Orcs are affected by the rules for
frenzy, as described in the Warhammer rulebool

The war boar s a ferocious animal, as big a e,
trmely sron, vickou,bed tempered oudly fatulent,
and its behaviour is in all respects dangerous and
npredics bl Thesear us the sortofqulis it Ores
really admi

PROFILE Mows B S T W A
Savage Orc § 303 03 41 '
7 4 0 3 41 31 3

War Hoar

WAR BOARS

Orc war boar riders are rough, tough and very
derermined. Bre aking i 2 war boar can be & ong and
dangerous business, but fortunately Orcs have thick skulls
and don' feel pain much. In fact you never really tain a
ar b, you fut lears o hang on better while the
eary ring and stamping, twisting and
biing, and gencrally causing as much damage s & can.

Thanks to their size, toughness, and extreme ferocity war
boars make excellent mounis for Orc warriors. They can
also be harnessed to pull chariots. Thanks t
admirble quliiesvar bose

ongsde Ores, and mas Ore setlements have one

boars n
opportniy to maien, bie, and kick iheir Orc masiersbut

res who are on the whole

this doesn' really bother the Or
sensible enough to keep out of the way



SAVAGE ORC BOAR BOYZ

| STANDARD BEARER BIG BOSS

A REGIMENT OF SAVAGE ORC BOAR BOYZ




SAVAGE ORC BOAR BOYZ

SPECIAL RULE
LEADERSHIP
War boars are really
decides to run of or charge madly out of control it s very
difficult for the rider to do much about it. To repres
e idaess » was hoat ses always reduces hls
leadership value by -1 when taking any s, S0 an Ore
with a leadership of 7 will test with a leadership of 6, for

e

hard to control so when the boar

example

SAVE
W boars are, ot ickskinned a very il
o Kill. A hit is likely to make the creature even more
e to ight o A war boar rides herefore recives
extra bonus onto his save roll, +2 rather than +1 for
other cavaly mounts uch 3 horses i
example, an Ore rider wearing a chainmail shirt and
Camying & shield has an amour save of 3+ compared to
4+ for & man weaing he same armour and ding  horse
and 5+ for the same Or fighting on foot. This makes war
boar ders very dificul to il

COMBAT BONUS
A charging warbost s bacmpered mound of oo
minded muscle and bone with pointy ks and s
of this slavering beast on an ¢
fomaton s st 2 efectve g that of 4 Kight wih &
\ce. A charging war boar therefore receives a surength
D or C2 T o bosiok SppISE a1 e war

Thesnallly of e ey moming v st b e
@ large Orc army mustering for batte. War
P el  mersed o

o ot g Mg e g
Bendg oene, sl o s xﬂn/v«m woihe
v of ourgtrs who h satered for the moming il

o bour s Hans bekind i bac. o
begin one ofthe oldest ritals known to Orcs

At first Bazdreg appeared not to notice the boar, walking

et i e Th bar o pety il ot by

ihe e sare. Tenaiel Bosies approached th giam,

ever once breaking eye con

What took place next was ver in a split second. Bazdreg drew

a large club from behind his back and clouted the animal
T

neum.“m/mmm -y, the warrior held on for all he

was worth as the war boar tore iself fre from the post 10

Which o e iedand et of down h il

The young Ors cheered as the frightful apparition

disappeared into he distance. Ore tradition was
wonderfl thin 1o behold.




EMPIRE WAR WAGON

The Empire War Wagon is one of the many unusual war
machines developed by the Imperial School of Engineers.
The great battle tower crushes enemies under its iron-shod
wheels, while the Engineers sheltered inside rain down fire
on their foes with their new and deadly weapons. The

complete model includes two armoured war horses,
the battle tower, and six Imperial Engineers each
armed with a different experimental weapon.
Warhammer Fantasy Battle rules and profiles for
the War Wagon, its crew, and all the new
weapons are included on the box.

Diagram notto scale

The iniee Wae Wagon i Gt Mg Expen
it,and requires a degree of modelling skill.
e b L
inexperinced modellers

Mt mgpos rparied Sarvas et sppind
CIIADEL"
NINIXIURES



NDEPENDENT RETAILERS

WHITE DWARF #171 CONTAINS THE LIST FOR ANN ARBOR, MICHI ROUGH LARAMIE,
'WYOMING AND ORLEANS, ONTARIO THROUGH SASKATOON, SASKATCHEWAN




“The stores in
Center. They
sop Min
store will have all GW product available. We will continue 10 update
it necessary.

CANADIAN & MEXICAN RETAILERS
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PLASTIC BOXED SETS
TYRANID WARRIORS




SPACE

BLOOD AND FIRE
By Mark Watts

Fighting to the last man, assaulting a vital objective, holding a position until the
relief force arrives or capturing an important bridge. These ready-to-use scenarios
provide some exciting alternative set-ups for your Space Marine games.

INTRODUCTION

Over the years 1 have fought many battles of Space Marine

~ the Eldar and Imperial Guard.
These forces have been fine-tuned to the extent that I can
casily tailor them 10 take on any particular opponent and be
fairly confident of victory.
Beyond the occasional upset from  new war machine or
wnusual tactic (both of which should only be a surprise once!),
all my regular opponents and I had become faily set in our
ways. What we needed were some fresh ideas 10 challenge
both our tactics and armies. The following set of scenarios
emerged from a series of games we played where we radically
altered the set up conditions. They also provided many more
hours of enjoyable and exciting gaming.
All of these scenarios can be fought out over any appropriately
sized playing area and with armies of various point sizes

Through experience we've found that games fought with
armies of between 3000 and 6000 points are ideal for several
reasons. Firstly. games of this size tend to make you think
carefully about the tools you really need 1o get the job done as
opposed to larger games where you can simply take
everything and work out how to use it ater, This size of battle
also has the great advantage that you can finish it over the
course of a single afternoon or evening.

Each scenario excep the st is accompanied by a map of an
x4 foot board, divided into eight 2x2 foot sections which are
numbered for easy reference. Although all of the scenarios
have been writien with this size gaming table in mind, some

on smaller areas

Unless otherwise noted, all of the rules found in the Space
Miarine rulebook and supplements apply as usual.

wose



BLOOD AND FIRE

RESCUE OPERATION
In this scenario, a spy has information vital to both sides.
Surrounded, and with only a small detachment of troops to
defend him, he i trying (0 hold out until a relef force arrives.

SetUp
Nomal Space Marine s appy o gnerting and paing
in. There are no objective counter

Deployment
In this scenario, the game is played down the length of the
RN WA s g 0.8 e, O ol e
terrain has been placed, both players roll a D6 with the one.
rolling = highest score becoming the defender or Player A.
Player A may spend up to a quarter of hs army points total on

the board section 4 and 8. No vehicles may b included in the
defending garrison. The stand representing the spy itself must
olLoms

agrar bove 1 e ae 00 bl
Phyer ‘A may place an addi

s within this arca
' of his choice

5l deployed layer B deploys i s army n s
420 . Onder couers are thn placed 1 scrl for l ks

game begins 7 Pl A baing e imivn D the
first trn, during which he must move all of his remaining
army onto sections | indor o shownon e map.

Special Rules
The st sd o e sy can by basic nfanysand b
e casily identi s treated a

should
unit with  CAF of zero and no ranged weapon .mmy
Because of the vitalinformation he holds, neither side
deliberatcly i

Victory Conditions
Player A wins the scenario if
he can exit the spy off the
board sdge that s relet

the spy but haven't exited
him from the board. Player
B wins the scenario if he has
ttal r disputd cotrol of
ol counts a8
Do bese et co

Player A's defending
garrison should be a mix of
infaniey armed with heavy
weapons and tough close combat units. The best use for the
infantry is probably 1o place them on first fire orders with
clear view of the approaching enemy. IU's also a good idea to
surround the spy with a bodyguard of the best all-round

deployment could be inviting heavy casualtes from barrage
weapons.

b it

As far as the relief force goes, a more general selection of

tanks,atllery and Tians e needed to engagethe enemy
s Sl gt S 00 <nm an
early rescue. For this, you will need large numbers of ransy
vehicles like Rhinos and x.mew.gons, i
ey e i A el s, g
your opponent should be fully foc sk st
his rear, the dmdvlnuge of fighting on two fron
cnormous Ay clow comba roops tadcan reah bl s s
i S 0 ol B charge as these are
probably the ones destined to assault your garrison. You
the ones you can’

object of this game is o rescue the spy, not inflict casualties on
‘your opponent, so don't allow yourself to be sidetracked.
Player B has two main tactis. The firs s (0 use the bulk of
your army 1o engage and slow up the relief force, while a

smaller group attempt to pry the spy loose of his garrison.
rear has stabilised,

.
indiect e i he should
treated as

1o attack the garrison. Your second choice i to atack the

vehicle in base to base contact with him. If placed inside such
a vehicle he will automarically take control, making it exempt
from om formation o chain of command rule. Because
s have no fast ransport vehicles, they are
by oy squadeons o thre Rhino,for S0 poios, 13
support cards. sumed to have a Break Poi
morae valo of 4 and e worh 1 vicoy poiot. This
account that a rescuing army would contain some special
equipment in order to fulfil its mission.

atempt o overwhelm and dstoy it efor herelistcan
added bonus of this tactic is that you will then
Tevert o fighng o only o et

Optional Rules

agre o limit the mber ued or b them Fredrmied
fee it unbalances the sce



A BRIDGE
TOO FAR
s are very important
strategic features, with the
ability
‘omelnes compltly bl
whole armies. As a result,
the brdges st poaierd
e *iuely
oot ek
o control the vital crossng
poins.

Setup

On one half of the board
place two rivers running
purslel to each ot as
show diagram above. How many twists and s they

BLOOD AND FIRE

Victory Conditions
N

hevaimt poitie

or ford. The exact size and type are enirely down to what you
in your terrain collection. However many bridges you use

they should all be placed 0 as to give each army an caon

‘opportunity 10 reach the nearest crossing within the firs tur

‘The terrain i the four sections containing the rivers moum

apply

Optional Rules
I you've played this scenario through once, try again inga
variation of the Assault ules as printed in the Space

Batles book. Onceal ofth teainand objeouee ke
have been placed, both players roll a dice, the side with the
higher roll one

ends. The oherhalf d placed

of each type cost while

in the normal way. Of i i should
be placed within 20cm of the centre o of itee bndge The
remaining counters are placed as

Deployment
Both armies deploy as instructed in the Space Marine
rulebook.

SpecklRmes
either side may deliberately demolish a bridge. They a
nmff cted by normal weapons and barrages. In s

{he bridge, "he o 0 becomes cificlt emain tox
infantey and impassable. sty Any unit on
the bridge (except Titans, Greater Daemons and Super Heavy
Vehicles) are fired at with a -1 to hit modifier due (o the
rs and other obstructions.

d cover provided by girder
’I'u:lla

a fairly straightforward battle as far as tactics s Al
Pty i dknlods

game and s0 should had few suprises, With fou objecives
Hiiniod s0cose toggthste g reom e txidontie

bothinsped and syl ofpay i kel o prove rcil.

. Regales of who moves
= ‘Space Mcines d e ari v havs option of
buyinglrge numers oftrnsporvhices will e
infantry forward to ocupy buildings near the bridge. Afte the

armies attempt to wrest control of vital positions on and
‘around the bridges by the usual methods of close ct
concentrated firepower. Be careful not to overlook the other
four objectives on the table and if possible keep a fast eserve
back till the last turn of the game in order to snatch weakly
held or open objectives. In realiy, those armies with plenty of
skimmers will have more problems with the b
river, so take plenty of infantry,

poi
his army remains at the normal points value. Fortfications
‘may be placed anywhere on the board lthough the bridges

first but can only place them outside the normal zone if they
are positioned inside bunkers, entrenchments or a sironghold.
Initative is rolled for as normal.



BLOOD AND FIRE

T both armies deploy in the

] usual way, Player A may
e up 10 3 e o his
s point tota on 3

before e sees  the
defender’s set up.

Victory Conditions

Normal Space Marine
Victory conditions apply.-

THE FLANK ATTACK
“The war on this particular planet had raged for months with
. The deadlock was
ade a bold move, splttng his
army in an attempt to outflank the enemy. Led by local guides,
this force traversed the mountainous terrain and emerged
poised to strike a decisive blow.

‘Apart from the two end sections (5 and 8), termain is rolled for
and paced i he normal manne.Sections i § contain 3
total of four pieces of either wood or hill, though you may use.
any mountainous or rocky terain wallabie s Objocives
are placed in the normal manner.

Special Rules
None
Deployment

Once all terrain is placed, each player rolls a D6 with the
highest score becoming the attacker or player A. Although

Tactics
I this scenario there are both great rsks and gins to be made:
by both sides. By starting the game with the larger army (in
poinsif ot unbe) Py st capitalise on this early
‘much as possible because by the end of trn 2 he

il be foreed 1 80 on the defensive. If your arm s highly
mobile ke he Eldr o Space Miines wih il o v static

cts of a flank
Against he Imperial Guard this type of v
devastating. Your Artillery Companies will be engaged in
youe o protect th

Side or the other will ake place and when, leaving only the
Strengthofitin doub. No matcr what army you command, the
ase you lose th

enemy force you can revert back (o your original battleplan.

While an outflanking move like this may only present a few

battleplan and surprise on your side you have the chance to
inflict some crushing casualies

Imagine the havoc & Goff mob or company of Storm Hammers
cause on your enemy’s bascline

Daemon and some good
the board without being fired upon? Well the payolf for these:
i obvious, but what about the Space

Marines? Equipped with Drop Pods and Thundsrhawk
Gunships they can land where they please anyway. However,
even Space Marine armies have some slow troops and you
can't fit a Titan in a Thunderhawk Gunship! Sneaking a Titan
or two armed with devastating short ranged Wweapons on

ther your flanking force i large, small or non-
existent, your opponent is going (0 have 10 tie up large parts of
his army in preparation for its arival.



CAPTURE AND HOLD

‘When battles are fought over key pieces of terrain or the.
possession of vital buildings, the casualties involved become.
Secondary issues. At the end of the day what really counts is

BLOOD AND FIRE

ignore modifiers for cover.
Those commanding Eldar

trick with Eldritch Storm

1 explained in White
Dwarf 170. Whatever your
army, it is a good idea to

it n tomake
alast ditch assault in the last
wm.

Optional Rules
For a real bloodbath, try

playing this scenario without
{um limits o the death!
BREAKOUT

a0 Ol ok el el om
mbered ad ut ot from oter ey foces. When i

always be replaced!

setUp
Normal Space Marine rules apply for the generation and

cut you

If your army is surrounded, the best method of escape is to
gather all your forces in one place and break out through the

‘weakest point n the enemy lines.
»
i SetUp
area shown on the diagram. The picces of  There Normal Space Marine rules
ermin can be represented by anything you choose, from a

information such as a library o

nnbmnmnp.bvmphymmnnmmmmemwnm

don’t have any suitable scratch-built scenery an imposing
the

an be made by butting together
standard card Space Marine buildings that come with the.
game.

Bnlh players deploy their armies in the normal manner and
ht across the widih of the board.

‘Special Rules
‘Any buildings contining an objective may not be ﬂ:nbennly
cemnoyed by e i Temata ok cant o s
e e
ither by, for example, iring a Mekboy Pulsa Rokkit on top of
bjective.

Victory
‘The game lasts D3 +3 turns, The wi
controls both ob):nuves e i eenoved by

objective each, or both of them are disputed, then the resultis
draw. Should on player accdentally desroy o render
impassable the special ules,

be won back either). An objective is controlled by the nearest
stand or vehicle 10 the objective marker.

Tactics

o allintents and purposes

Thedeencr Player B.cn
then choose which side of the board he wants to deploy on.
then hasthe option of earranging the mmonlmml{o{he

was originally placed in.

t

Player B deploys firs, anywhere on his halfof the board. This.
army is half the total points value of Player A’s force. If this
takes the defending army down to 2000 points or less you

or half is original size. The first trn begins with Player A's
army moving onto the board.
Victory Conditions

“To win ths scenario Player A must exi hlf his army off the
defenders bascline board edge by the end of tn 10. Broken

excends the break point value printed on the back of its card.
To determine when half the army has been lost, broken
company cards count against unbroken ones, broken support
cards count against unbroken support cards. Five broken
supportcards cancel out one unbroken company card and vice

Special Rules
Space Msines e probalythe best aacking amy it vast
‘numbers of troop carrying vehicles and fast Bikes

sy

g ity 't d-ml;e buildings wnulmng Iz
good use

e i
pecders. sult, we've
a normal Space Marine  Thunderhawk Gunships has a tendency. m i m-.
scenario. As ths game is about having fun as
ol Thundehank

objecti




BLOOD AND FIRE

‘Gunships used or ban them aliogether. This rule doesn’t apply
when the Space Marines are defending and is optional upon
agreement of both players.

10 anybing, the ol of the atackin player s peraps the
easier and s0 the tactics are a litle more straightfor

ry as possible. Then put everything on charge orders and
drive hell for leather across the board. For the Space Marines
this s a possibility although I'm sure tha there won't be many
players who have all the necessary models o mechanise an
eniire 6000 point army. An important thing to bear in mind for
all those commanders preparing to pack their infaniry into
Rhinos, Battlewagons and Falcon Gray tanks is that with just

ent can destroy several stands plus

casualtes from enem fire, but your infantry will have a better
chance of surviving any close combat attacks made by
rampaging enemy units on the lookou for an easy kil

Putting some of your better armed units (like Squat
‘Thunderers) on first fire or advance orders enables you o
retaliate in the otherwise one-sided fire fights, and will
therefore reduce casualties suffered by the rest of your army.
Remember that only half your army needs (0 escape, so don't
worry 100 much about leaving some units behind as &
rearguard (0 provide covering fire for the rest of your force.
Thi Iy true of

but teribly slow. An artilery company or Titan can generate a
lot of supporting fire with which to pound enemy positions.
Another thing t0 remember is when you make a break for the

severaltums enables your enemy to concentat his fir on the
units most likely o escape each turn and thus casily break up
yourassault,

Each army has a few special weapons that can be put 1o good

well away from your own men. Be carcful where you drop the

or off the board are destroyed.

Both the Squat and Imperial armies make use of wnnelling
vehicles such as the Mole and Termite although the gigantic
Hellbore is only found in the Imperial Guard army. With
the Drop Pods, the tunnellers should surface

ground I prefer to bring them to
protection of woods otherwise hidden from the enemies line of
it Anthermpeil vhick it fuctons wll n s type

Gorgon Close Assault vehicl. Despite only

When deployed In large numbers, Gorgons provide an
effective spearhead for any attack

And now onto a suitable plan for the defender or Player B
Unfortunately a lot depends on the terrain and how it's been
oard. Personally 1 usually choose the side w
the most terrain, enabling me rearrange it as I ike, leaving my
‘opponent to deploy where there’s least coer. Try and resist
the temptation of pushing all the terrain to the edge of the.
it to slow down or block

el
fire and a great deal of thought should be put into their
repositioning.

‘When it comes down to deploying your army, don't put units
far out on the flanks. A clever opponent willstike at one end
of your line, and troops on your other lank might not be able
to move back into firing range before the game is over.
Basically your army should be made up of long ranged
infantey and fast, high CAF close combat units. The infaniry

ur baseline on firs fire

should be deployed within 25em of yot

waste your fire on broken units! Having played this scenario a
few times I've found that those armies who fare badly in the
attack, make the best defenders and vice versa.

Optional Rules
Use the rle for Asuul as published in he Space Mrine
Battles book. There are still no objective counters used and the
normal victoy conlions for (i senari sl appy.

HAVE FUN
Well that’s about it. We've had lots of fun writing and
developing these scenarios and hope that you find them as
enteraining o play as we did o write. Let us know if you hav
‘any ideas or suggestions for more Space Marine battles, or just
want 10 tell us of your glorious victores or heroic last stands!
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Down from the northern seas sweep the fleets of Chaos, to lay
waste to the empires of the Old World.

Emblazoned with the symbols of Khorne, huge Bloodships cut
the wate, driven by the power of insane oarsmen, As they close
ith their

e sun Saping mav on th Bloodships'
skull-faced rams, vomit forth molten iron and lead.

B T T———
The dark hull of an Ironshark silhouetted against the horizon el i .
fills allseafarers with dread. As these massive craft hunt down
thei foes, her e fanged s gape open o tar ther v i i i p

Behind these vessels sail the C|

hull
Chaos, they roam the seas secking only to spill Sooa o Honour of the dark powers.
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@GAMES WORKSHOP

Proudly Presents the Second Annual

GAMES DAY
GOLDEN DEMON

Each year Games Workshop holds a Games Day, an annual event gathering hundreds of
gamers from across the country to join together in a frenzied day of gaming activities
based around the whole spectrum of the Games Workshop hobby. Listed below are some
of the day’s exciting events. We hope to see you there!

Gaming Events « Allday ong you can join in on paricpation games

of Warhammer 40,000, Warhammer, Space Marine, Man O

War, and Blood Bow.  Introduction games - Don' know how (0
Many of the games will have everyting provided. + Batl i

out on the same fantastic types of ce cach month

i White Dwarf magazine.

Golden Demon Painting Competition -
‘Games Workshop Miniature painting contest. * A
fantastic showcase for hundreds upon hundreds of stunnin
inted miniatures. « Enties accepted Games Day only. Look for
Competition Catagorics n this White Dwarf. « Test your metal
against the best painters in the country!

Games Workshop Studio Staff + Get firsthand

details about upcoming games, projects, and miniatures from the designers
themselves! + A perfect time to ask game questions, check out the latest
artwork, or just chat about the hobby with the likes of Andy
Chambers, Jes Goodwin, and Mark Gibbons

Screaming Hordes of Pewter « The Games Workshop reail
stand will be there with all the latest games, miniatures, and back issues of White Dwarf.

Scenery Clinic » Ever wonder how the Games Workshop studio makes the stunning erain pieces featured in White
Duart? The will be scenery demonstations al day by GW staffer Owen Branham 50 be sure o stop by, ask guestions, und
check it out.

Door prizes, introduction games, painting demonstrations, and more, tis won' be a day 10 miss!

‘Games day/Golden Denon will b held Saturday, July 30th

“Tall Cedars Hall
Pty Hill Ave,
Baltimore, Maryland.

Tickets a the door wil be $5.00. ickets purchased in advance are
ote we will reserve some tickes a the door, but to
imission we stronly suggest purchasing tickets in
vance. Tickets may be purchased through any Games Workshop
Sore o order direcly st
GAMES WORKSHOP.
C Benson Avenue
Baltimore, Maryland 21227-1072
Telephone: (410) 644-5699
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GAMES DAY '9 4
GOLDEN DEMON

Each year, the Golden Demon
Awards bring the best miniature
painters and modellers together
in a challenging competition
designed to test their skills to the
limit. On these pages we present a
full set of categories for this
year's competition. You can enter
as many categories as you wish,
so be sure to register at Games
Day July 30th and get to work
painting those miniatures. This
year it could be your turn to win
a prize!

1994 GOLDEN DEMON AWARD CATEGORIES

1. Best Warhammer 40,000 Single Miniature
‘Any single Warhammer 40,000 miniature on a standard round slottabase.

2. Best Warhammer 40,000 Squa
gory is for the best Warhammer mmm squndchosen rom (e
sads must be

5 2 ks St g 21
ers § models etc). All models must be

Dea
bases plas Runherd. Gereste
esented on standard slottabase:

3. Best Warhammer 40,000 Vehicle
This category is open o  single Warhammer 40,000 vehicle or Dreadnought
model.




GAMES DAY / GOLDEN DEMON 94

= o

4. Best Warhammer Single Miniature
“This category is open 10 single Warhammer foot or mounted miniatures. All

models must
25mm x S0mm (a cavalry base) ie: not models on 40mm x 40mm bases,

5. Best Warhammer Command Gro

Entis for his caegory comist ofany four Parianercuitbuse u e
Your entry must mum four of the following five models for any one amy
an Army n Army Standard Bearer, a Regimental Musician, a
Resimonal Crampion ot it

6. Best Warhammer Monster

This cuegory is pen o all Warharmer monsters an 40rm . 40m
standard slottabases. You may include a rider if you wish. ie: Ore Wyver
Chaos Dwarf Bull Taurus, Ogs

PR

7 Rat- Rk Aaeied
“This category includes single model of a Titan
Pk & e e S e ekien
or Chaos Dacmon War Eng
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8. Best Battle
Scene

Entres for this c
must congist of & e

from cither
Warhammer 40,000,
Warhammer or Space
Marine. The entire
display mut aot be
larger than 8 inches by 8
inches and the mainun
permitted height is 12

fac el

The mode should have
ast two miniatures
Seanged - combat

there is no restrction on

Entires for _this
category consist of
any single mi

‘The Young Bloods
category is open 1o
compeitors aged 14

pace Marine miniature painted in a new
Chapter color scheme designed by the entrant.

The judges will be looking for original a
fshom ot wtianty paimed

although clean, neat painting will help (o
B e i i

The winning design in the category will be used to
creais 3w Cipir ofSpsce Mares, which will
then be featured i

1) Al entries must be Citadel miniatures.
2) Al ingemirares musbe mounidon e sprprise
ompare the entris,

ar llowsd, but must e o the
‘world and spiit of the miniatures.

that adhere to the imagery of Games Workshop's fantasy
5)No entres from any previous Games Day will be acceped.

GOLDEN DEMON COMPETITORS GUIDELINES

6 All miniatures o the 1994 competition must be personally

entered in at Games Day. No postal or store enties will be
ceeped.

7.) The greatest care wil be taken with all competitors

entries, but Games Workshop can accept no responsibility for

models that are accidentally damaged or broken.

8. Entry into the competition gives Games Workshop the

igh to display, photograph and publish any entry as they sec

fi. The judges'decision i final and no correspondence will

be entered into.




MANOWAR]}

— QUESTIONS AND ANSWERS 2

By Andy Jones
Since the last set of Questions and Answers for Man O’ War in White Dwarf 163 many
more ships, Flyers and Sea Monsters have been released. Judging from the deluge of
letters we have received, the resulting battles have intensified to fever pitch. A lot of the
inevitable rules questions we've received have arisen from using these models and the
new rules in Plague Fleet and Sea of Blood.

A few of the ‘questions’ have been attempts to get around a particular rule in a rather
sneaky fashion - you know who you are! - but the vast majority are problems of inter-
pretation of the rules, with the odd one or two pointing out contradictions. A lot of the
problems arise from plain misreading of the rules, and rather than reprint the rulebook
here we have left those questions to one side. Where an interesting point has been raised,
however, we have provided the answer here. So all hands on deck and here we go...

§ GENERAL A S Morsters domt rave  The Wardancer counter indicaes

waterline hifs that's  that some or all of the crew are
result of The true, but they do have their Battle  Wardancers, not that - there
Captain is washed overboard  Honour value printed on their  Wardancers aboard in addition o
by a freak wave...” on the Captain’s  templates, as do all other vessels  the normal crew. The counter wrrs
Chart mean th;l mm:hlp.: n::dl and creatures. removed until all the crew is dead.
e must be 7' In the indicated 1, 1y about the Battle Honours
ity ordos L move e g e e s ashpraiiowte. ()
iately waterline hits s a simplified version
e ship must move " inthe  of the real situation, and only
indicated _direction imme.  applies to the basic ships you get
diately, even if it has already moved  with the game.

“Can a Kraken attack the crew
aboard Dark Elf Sea Monsters,
even though they don't have crew
counters?”

No, a Kraken can only use its

w attack if there are crew
counters aboard the target. If the
target hasn't any crew counters, the
Kraken must attack the vessel tself

crew making a panicks tto “Can you deliberately target
o e Al €| koo
captain, area effect weapon, such as a Chaos
Dwarf Great Leveller, in the hope
“If @ Warbanmer is lost on 8 that it will deviate from that point
roll of 1, does this mean that it onto  a  vessel  that  couldmt
is discarded and cannot be used o ofherwise be targeted?”
the rest of the engagement?”

“Can the Wizard start the
‘game on any ship?”
No, he must start on the

co of the whole
fleet (with the Admiral).

No, not uness the rulesfo the
Yes, on a roll of 1 the o i
A eaponstate that yo

by the enemy crew and cannot be Q “Do you get +1 in a boarding
alone the rest o the engagement. Wardancer counter in your crew DWARFS
stack?”. “Can a Dwarf Fleet dispel a
“Itsays on page 24 of the Man 1+ Q 3 -
QRS i

vessel's Battle Honours depend on No, a Triton's spellis a special
the number of below the waterline As stated in the rulcbook, case; as stated in the last
hits it has, yet things like Sea Wardancers don't add to your paragraph of page 12 of the Sea of
Monsters don't have below the boarding dice roll, but instead allow  Blood rulebook, the Trton’s spell

How do you work  you to re-rol i

hi youthink youcan  cannot be dispelled,  even by a
out Battle Honours for them

ol higher. Dwarf’s innate magical resistance.

wos1
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CREW

that an unmodified

rding.
action automatically lost on such a
roll?”

No, the Rule of One doesn't

your opponent is making, rather
than sollng lo do_ somthing. OF
course, rolling an unmodifie
doesn't do your chances of wmnmg
the boarding action any good

ELVES
On page 51 of the Man O°
War rulebook is sates that
Caing. (s Dragonship’s Drogon.
s ok ot . st I
s part of the Dragonship's
movement, yet on page 52 i sates
that the ship "Must move at least 3
tovards o i s v wi
turms... just as if it were
Tarmming, Which s correc?
N
wafis ragorbiade as part of
itsnormal move. It doesn't count as
an attack.

FLYERS
(Q (D Py ok ineof s
hips beh
No, Fiyers are gvﬂem\ly oo
high to get in the way of a
ship’s guns.

Chaos Duowrf
Thunderine Bttcbarge

Khorne Ironshark

“Is it possible for a Flyer to
e a Wizard, Admiral or
other character from debris?”
This is the sort of creative
question that cannot be
covered in the rules, if only because
things lke this don'tshvays occur
during playtesting. In_this
s e s Tt peciiall
prevent i, if all the players agree |
don't see why not.
One of the most important parts of

that if all the players thin
and reasonable, then it probably is.

CHAOS

“Does Chaos Terrain block
line of sight? *

A Y

Q Abmns vessel enters the
Sea of Change and rolls a 6,
meaning that all of its damage
counters are removed. Are all of its
blaze markers also removed?”

Yes, all damage on the ship is
rspmred by the Sea of Change!

Q:® ssible for a Bane
Tower of Taeentch to get &
Pink Horror counter for wounding
Sea Monster?

No, a Bane Tower, or Winged
Terror for that matter, can only

reser
inter that are transformed into
Pink Horros

Q s of Tzeentch from
a Bane Tower cause criticals?”

No, as stated, unlike a Great
Winged Terror, a Bane Tower's

Bolts of Tzeentch do not cause

criticals, as they are not as powerful

“If a Bane Tower or Winged

Terror of Tzeentch is set
ablaze, do you remove an Energy of
Tzeentch counter each time the
uxmsmﬂu 57"

when a location takes a

i & ol you should
remove an Energy Counter, just as if
it had been hit by enemy cannons.

you have to discard
Energy of Tzeentch counters

to make a roll to repair a Bane

Tower of Tzeentch?”

No, you simply sssgn 1 or
more energy d repairs

rather than mnvzmsm o g For

each one that comes up a 5 or

Bane Tower regaine one Erersy o

Tzeentch counter.

wos2
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“In a boarding action, how
many Nougles Rot Countes
are placed on a ship per
Exch time a ship's cew
ks, or is atisched by &
Plagueship  Nurg

‘s Rot counter can be placed
on the ship in.a single turn.
Q Gon 2 Detburner have a
Ship Rot Chaos Reward even
though it doesn't have a catapult?”
Yes, Chaos Rewards like this
include the extra weapon. The
ship now has a putrescent, organic
catapult mounted on its deck.

/ \

Q “It states in the Plague Fleet
rulebook that a Plaguecrusher

only be given Chaos Rewards
ain ngle, yetitisahipof TheLLine

and th cannot buy Chaos
fvacis How dieef get them?”
drawing  Chaos

Experience counters in a
campaign it is o duw a
Chacs Reward rather than

counter, thus alowing even Ships of
The Line to get Chaos Rewards.

Q (2o 2 Paguship's dime
trail affect a Nurgle Fleet's
allies?”
A et doss However it

doesn't affect other Nurgle
ships, such as Deathgalleys with
Nurgle rewards, as they already
have vaious foul disesses o board
and are less likely to suffer the
extreme effects of Nurgle's Rot

the bow location of the

Hchrammer s template there
is a cannon marked, while on the
Slaanceh Flet. List it e the
Hellrammer  has ra
weapons. Which s corree?”

The template: the Hellrammer

has a single, bow-mounted
forward-firing cannon.
(Q (Do shies pnces the inflence

of the Whispering Death
Chaos Reward just fire all their
5uns’"

o, they make all the a-mk,

el ing boardin

actonsaginst lnmdly Ships i they
ina position to

DARK ELVES
Q2 o o coumenbonnd
a Black Ark of Na
G wionig s brasiipac i 1
defence) do you still have to roll for

the Maze of Traps?”
Yes, every crew counte
atmpt o bourd & Black Adk
of Naggaroth must roll to see if it
can get past the Maze of Traps.

Kiome Bloodship

SPELLS
I it possible to mor
Vortex of Chaos dehbemnely
without taking damage?

No, definitely not! The Vortex

ont
il fo consider doing such 3
thingy

\

/ \

Q [Gon o tingish
repair a blazing location using
a Repair or Aura of Growth spell?”

A ooy s on the chosen
locations  must extin-
guished beforethese ferired

Q) enthe Howlizg Iossoity
spell is used against a ship
with it which et 45
they fire

A Turret will fire in its rest

postion: the direcion it is
facing when not being used. To
determine the direction of rest for

o0 on, using
common 'sense to resolve any
arguments.
“What happens to Chaos and
Skaven Sorcerers’ spells when
they are washed overboard? ”
If a Chaos Sorcerer finds
himself in_the water he is
treated just like normal Wizard and
loses all his spell cards until he gets
on deck.

&
Note, however, that a Chaos
Sorcerer can only end up in the

usually blows up taking him with it
A Skaven Sorcerer doesn't lose any
cards or tokens if the ship he is on
sinks, although he is unable to cast
spells while in the water.
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SKAVEN
“Does_the _Skaver
bringer's Great Bell

Flyers

No, as the Great Bell is the

affect

Firethrowers o destroy Fiyers!
In fact for the recond, any shi's
ain armament — be it cannons,
Catapults, Thunderfre Rockets, or
whatever -~ may not fre at Flyers.

SKAVEN CREW

The rules for Skaven crew seem to
be causing some confusion. We have
even had questions n:kmg “Whydo
the Skaven get as ma

The important thing to remerber s
ihat, with the excepton of Ratagre
nd crew
“ounters do mot have fo be bought
from the Clanfleet’s total point
allocaton. Instead, for each 1000

Skaven Doombringer

20 Clanrat counters and 5 Storm
Vermin counters absolutely free to
distribute amongst them.

To make this clearer the table below
Jists a sample 1000 point Skaven
Clanfleet and the crew each ship

ey b B2 motTo”. Crony s poins. worth of ships in_the Ol
isnot the case Elanieet you get 20 Save counters, OIS
1000 POINT SKAVEN FLEET CREW (Dfferent Types Conot 8 Mied Wihin A Singe Suson)
PONTS RAT
sHp VALUE | SLAVES | CLANRATS | VERMIN | OGRES | ASSASSNS
DIOMBKINGER (Cles Pt | 20
- - B @ o
e Wt e
1y Ser 0
2RatOgres 2%
1 Asssin b
WARPRAIDER SQUADRON B |
Warpraider (Fagaip) . 5 : u =S
Warprider 2 e s = 3
Warp ider 2 z : 5 =
‘WARP-RAIDER SQUADRON =
Warprder (g 2 : . £ .
Warprider 2 = = I ,
Warp ridr 2 B - £ :
'WARPRAIDER SQUADRON B
Warp raidr (Fagaip) 2 & z 3 e
Warprider 2 z £ E =
H 3 5 o <
DEATHSUENER sQUADRON 150 al
Dt o - s . 3 .
Dehbur > » 8 : i
Do 3 3 2 i 5
'DEATHBURNER SQUADRON 10.25
‘Destburmer g Chaos Reward) = s i 3 2
¥ H ] 4 i
Deathiumer - 3 : 1 z
ToTALS 100 » ) s @ @
i et ofSkav crew s e This st boght




Warhammer Battle Magic adds
 WARHANMER spells, magic items and wizards
AT to the Warhammer game.
JEF\T"-E Special rules and unique spells
Ry are included for the eight
s Colleges of Magic: Light, Gold,
Jade, Celestial, Grey, Amethyst,
Bright and Amber, plus High
and Dark Magic. There is
Waaagh Magic for Ores and
Goblins, Skaven Magic, and
spells for the Chaos Gods
Slaanesh, Tzeentch and Nurgle.
Magic items include many
powerful magic weapons,
armour, amulets and rings, plus
staffs, rods and scrolls for use
by Battle Wizards.

‘Warhammer Magic includes the
following components:
64 page rulebook containing full
rules for using wizards an
‘magic, a history of magic in the
‘Warhammer World, magic
“*Eavy Metal, a detailed spell
commentary, playsheet, and
much more.
135 spell cards including 10
different spells for each of the
eight Colleges of Magic; 10
spell cards each for the potent
forces of High and Dark Magic;
plus spells for Orc Waaagh!

agic, Skaven, and for the
Chaos gods Tzeentch, Slaanesh
and Nurgle.

Over 100 magic item cards
including over 50 magic weapons ranging in potency from the humblest enchanted blade to the mighty Hellfire
Sword and the Hammer of Sigmar! Also 15 new magie standards to fortfy your troops, magic armour to protect
your heroes, and an amazing selection of unique magical items such as the Chalice of Sorcery and the Crown of
Command.

36 card magic deck: A special card deck used to randomly deal power, dispels and spec
s.

wizards

WWag e
Wathammr Bt Magic s a expanson t the Warhammer ameof sy batles @A
A copy of e Warharmmer Fanas Bate game - exentat o s o o o
y & e 7(1}[(*5"[.()}

cards 10 the battling




A SWORD UNSHEATHED

By Robin Dews and Jake Thornton

This months battle report

Good morning, your excellncy!
Warod QeckHeaiaer s el cu o s o He'd
valley ahead, waiting for reports that

t seen the siranger

e wm atyour service!”

a bloody struggle to the death between an army of High Elves
and a horde of Skaven, led by Warlord Queek Head-taker and Deathmaster Snikch.

of a thousand Dwarfs, terror of all Goblins, and hero of the
howr?”

Oy fifiy? Less than he'd been led o believe, couldn't the
uter Ronerscoun? i Ebves? ol Ll i then oar
with my with my tailted behind my back!” boasied
the Warlond confenty.

R
s g m e pabe
I

of
yellow teeth. “Well, I look. _/umunl 1o seeing you in action,

Warlord,

gL s s A
covered by a darking cloak.

i oo success. Is ot
discordantscreech he sound of an Elf warhom?

Queek started, caught off guard in visions of personal glory.

Not many Skaven met the Deathmasier and tived 1o tel the ale.
Queek

How pleasant to make your acquainiance,” he sarld

puting as much enphasis as e dar ‘pleasans’

et el haper i’ of cowss, bl

ife would be altogether happier for the knowledge that the

o hd come 0. hrile end.Prferbyaslow and
painful e

“Puwwt!) A N Sl
menace. L heard about Nl

i dil the Deatmase know aboutwhat

ppenc n Nub? The Warond decided 10 ntepret evenss

his favour and hope for the best. Th oot i oing
yourselfdown. “Yes... Mission a greatsuccess. Everything went
completely as planned. s high. Objective
achieved. Prisoners taken. Vital human headquarters
destroyed.
“lt was an utter disaster!” snorted the Deathmaster. “You
atcked o Lt o s hree Rat O, st ¢ 0 o b
wwling brats and a half-mad beggar!”
tasich Wur retoried Queek angril. The Deathmaster
sy g ot bl “And the Rat Ogres were
only had one leg!” What did
igns — all they did was
peopleinhe bkt oo dger~
hardly the way a real soldier would beha
“Well, anyway,” sneered Snikch, xmaolhmghuwmdln T
ave b set .0t a5 anindependent actical obserer.
“You mean 10 spy on m
“You ight say that, | could'sposivy conment on the
mtives of my masters. Surely fify Eives and a scrawny hors
oo o prbiom o 1 g Vot Do Hoc
taker, favoured of Grawdvell, champion of Karak Norn, slayer

it ack ofisla:is devios, cuning pla wHEh
i of such grear

on the lef of he Clanrats or the ight of them?

Blag, his h,mmu, emerged from he s, “Maser” e
o excitedly, “the Elves are approaching”

1 come. No batile is complete without me.”

i glare. “And shall

e S o ey ‘Deatimastr inselfn

armm?" heen

L ,m.. pleasure,” replied the Deathmaster,

b ko o s i g e b e
Warlord bustled offdown the hill 0 join his troops.

ter Snikch hrew back the cowtof his cloak and asted

o d, of course,
siuaon for s own ends haing o i pe

agansr the odious Queek. Who w it who b

mm,« was a dish best served cold? Snikch could not

1, but he appreciated the sentimert.

Today -a..m, ot will die, thoughi Snikch. One way or
another, 1 will make sure of it You should have killed me at
Karak Norn, when you had the chance. Kill your enemies
Queek, o they willabways come back to haun you.




A SWORD UNSHEATHED

‘We start our games in a number of different ways here a the.
Studio. Sometimes we set up the terrain and dice for choice of
table cdge before going away 10 pick our armies. At other

the terrain. This method means
advantage of studying the battlefield before you choose your
forces. In real lfevery few generals would be in a position o
tailor their choice of forces to the terrain and this approach
replicatesthe situation nicely.

However we decide 10 set up, the one thing we always do is
deploy our armies in secret. The best way we've found to do.
this is t0 place a
‘gaming tsble while the players place their forces. It reates an
entertaining level of drama when the screen is removed to
reveal tha your opponent has set up his entire army opposite

round carefully to deduce where your enemy will set up his
1r00ps t0 their greatest advantage and encourages strong
tactical deployments as well as a degree of bluff and double
bluff

If you don't have access to a number of boxes or a card screen,

In this case, we both set up the terrain to create  pleasing
layout, and Jake won the roll for the choice of table cdge.
Because he had chosen the Book of Ashur as one of
items, Jake also made a roll to see wi y
would take part in the batte or disappear off 10 the Northern
Chaos Wastes!

Normally, if you were playing in 4 campaign game, you would
1ol heend ofthe bl 0 e wha hppened o e izar

o0d substitute i to mark out your deployment on an ne-off games, we always rol before th batle
s ek map of e e, A s s oo T e ke o Bk of b 3
ready ometimes allof b

.
the forces accordingly.

20 along. Later we produce aceurate maps of the
battle and choose some of the high points of the game to
photograph under proper lighting.

Just disppea o the abletp before  shot s i, I's
‘gamble, butif he stays in play, it can be we

In this case Jake rolled a 2 and 5o the Grey Seer remained in
play and was now the equivalent of a level five wizard. The
Clanrat regiment surrounding the Screaming Bell drank from
the Skavenbrew and became subject to Hatred of the Elves for
the restof the game. Jake also won the roll for firs tum!

wos7
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THE HIGH ELF ARMY
(Robin Dews)

e the relesse of the
Warhammer ~ Armi
Skaven book, I played a
few games against the
chittering hordes, and lost

knights (o break the enemy
formations just didn’t work
against the massed ranks of
charges would
inevitably get hung up on th
prometive sereeniof rat
swarms and Skaven Slaves
and before I knew vl
hit me, the warpfie thrower teams, Plague Censer Bearers an
Poison Wind Globadiers were in amongst my brave troops.
Wearing heavy armour and riding a barded steed is fine 10

pon
Lady Godiva against a poison wind giobe!

‘Skaven can also move incredibly fast, and its all oo casy to

getto you. This is all well and good, but if the Skaven get the
s um, you normaly only get (o shooing phases oo
they are at your throat!

1 was determined to make a better showing against the Skaven
this time, and thought the High EIf army might be justthe one

it. They have excellent missile troops and access 1o some
of the most powerful magic spells.

come (0 me, slowing down their advance with holding el
ypest which would force

e o ke Lo st bloe ey moved. MY rchrs

‘would then be able to take their toll on the massed ranks of

Moused won Bivs sexte m Figh EIf cavalry have a
of between 16" and 18" and I would therefore be.

e e vt ey befor b was able 1 et e hm

10" o me.

‘With all this in mind, I set about choosing my force.

The mincore of my arny consieed of it f 24 High Kl
speamen led by a Champion who wis veating n Ametof
Fire. This would give them a degree a m the evil
Tagics of e Warlocks aay” Orey Seart i et

et 10 your lines. Because their Leadership i s0 low, they tend
to fight close together in large blocks in order to benefit from
their rank bonus on Leadership and their proximity 0 the
Warlord. You are thercfore normall faced with a solid block
of secthing ratmen rushing towards you at 10" per move.

“The main defensive tactic against Skaven armies is to ry 10
whittle down their numbers with long-range missile fire and
‘magic, in an attempt to lower thei leadership before they can

THE HIGH ELF ARMY

00 G

(N}
'y Zol

i b o would fight at least four ranks decp in

order to gain the maximum bonus to combat resolution

Next llwk o 10 s opientsof High M e These

were equipped with light armour (0 give them a basic save of

hows were swapped of ongbows o gve them
range.

“The final addition to my missile troops was a repeater bolt
thrower. Normally, no High EIf General worth his salt would

AN Ny




0 o batle without at leas three of thse i his srmy!

A SWORD UNSHEATHED

hostle magic, the Horn of Urgok which I could use: I
‘own iroops or spread panic amongs the enemy, an

Unfortunately
in our miniates abioc an s Sbing it | placed it
with the rest of the army on my table ed

1 chose three cavalry regiments. The it consitedof s fv-

strong unit of Silver Helms led by a hey carried a

Ba veane Wording 1o ot oo B s et

‘Skaven Warlocks.

Next 1 took five Reaver Knighis Ied by a Champion who
amied 8 Spelsheld and | o paid the e pins 10 cquip

these tighly m Iry with boy

Finally, my army General led a unit of five Dragon Princes.

General had three magic items: the Talisman of Obsidian,
which for 100 points gave the unit complete immunity from

confer a degree
hated Skaven jezzails. In a previous bati

Aside from magicians, my last selection was a High EIf Hero
mouniedon 4 egtus, camying T Heart of Woe 1 wo

early in the game as possible, n
i reserve and attack the Skaven units in the flank or rear once
had ined. If he were o be killed (which was more.

Lasof al, T ahose two wizards; a Mage Lordand o Champion
Mage. The Mage Lord was given the War Crown fSapheryio
raise him o level 5, and the Chalice of Sorcery o increase the
number of magic cards he could

e s Mag s
Mysell cate were Glamour of Tl At of S, Hand

o Gilory, Fiery Convocation and Deadlock for

o D Mgl Tispes S0 o Ms

Twas now ready for battle.

THE SKAVEN ARMY
(Jake Thornton)

myself and I hadn't commanded
one in batte. T have, however,
fielded Orcs and Goblins on

of Skaven society that they are taken o batle purely to die in

the lceof e impoctant e, I i fo rom bate
e troops al

e s o s 5 o e womy if or

e o b gt T Al inexpensive

roops far outweighs their low points cost and it was much to

my dismay that I found we had so few of them in the Studio

the experince might heip. How

wrong

In both Warhammer and

Warhammer 40,000 1 tend 10
more on

expensive (for Skaven) I thought that the points would be
better spent elsewhere. Also, as Skaven rely on the size of the
regiment to bolster their morale and there were only a few

he heroes 10 do the Kilng, Hawevee: the Stoars Skaven

rethink my normal preferences and take an army that was
based .

The High Elves are dangerous opponents being excellent

fighters and archers. No ony that, bu they ae lso the
‘world's best mages. However, the Elves are expensive. il

id'texpect 10 have o face up 1o many herocs and

missile casualties before their morale began to drop. A small
regiment of

‘The Skaven war engines are a ltle apsdicatl bt very
colourful and entertaining 5o  took a wide selection of them. |

much fun to miss.

1 started picking the army by taking all of the regiments we
had pined up except he Stormvermin. The it were
Clanrat regimens each wit re thrower team and two
Poison Wind Globadiers in support The xmﬂll(r of these.

possible and rely on the overwhelming numbers of Skaven to
win the day against the thin ranks of Elves,
One of the nicest things about the Skaven army is that it has
regiments that the rest of the army don't care about, The
aven Slaves and Giant Rats are so low in the pecking order

G
Seer atop a Screaming Bell. The Champion of this large
regiment also had ibrew which he could feed to
the Clanrats before the battle. Inside both of these Clanrat
regiments hid a single Clan Eshin Assassin waiting for his
chance to slay an EIf noble.
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The Plague Monks were equipped with additional hand
wespons o s thei atacks ad wer ed b 8 srn of
four Plague Censer B 1 gave the Plague Monks'
Champion a Spelleater smu ‘which is an expensive magic
e, Not only does it give you a

spell for the rest of the bate. This is often cnough
opponent from even attempting (o cast spells a the protected
regiment. Lastly, I gave the regiment a Plague Banner which
would give them the edge in one combat round i it worked.
As expendable flanking regiments I ook two packs of twelve
Giant Rats cach and some Skaven Slaves. The Slave regiment
was armed with spears which enabled the second rank to fight
if they were charged as I though they might be.
Finally  took a five sirong regiment of Guter Runners who [
cauppod il ting xdnt T sy s can sneak
before the battle and deploy after your opponent has
s up. A Asssa ke sl i g

Standard of the Horned Rat, a Grey Seer and two named
Queck who was (0 be my.

favourite of the Skaven characters and I thought of a the real
leader of the Skaven army.

The Grey Seer took the Book of Ashur 0 increase his magic
level to five. This was very important as the High Elves were
almost certain to have a fifth level mage, and if I wanted to
have a fighting chance of my dispels working I would need a
comparable level wizard of my own.

To avoid losing the Grey Seer before the batte 10 the mind-

¥
s
%

Finally, the Grey Seer carried two Dispel Magic Scrolls. The
spells 1 drew for the Grey Seer were al from the Skaven deck
" Sttricap. Withr,Deat Frensy. Madness and Poison
Wind,

Warlord Queck was equipped with Warpstone Armour. the
fabled weapon Dwarf Gouger as wel as the Shield of Piolos to

were a group d
a Doomwheel, in addition o the Screaming Bell and the
o Iy

“The character allowance was going (o account for almost half

of the points of my army. This was something of an unusual

experience for me as | rarely use this many characters. Sill, it
id be i

races and different ways of choosing ammies you never leam
any new i

art from adding Champions (o both Clanrat regiments and
o Plgee Monke ook  Batle Sundardcaryig the acred

THE SKAVEN ARMY

Elves’ bowfir.
of Volans containing the Grey spell The Horn of Andar.
Deathmaster Snikch wore the Bands of Power, Cloak of
ws and carried a supply of Poison Wind Globes.
Having chosen my troops | now set about deploying ther. The
min fighting arm ould be the Clanat and Plague Mork
regiments. These would be flanked by Giant Rats and Skaven
Staves who would absorb flank attacks by the Elves and
hopeflly some of the ncvitable missile fire and spell.
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THE HIGH ELF ARMY - 3003 POINTS

unitincludes
radard Bencera Conmsion s ey B
riding the Screaming Bell

20 Clanrat Warriors: armed with spears. They are
‘wearing light armour and carry shicds. The uit is led
by a Champion and has a standard.

18 Skaven Slaves: rmed with spears. The unit has o
sandard.

[
e e
S e e
il [ SN
* ‘weapons. The unit is led by a Champion and has o
o

5 Clan Eshin Gutter Runners: armed with sings, nets
and extra hand weapons.

. Deathmaster Snikeh Doomwheel
Y L o @ P na

: R

armed with swords and bows. They
are wearing light armour and carrying shieds. The it
isIed by & Ciampion and has a standard

St it et it s s ey
ar wearin lightarmour ing s, The unit
oy e el
Champion Mage
ﬁ 10 High EIC Archers: armed with ha weapons and
ongbows. Theyar wearnglght rmonr.
$ 10 High EIF Archers: e with b weapons and
longbovws. Theyar wearing lght amour.
24 High B Spearmen: armed withsparsand swords

They are wearing light armour and cay shelds. The
unit ncludes a standard and i Jed by a Champion and
the Mage Lord.

e
() el et
o

- Repenter Bl Thrower
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SKAVEN TURN 1
Jake: Die! die! EIf things...! The silence that hung over the
batlefield was shatered by the grim tolling of the Screaming
Bell. The Clanrats seething round this monstrous machine.
were filled with strength and would be able to push the
i forward this tum.

on the Doomwheel careered down the hill for
T ek costhe] Gemcnngty omans 06 g B arhens
nd Reave Knights g zlmmmg the gapbetwen e ek The

of the Skaver orwand Tk an imesisible de
o the High Ei e

The Gutter Runners emerged from the cover of the forest
where they had been deployed as scouts and let ly a hail of
i

Grey Seer then cast Death Frenzy

on the Clanrats, but Robin played a

dispel card and made s rol 10 the
(0 nothing. I w

o eariy e o dn nothing.

more than attempt to fend off the

‘murderous High EIf

Rokin next move was 0 cast he Fiery
Convocation against the

lurking at the edge of the vt They
were blasted with three S4 hts, killing
two of them. Next turn the fire would
feturn at S5 unless I could dispel it

The Banner of Wrath carried by the
Dragon Princes was then unleashed
against the Plague Censer Bearers
ached to the Plague Monk:
powertal bols of ghaing lasted al
!

Awars of the presence o Dethsier
Snikch hidden in the woods close 10 the.
ot R, A S e e o
Skaven's Cloak of Shadows with a Deadlock spell. However,

the very properties with which the cloak was imbued.

Ina final move, the M

himself with an aura of harmonic energy and sicel his flank
i rror.

HIGH ELF TURN 1
Robin: As my whole batle plan was to wait for Jake 10 bring.
his army to me, none of my forces moved this turn with the

igh
batlefield ready to swoop down next turn. It was a bit of a
blow i

the hillat
the rear of my army, I fired the jezzails at the Dragon Princes
and the High EIf General. Four of the knights were hit, and
three of them wounded, bt all except one made their saves. A
single knigh fel 10 the ground and the General hld aloft the
Ruby Chalice. Thi

e use of 10 shower the Skaven with bow
fire from my archers and bolt thrower, As it was, the ratmen
were now a full 10" closer to my lines and a mere 14° away!

In h shoting phss my arhers ird at

the Clanrat the Scnamlng b only

the rest of
the game. At this s Wi g e, 57
of hitting them.

In the magic phase, I rolled a 9 for the
winds of magic and Robin drew one
extra card from the Chalice of Sorcery.
My Grey Seer was also able to draw one
w by intoxicating

tone
brazier, that was mounted on the
carrage of the Screaming Bel

My first attack was o cast Madness on
the Mage Lord who brushed aside the
spell by reading from a Dispel Magic
seroll. Robin replied by casting the
Glamour of Teclis onto the Doomwheel
10 power up the spell for
free by using the Wand of Jet! The

ailed its automatic dispel
roll, and would have 10 test against its
Leadership before it moved in my next

tw,

Tird a volley of missiles t the Screaming Bel. Thee of the
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bolts buried themselves in the wooden carrage, but the fourth
found its mark and wounded the Grey Seer.

‘The roll for the winds of magic was again a 9, giving five cards
1o the High Elves and four to the Skaven. Jake drew

he Screaming Bell and 1 drew upon the power of the
Chalice of Sorcery to gain an extra card.

At the start of the phase the Fiery Convocation engulfed the
Guter Runners, his time with 26 S3 hits. The Skaven were
wiped out 0 a at

For a second time my Mage Lord attempted pinpoint the
presence of Deathmaster Snikch in order to hurl Deadlock

The Dragon Princes charge down the hill into the teeth of the Skaven army.

s s Cloak of Shadows. However, | againfed e roll
unable o detect the dark mas

For his first spell, Jake cast Death Frenzy on the Clanrats

with Dispel Magic cards, failing both of my rolls, before

finally getting rid of the magic with a Dispel Magic scroll - a
very costly spell!

L was now fored to make  diffcull dcision: The Skaven

Ineeded to buy sor y 5o that

Y oould Wit th rat with tore el .  was hling e

pass a Ld tet on 2D6 before thy could meve or charge, Al
missil fire would uffer a2 modifier and al warengines
including the Screaming Bell and Doomwheel would suffer
D6 S7 hits at the start of the subscquent mogie phas. The
problem was that my own bol be damaged and
my Pegasus rider would be forced d

bt the bullet and cast th spell

In reply, Jake attempted a killer blow by making an
assassination attempt against my General. He cast Skiterleap
onto Queek Head-taker who was propelled into

Urgok forcing a panic test on Queek which he failed! He
turned and ran off down the hill only to be pursued by the
Dragon Princes who trampled him underfoot! How I laughed.

However it borssblows, e Drgon Princs had halied
perilously close to the advancing Clanrat
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SKAVEN TURN 2

s th EIf spearmen ecled under the
assault of Deathmaster Snikeh,

i he s amale 1 e

Robin fought back at every wn. First he
vocation against the
.

Teclis from the Doomwheel.

Infusd with power, Robin’s Mage lord
attempted a Menial Duel with my Grey
Seor, bt defeid i and s b
adly Asal of Stone
i, Fnly played i g
in order to end the Tempest and cancel
et o e Mainew 1 st on
the Mage Lord.

Robin: This was a very bizarre magic
phase. AT held were s power cards, wile it quickly

Jake: Overhead, the skies boiled and raged as the High EIf  emerged that after his first spell, Jg o more power (o
spend but hing I could throw at him. T
s oty were al able to move. Surly e was ery unhappy withthe way tht the Terpesthad work

rship ests
jorned Rat was smiling down upon his children. I rang the
Sormeing Bell ot ol managed o confer am x4 of
‘movement onto my mighty wariors this tur.

Seizing my opportunity, the Plague Monks and the Clanats

the Screaming Bell charged towards the Drage
Princes in order (0 revenge the death of Queek Head-taker.
i the Elves’

ou. I had forced my Pegasus rider down and out of the game.

my bolt thrower.

My real purpose had been to slow down Jake's advance, but
eeryon ofHisunis pased el Lesdetip st o o
effect on his movement at all! The only positive effect was to
e e Doomhee out of conol ut epending upon the

. oy i

e from my Princes ran back up.
the hill in disarray!

On the leftof my line, | charged Deathmaster Snikch out of the
woods into the High EIf spear regiment who stood and held

this

ELF TURN 2
Robln: ot e st o he . Llied e Dragon Princes

In a frenied attack, the Deathmaster cut down four of the
en but buoyed up by their banner and rank bonus, the

combat ended

“This time I rolled a ine winds of magc draving one

extra card for the Scnammg Bell, ar

Robin took an extra card from -

Chalice of So

ven car. 1 ony i two power! The
vemainder were. Rebound, Escape.
Destroy Magic and two Dispel Magi
“The Tempest that had been raging for the
entire turn caused a single point of

army could re-roll any.
tests until the end of the turn — such that
itwas!

In afinal act o malice, the Tempest also.
blasted the Doomwheel, killing the
engineer and sending the machine
spinning out of control.

woss

rmed, but were out of
Play for this tum and it penlously Clos 10 the
advancing Clanrat regiment secthing forward with the

2 Bell. The time had come (0 take the offensive. On
the left, T slmged the Silver Helms forward into the Plague

Rats instead.
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‘Deathmaster Snikch flees from the High Eif spears as the Silver Helms crash into the Giant Rats.

(In almost al games of Warhammer, there will occasionally be.
disputes between the players as to whether a charge could be

cen the players as {0 who is right and
who is wrong. Accept your luck and get on with it

On the right hand side I decided (0 ignore the threat from the
now out-of-control Doomwheel and I wheeled my Reaver
Knights and archers to face the Skaven emerging from the
edge of the woods.

In the shooting phase, I made a final attempt to knock out the
Sereaming Bell before the Clanrat regiment charged my main
line but managed only to cause 4 single wound on the Grey.

e bolt hrowe o i a tis war macine iling the
Striker and hitting the bell itslf three times. Fortunately the
bolts weren't strong enough to cause he bll 10 pea. The

forest, but faled o wound a single rat!
In the hand-to-hand combat phase, Dcnlhmasler Snikeh took
the intative and once again acks hitting the

ik o S, Dl s e oy v T of
- et g
‘Skaven death machine. However with my banner and rank.

bonus, I forced a break test on the Clan Eshin assassin. He
fail

uth and.
0 hld my roopsbuck and watched e D 2o

Unsurprisingly, the Silver Helms impaled three of the Giant
Rats on their lances,

the remainder broke and fled, only (0 be trampled underfoot by
the triumphant Elves. It was a victory, but unfortunately on
completely the wrong regiment.

It was time for the magic phase again. This time I olled a nice
average 7. Jake once again took an extra card for the
Screaming Bell and I drew one extra card from the Chalice of
Sorcery.

Drawing on the power of the Wand of Jet, I cast the Fiery
‘Convocation upon the Clanrats accompanyi
Bell. The spell struck home, b

power and was now useless for the remainder of the game.

Jake, the Sacred.
failed to grasp any of the power used to propel the spell and it
struck home, incinerating five of the Skaven.

Jake then retaliated by casting Poisoned Wind against the
Sivr Helms, but 1 diseled the magic before it could take

As a final defensive measure, I cast the Hand of Glory upon
ihe High EIf speanen,before Jke payed D api o
Killed off all spels i piay.
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SKAVEN TURN 3
Jake: With the Striker dead, the Screaming Bell tolled for the

Leadership, the Dragon Knights passed casily, but

Silver Helms ran back 15" towards the
up at the foot of the hil. In the centre, the Reaver Knights
s ol halt no less than 1" from the table edge! Robin

his brow and sighed with relief, while I gnashed my
e

while on the lef the driverless Doomwheel ran out of control,
smashing into the nearby woods and destroying tself in the
process!

Desperate for some success, I declared a charge by the
Clanrats and the Screaming Bell against the newly rallied

The remaining Skaven then slashed at
e Dragon Prinees themasives. but
despite hitting them six times, with re-
rols fo Hared,they wee unsble o
penctrate the knights” ornate armour.
Hacking bock, the Eives were o

o kil
aesault, Robines knights passed thlr
break fest as my Clanrats began to
surround them.

“This time the winds of magic issucd a
ain the M:

Supped from the Chalice of Sorcery to
draw an extra car Grey Seer
now in base-to-base contact with the
High EIf general and Dragon Princes,
Robin revealed the Taliman of

Obsidia
“This deadly magic item ensured that my
izt s unable o e any magic 3
while these two characters remained
in contact. Furious at Robin'strckery, | aiempied to double
ter Snikeh’s strength with the Bands of Power, but

the magic was dispelled.

Robinrepled by sing e Skavn with the Banerof Wit
tried to dissipate the energies with a natural dispel of S or 6,
but my roll failed ey e bl

Unable to fight back, T watched helplessly as the Mage L
fir cast he Glamou f Teclis and then Firy e
aganst he spear-amed Clan s spells were sctvated

but the survivors safely passed their panic test. . Finally, the
General blew a blast on the Horn of Urgok and the Reaver
Knights and Silver Helms instantly rallied and returned t0 the

“The Clanrats engaged with the Dragon Princes also

HIGH ELF TURN 3
Roblas s e mdpointo e bl ad e e wes ot

cause D6 7 hits!

To their left, the second regiment of spear-armed Clanrats
advanced towards the archers
ke ot of e, il
the readicd thlr il
eapon, Th remainder o he Sk
army aiso continued thei relentiess

In the shooting phase, my Warpfire tcam
Jet of warpfire

strangulated gurgle, one of the knights
erashed to the ground and lay sl

In the strugele between the Clanrats and

the Dragon Princes, the EIf General was

‘wounded by the bell carriage as he trig

toisue achallene (o the sething mass
of rats. No-one stepped fo

woss

M mc ‘Plague Monks, this time making contact with their
quarry. A the same time, the Hero on the Pegasus, who had
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been out of the game since being forced down by the Tempest,
charged into the flank of the Clanrat egiment already engaged.
with the Dragon

In the centre, I moved the Reaver Knights forward and
wheeled them to face the Giant Rats who were emerging from
h

The Silver Helms flee, s the Clanrats and Screaming Bell engage the Dragon Princes.

The windsof magi seemed i s s ancly e
cards were dealt this tum. Once again, the Fiery Convocation
{oumanted e hapies Claneus iling i sodeiog fve

the ezl the oling and loppin f the vl warpfame

previous magic phse, I now targeed them with both
simensof rhers and e ol throwe: Eight o the Skaven

1o fve 1 e s a0 0 the ol amven bk

they passed e panic ot

On the left flank, the Champion Mage accompanying the

Silver Helms issued a challenge to the Plague Monks'

‘Champion, but spraying the musk of fear, he slipped t

joined, the Wizard and knights Killed three of the Skaven. One:
of the ratmen fought back, but at the end of the round, the
combat was a draw.

‘Suddenly an Assassin leapt from the mass of Skaven seething.
around the Sreaming Bell and crck st he Hero on the
Ptga by

that immolated the crew
of the nearby jezzail team,. The Poison
Wind oo hep oo

I now attempted to cast the Glamour of Teclis upon
Deathmaster Snikch, but concealed beneath his Cloak of
Shadovs, e he dice ol necdd 0o him. Ashis ol

i lif, he Hero

le i o spells can be made
K

hap\en Claa. Blocked by the bel camiage, e
. the EIf General acked st he bl aiags

P v gy  poits of damage (both o

olls of 61). The General’s horse managed to wound the Grey
Seer who was also able 0 stab hnck Kt the mounted [
wounding him even hrough hs remaining
gon Princs Klled two more of th Skiven, but when the
ratmen fought back, none of their blows were able o break

the Clanrats passed their break test due o their Hatred of the
High Ldof 10.

1
R s mema St Alever
instead.

Frusirated by my paralysis of his Grey Seer, Jake now
attempted 10 attack the Silver Helms with his Plague Banner,

magic was dispelled. In rewn, I directed the Banner of Wrath

e e

dispel by rol

In the final move of the phase, Jake dispelled the Glamour of
is Slaves.

wos?
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SKAVEN TURN 4
Jake: Concenled beneat s Cloak of Skadows, Deathmaser
St dvl orward 1 cacte e renrs . o e
the High Eflne. Behind him, the Gt Rats and Saven
Slaves moved fo

During the movement phase, two of my Poison Wind
Globadiers attached to the Clanrat regiment moved arou
ral Taking aim, they lobbed their
deadly spheres towards the High EIf, b missiles went
wide and two of my own loyal children fell choking to the
ground.
In the shooting phase, I fired the Warpfire thro

riding the Pegasus, but the template leapt o o
illng two s and e reiiagbolt v crovin

o, who was caught nend of te temlate,

Coaped i, My vl i freda s charmed B, b
all their shots missed.

In the death struggle between the Clanrats and the Dragon
Pinces, e lgh EF Genral nllycut down my Grey Seet

cloak. The Dragon Princes once again
flayed the Skaven with the Banner of
Wrath killing fully five of the hapless
creatures. The ranks of my children
around the Screaming Bell were
dwindling fast, but their hatred of the
Elves overshadowed their losses and
they once again passed their panic test.

HIGH ELF TURN 4
Robin: With the loss of the Silver

concentrated cffort against the left flank
of the Skaven army. | charged my
regiment of spears against the Skaven
Slaves and the Reaver Knights charged
1t Gt R Lo e 1ol he
Warpl bowire from the
unengaged areher regiment but they
‘were justout of range.
the batle on the
again fsued o chllcnge which wes sceepied by e Skiven
iruck him twiee, but he saved both wounds. In
response, the Champion struck back, but was unable 10 hit my
leader. In the ensuing comba, three more Skaven were killed
by my Hero and the Dragon Princes, yet stll they passed their
break test!

. my General
by

Giant Rats for no loss, and the creatures broke and were
overrun. Alongside them, the High EIf spears attacked the
Skaven Staves kiling Tour of them for he 10ss of two
spearmen. The Slaves also failed their break test and were
ertaken and chopped down (0 a rat.

Up on the hill, Deathmaster Snikeh killed two more of the
archers, who only just passed their break test.

Once again I rolled a 2 for the winds of magic and drew an
extra card for the Chalice without being wounded. This 35
polm magic item had served me well throughout the gare.

Monke. bt Sphate Shild dispeled i destoyed

Hero but | managed o skewer two o s ey The
combat resolution was a draw.

Further up the hill, Deathmaster Snikch
Killed 1 singe arher, but the egiment
t. On my right flank,
the Pague Monks autacked the Silver
Helms vigou, Rolling »
Bl of I's and 2's sualty
fereilinglridybr Apme.d
rd's Unicom!

loyal ratmen
wholesale.

‘With the Grey Seer and Champion Mage
dead, we were now only rolling a D6 for
the winds of magic. The result was a 2,
but Robin once again drew from the
Chalice of Sorcery t0 gain an extra c
The Mage Lord took heart and cast a
Deadlock on Deathmaster Snikeh’s

slaughtered  them

spell i, e Bsmerof
Wrah et e Claras withfou bols oflghning. lesving
four more charred hairless bodies.




SKAVEN TURN 5
Jake: Ina desperue tempt o ad the game, | quikly
wheeled the triumphant Plague Monks to face the flank of the
i ot st Wik Tt ot o
regiment and Screaming Bell

In the shooting phase, the jezzals killed three of the High EIf
spearmen an son Wind Globadiers threw their crystal
orbs towards the General again. Miraculously he survived, but
‘another knight dicd, enveloped in noxious fumes.
Once more, the General issued a
challenge that was accepted by the
Skaven Champion. Blows were struck
on cach side, but both of these characters
saved theirwounds In e remainer of
ind, two more Skaven were killed
bt il my oyl wariors passed their

‘Deathmaster Snikeh lived up to his name
by Killing three more o the archers who
turned and fled. Chopping with his
londied duggers,he asassinleap e
them and killed them

Five cards were dealt for the winds of
‘magic and that cursed EIf sl drew from
the Chalice of Sorcery without aking

Now within range, Sk e
‘Convocation against the jezzails up o
the i, causingsix hits and Killing tree

The Reaver Knights and High Elf spears engage the Skaven Slaves and giant rats as they emerge from the wood.
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of them, but they passed their panic test. Turing o
new threat, the Dragon Prince standard bearer siru
tague Monks with the Banner o Wrath My Spelasr ek

ooy
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HIGH ELF TURN 5

Rabin Bloodied but unbowed, il h Skaven fough back!

s

e i ezzll on he diant Wl On the ight, be

archers adv: their position t0 reduce the range and
hot down Juke's o remaining Warpie eam,

{his time he finally cut down the mutantcrature. My Hero
also killed another warrior, wounded in return and

nbelevably he Skaven sl passed hi rek s

The final death throes of he batle.

In the magic phase, three cards were

globadiers who had remained attached to
rat regiment.

SKAVEN TURN 6
Jake: My Plague Monks declarcd a

charge against the surviving Dragon
Princes but as the knights were no longer

o bbbl rom s rptrdlngs, the onceproud I
cad:! Despite my sneak atack at the

Monks who panicked and fled.

In the pcl\ul\lmme tumn of the game, two cards were dealt for
the winds of magic. Secking even more power, the cursed
Mage Lord drew o the Chaliceand at s was wounded for
hs greed!
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Even so, he was still unable to cast any
more spells and the only event of the

ase was for me to dispel the Deadlock
be had placed upon Dettmasier
Snikeh's Cloak of Shadows

HIGH ELF TURN 6
abi Asduk e, e High BIf Hero
charged afi

rred his mount an
leing Plague Monks, cuing r
‘down as they ran. In the fading light and
hidden bencath his restored Cloak of
Shadows, my archers were unable to
Tocate the loaths
slipped away. And in the final
the game, the Dragon Prince standard
bearer also failed to locate  this
assassin of Clan Eshin wi
deathbolt rom the Banner of Wrath,

“The game was over. The soe surv
his army. the Deathmaster Snikch slipped away into the
darkness ofnigh

CONCLUSION

Robin: Pherw! that was close. Although in the end, the Skaven
‘army was almost completely destroyed, at many points in the
batl, the balance could have gone completely the other way.

in onc case mere inches from disasier when my cavalry

nflhescrummg Bal Toingon e Goneas bl s
Dragon Princes were reasonably secure, but the the other two.
i hei o and thei o ould heve st comples
rout for my army.

‘What the battle did det te was the power of the High

Magi deck and e wisdom ofsecuing adequse magica

protection for large or expensive units like

o Siiver Helme, T 1 1o 83 Ahat i ssalsiy of e

castaltes I caused (0 the Skaven rsuled from my us of
inparticular the uly desrucive powe of e Fiery

Convocation.

“This use of magical power, was greatly assisted by my use of
the Chalice of Sorcery and the Wand of Je At forty points, the
rod is 3 lighly ciky hois, s every e you e i ou
have to roll a D6, O loses it ¢ 3
e, Obviousy i i bappensthe ey
ot = ver,if you can hold onio.
s i i ‘magic spells for one point
A e e Rt
youa real edge.
Jake played the Skaven well. Skaven armies are terrifying to
Pl Sy e i s o waric chxga towards
you at 10" per move, you know that th ing you can
realy ty o do s Whil them down s -t ]

and my m:mp o counter this advantage by holding his
:mly up with the Tempest was & complte it My fow
d. as unit by unit, every Skaven regiment passed its
I=Menn|p i oy orwards as i the Tompess were
othing but a spring rain!

The one lhmg 10 remember, is that as the Skaven ranks dic,

save them from the deadly effects of break and panic tests
Next time I might not be s0 lucky!

wory
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Right now a one year subscription to White Dwarf will not only
et you a 25% savings off the cover price, but will also include
a great BLOOD BOWL T-SHIRT, absolutely FREE! The
white T-shirt is 100% cotion and emblazoned with a Blood
Bowl Dark EIf tsken from the artwork of the brand new bone-
crunching Blood Bow game. Available only in extra large size.
Subscribe now, the special Free T-Shirt offer expires May

1, 19941
To start your White Dwarf Subscription and receive your free
Blood Bowl T-shirt, fill out the information below, clip out the
x and

White Dwarf Subscriptions
Games Workshop
3431-C Benson Avenue
Baltil Maryland 21227-1072

OFFER EXPIRES MAY 31, 1994

Yes, | would like to take advantage of the free Blood Bow! T-shirt offer with a 1 year
subscription (12 issues) for $35.00!
Please sign me up for 1 year as a (Please check one): New__Renewal subscriber__

Form of Payment: Check __ Money Order __
MastercardVisa (Please Circle): ~ Master Card Visa  Exp. Date;
Credit Card Number: _

Cardholder's Name:
Cardholder's Signature:
Name;
Address:
City: State: Zip Code:

Phone Number Home: (__) Work: (__) -

SR LT RS

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




ELDAR

ELDAR PHOENIX LORDS

9067

KARANDRAS - THE SHADOW HUNTER &~ FUEGAN - THE BURNING LANCE
SCORPION PHOENIX LORD FIRE DRAGON PHOENIX LORD

9068

HAND OF ASURYAN
DIRE AVENGER PHOENIX
LORD

PACKAGED | FIGURE PER BLISTER.

CHAOS SPACE MARINES

WORLD EATERS OF KHORNE - 9069

EACH CHAOS MARINE IS SUPPLIED WITH A CHAOS BACKPACK SPRUE.
PACKAGED 2 FIGURES PER BLISTER.




OGRYNS

OGRYNS - 9072

OGRYNS WITH RIPPER GUNS

PACKAGED I FIGURE PER BLISTER,

SKAVEN

SKAVEN GLOBADIERS - 9074

CLAN SKRYRE'S POISON WIND GLOBADIERS

PACKAGED 2 FIGURES PER BLISTER.

wors




SAVAGE ORCS

SAVAGE ORC BOAR BOYZ - 9070

& 4

SAVAGE ORC BOAR BOYZ COMMAND - 9073

EXAMPLES OF COMPLETED SAVAGE ORC BOAR BOYZ

EACH FIGURE COMES SUPPLIED WITH A PLASTIC BOAR AND ORC SHIELD SPRUE.
PACKAGED | FIGURE PER BLISTER




ELDAR ASPECT WARRIORS

ELDAR SWOOPING HAWKS - 8023

‘SWOOPING HAWK EXARCH
ITH LASBLASTER

'SWOOPING HAWKS WITH LAS GUNS.

ELDAR DARK REAPERS - 8024

9.9

oancnearen

DARK REAPERS WITH MISSILE LAUNCHERS
Wes O SKuLLs

ALL ELDAR ASPECT WARRIORS ARE PACKAGED 2 MODELS PER BLISTER PACK.




ELDAR ASPECT WARRIORS

ELDAR DIRE AVENGERS - 8025

)

ELoAR DIRE
AVENGER EXARCH
WITH POWER SWORD

'ELDAR DIRE AVENGERS WITH SHURIKEN CATAPULTS

ELDAR FIRE DRAGONS - 8026

FIRE DRAGON EXARCH
WITH FIRE PIKE

FIRE DRAGONS WITH MELTAGUNS

ALL ELDAR ASPECT WARRIORS ARE PACKAGED 2 MINIATURES PER BLISTER.




ELDAR ASPECT WARRIORS

ELDAR STRIKING SCORPIONS - 8027

o i e
st

RD AND
‘SHURIKEN PISTOL

ELDAR HOWLING BANSHEES - 8028
{ &

HOWLING BANSHEE
EXARGH WITH POWER.
AXE AND LAS PISTOL

'HOWLING BANSHEES WITH POWER SWORD AND LAS PISTOL.

ALL ELDAR ASPECT WARRIORS ARE PACKAGED 2 MINIATURES PER BLISTER.




ELDAR HEROES

ELDAR HEROES - 8029

9.4

WARLOCK WITH wasLocwr WARLOCK WITH FORCE
WITCH BLADE TCH BLADE STAFF AND LAS PISTOL

-9

(URIKEN CATAPULT TWO LaS PISTOLS. SHURIKEN PISTOL
SHAREN CATAPULT D SHURIKEN PISTOL AND POWERSWORD

g h

'HARLEQUIN HIGH AVATAR AVATAR WARLOGK WITH
WITH POWER SWORD

FORCESTAFF

ELDAR HEROES ARE PACKAGED 2 MINIATURES PER BLISTER, EXCEPT FOR THE AVATAR,
WHICH IS PACKAGED | PER BLISTER.
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‘SAVAGE ORC BOAR BOYZ LEAD AN ATTACK AGAINST A DWARF ARMY




