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ELDAR WARRIORS IN COMBAT WITH BLOOD ANGELS SPACE MARINES
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NEW RELEASES FOR AUGUST

Products e n thes pages are planned for rlease during the month of August. Eachmonth Games Workshop 1 new
the 2

fokshop stores. shops participating in the Chaprc Aapoovs el progeam s moet tors inladed n ur Independent

issue of White Dwarf.

Work
e g
f you

ave any problems obtaining any of these tems, Gam

monbly ising of

SPACE ORKS
Wasagh! This month’s release of the
latest volume in the

ereen-skins. With a detailed background
on all the Ork clans, new wargear anc

Warlord with his eye on conguest

SPLATTA KANNON
Ork Mekboyz have created a
devastating new picce of feld artillery
the Splatta Kannon! Check ou the full
rules and "Eavy Metal section for this
awesome new Kannon elsewhere in this
issue of White Dwarf,

CAMES
1:79 .211.11 1 D )

AT GEN CON
Gen Con 1994 will be August 1821

‘members of the Outriders progran.

Codex Space Orks

SNAKEBITES
Reluctant 1o accept any advanced
technology. Orks of the Snakebite Clan
yrcfcr 1o stick to true, tried. and
traditional  Orky customs.  New
Snakebites. Snakebites Nobz. and
Snakebite Runtherd are available to fill
‘out and lead your Ork tribe:

BOAR BOYZ

Orks of the Snakebites Clan have a
tremendous amount o respect for bos

after al they are one of the few beasts
that can match the Orks for simple-
‘minded ferocity and a horrible stench.
“The Snakebite Boar Boyz boxed set is
pertetforbulding up it which can
be led by ‘Cyboar riding Boar
Boys Noba! Lock for s Jevi Johmaon
article on the new Boar Boyz in this.
fssue of White Dwarf.

SPACE MARINE ARMY
A complete Blood Angel Space Marioe

complete am of Citadel Mi
well as banners and transfers, and the
‘mighty Blood Angels Dreadnought

robotic devcessnmaid by the pit

t Eldar warriors from
raftworid’s afiity
Wraithguard are. amed. with 3
Wraithcannon, a unique and deadly

arri s can be found in the
Fidar Codex (0155).
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CHAOS HORDES
Mortals Despair,for doom is come upon
you! From out of the Chaos Wastes
comes the much anticipated release of

a0s Rewards, and a full
sized armies book.

BEASTMEN

The first wave of new Chaos troops
released will be a boxed set of plastic
Beutn Moty Ll S
man and half-beast form, Beast
lough and ferocious ighier. Miehes!
Perry has sculpted some great new
pewter Beastmen Command which will
be available this month to lead your
troops to batie

SKAVEN TEAM

Skaven teams may not be the most

heavily armored of Blood Bowl teams,

but they more than compensate by

relying on their speed, cunning, and any
be

|

Warhammer Armies - Chaos

SKAVEN JEZZAIL TEAM

One of the most fiendish inventions of
Clan Skryre, the Skaven Jezzail fires a

e tone missile which blasts
through even the toughest armor. A
briliant and imposing new Jezzail eam,
sculpted by Colin Dixon, is available
this month to add a devastating punch to
‘your Skaven forces.

STAR PLAYERS

Is your Blood Bowl team mired in
mediocrity? Released this month are two

them rocketing straight 1o
the 10p of the league!

If you have an Ore, Goblin, or Chaos
feam and you are Inol.lng to crush,

y mig!
attain, It only takes one small gap in the
line for the lightening quick Gutter
Runners 10 scamper through for another
touchdown. The most famous of all
Skaven teams, the Skavenblight
‘Scramblers, ae released this m

are featured on page 42 of ths issue.

o Tyt Toh Blockar .pw
Bolgrot. No less formidable is the multi-
talented Ore Blitzer, Varag Ghoul-

w models can be found in (0250)
Death Zone.

WS NEWS NEWS NEWS NEWS NEWS NEWS NEWS
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NAGASH

living. The Nagash model, sculpied by
. is colossal! This miniature
d instant respect into.

‘your opponen - and rightfully so, for this
s the Supreme Lord of the Undead. Full
rules for Nagash, the founding father of
the living dead, can be found in (0134)
Warhammer Armies - Und

Varag Ghoul-Chewer
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THIS MONTH'S MAN O' WAR
RELEASES
S Chae Dwarf B Feet 51699
(ot of 4 s )
06 Claon Dwaet War et $1699
i of an (Boned et o4 s 1 e
airpower the Battle Fleet box also
contains a dreaded Great Taurus

all of the Chaos Dwarf ships can be
found in (0142) Plague Fleet
BATTLE FLEET
The Chaos Dwarf Battle Fleet boxed WAR FLEET
setis a loaded with o Thunderfire  The Chaos Dwarf War Fleet boxed set

 Hull Destroyers.
Thi

for
he immense

ehty Great Taurus o swoop down
mighty steam-driven ram  and attack your foes from above.

STAFF RECRUITMENT

Gnmes Workshop is a rapidly growing company, and in order to keep
ur expansion we need to recruit additional dynamic
e tin i Custaier Support Divi

The Job

Across the United Statcs and Canada, there are increasing
numbers of new Independent Retailers that carry Games
Workshop products. As these sores expand and develop, we

want to provide them and their customers with more
information about upcoming products, gaming leagues, and
many other aspects o the Games Workshop Hobby. We are
looking for enthusiastic people to help support these
Independent Retailer
promotional material and a
deally our new emplo
and exciing sppent ogpas such s Cipie Approved

Qual

‘We are looking for hard

If you think you have what it takes to fll a position with
‘Games Workshop. then you need to send a fullresume to the
address below. We are looking 10 see prior work experience
and a brief explanation of your Games Workshop and
Citadel Miniatures product knowledge. In addition we.
would like a coer ltter explaining why you wish to work
for Games Workshop.

providing _information,

in,professonally minded
[

R ol e e Wetbamay bt o
Anricn Reaes pi\m:\ Sl h Director of Sales
i rmlodgs o s (s Wostat s s Games Workshop

Minatue producs are 4 must. revioussales experince 545150 Borison Avel
Z:;::I::‘p;cm. o computer knowledge would give you 3 Baltimore, MD 21227-1072
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ORR FIELD ARTILLERY

by Jervi:

Johnson

From the bizzarre Splatta Kannon to the downright odd Shokk Attack Gun, this
article explains the background and history of these strange weapons along with
complete rules for using them in your games of Warhammer 40,000.

“Orky

“The Orks use a wide variety of strange and uniquel
antillery pieces. Howens st majority of Orks are neither
Inbénte,ox TieI}EFtiERmek o 1 B r et
advanced weapons, and so these highly technical demands arc
met by a special group of Orks called Mekaniaks. Although it
may seem very strange 1o humans, Ork Mekaniaks possess an

intuitive understanding of complex technical matters. For
xample, a Mekaniak knows how to create engines and
‘enccsos ovem thigh he bas ncrer beca tangh o do s, I
asked where his knowley ight say that
engineering and mechanics were in
Imperium’s scientists are correct then this would be almost
literally true! If appears that bound up within an Ork's genetic
structure are artificial DNA sirands which carry knowl
Possibly these DNA strands were implanted into the Ork
‘metabolism by the Brain Boyz to enable the Orks to survive
‘without their masters. As an Ork matures any latent knowled
inherent in hs geneti starts to make itself felt, and
S i mociy o e R i

ige comes from he m
his blood. If the

Ork Mokaniaks make  wide vy of cxte il artler
inging from the bizarre Splatt
b odd

where the action is. The only exception is the Shokk Attack
Gun, which is so complicated to use that only the Mckaniak
that invented it can get it to work! The weapons are used to
support Ork attacks by providing covering firc or disrupting
enemy defences. When the Orks are. nove they hitch
any fied atillery pieces to the back of their vehicles and tow
them along behind.

1f the arilery picce ever comes under enemy fire the weapon
is considered to be a separate target from the crew. At short

as the target. At long 1
the weapon and any crew

 any shots are randomised betwieen
sembers

Hits on the crew are resolved using the normal shooting rules.
1 the crew is ever reduced 1o half strength or less then the
weapon can only be fired on a D6 roll of 4, 5 or 6, and if al the
crew are siain the weapon may not be fired atall. If the weapon
s it s considered to have an armour value of 10.as if it were.
a vehicle. If the armour is penctrated then the weapon is
destroyed and the crew slain or injured in the resulting
explosion.




ORK FIELD ARTILLERY

mave the field artlley picce up 1o 2" per tum by

while the Gretchin crew ride along in the vehi
the weapon itself. Obviously this doesn't apply 1o the Shokk

behind it — or at least not with out the

. including

All Ork vehicles can tow Ork feld artllery pie
Wartraks. The arllry pi

a vehicle provided both are stationary and within 17 of each

other at the end of the movement phase. At least one of the

Wespon's cew st be pracat o ich th weapon & he

icle. Once the weapon is hitched 1o the vehicle it and its

erew must move around with the vehicle

Ifthe vehicle is attacked there i a chance thatthe field artilery
piec wil b i nicad of e vebile. At shot rnge the
 can choose to cither target the field antilery picce or

the vehicle. At long range any his are randomised between the
weapon or the vehicle. | apon s hit it s destroyed i the
attack beats its armour value of 10, as described above. The

is towing i,

“The weapon can be unhitched and set up within I of a tow
vehicle by simply reversing the procedure described above (i,
the vehicle must be stationary at the
phase and at least one crewman must be
the weapon)

tch

d of the movem:

available to unt

However, i safe,prdictable but rbersw method of
a weapor ally scomed by Orks, who far
et unhxlrh heir 114 artillry withoutsiopping the

le first! To use this altemative method, at any
point durm- the vehicle’s movement a crewman leans over the
rear and gives the coupling an almighty whack! The coupling
flies out and the weapon bounces D6" in 3 random direction
and comes t0 a hlt facing in a random direction.

I the weapon collides with anything work out collision
damage as detaled in the vehicle rules. Ork ficld atillery has
the same ram values as a bike (ie, S5, -2 save modifier, D4
damage). After the weapon has been released any crew must

twith

Strength equal to the vehicle’s speed minus 10.

An Ork army may spend up 1o 50% of is tota points on fickd

artilery and other support cquipmen or alies.

SPLATTA KANNON: The Ork army must contain at least
k and one Runtherd in order to have any Splatta

Each costs 60 points which includes the cost of its

crew of 2 unarmed Greichin

SHOKK ATTACK GUN: The Shokk Attack Gun costs 25

point but may oly be boughtfora Mekanak. In ddition. you

st 1 by he s o S pintspe base of Sl

and a Runtherd to keep the Snotling: ol

under
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SNAKEBITE MOB

SNAKEBITE NOB.

O O,

Snakebite  back-
banners depict a
beast totem, usually
something ferocious
such as a snake or
boar. Al the Orks in
a mob have the
same totem but each
of their banners
displays it in a
differént way. This
means that_every
Snakebite has a
unique banner.

wor



ORK FIELD ARTILLERY

‘The Splatta Kannon is an ingenious artilery piece that fires a  misfre on the dice rollfor the first shot - rolling a misfire on
specil splata shell, named sfe the iegular way tha any subsequent bounce has no other effect than to end the
avels across the. . The shel comists of 8 seveal  hell's moement.

e e kg S Mg i Sl s
i a large metal ball. The inital shot only fires the fist rocket,
and the remaining rockets are fired one after the other by the.
timed fuse.

SPLATTA KANNON
MISFIRE TABLE

The Splatta Kannon explodes.

Once the rocket el is fird he ball and chain becomes
whirling g inits path u
ground the metal ball s catapulted in a new direction by the Gy vk Rhacks of ol ut
st ket o s, plling he el ko e i o more and a hole in the ground and a cloud of

ew B ack sk, The Splaan Kamo s destreyed and
ofthe haphazard way in which the shell ~mAL~lM round the erew slain or injured. Remove the.
splatta shell proceeds across the batlefild like a firecracker, 36 MAYNOT
Jomping ths way and that, scatein troops in s et path,

" A minor fault prevents the
Splatta Kannon shooting this turn. Perhaps the fuse is
not set properly or maybe the crew mishandle the
loading procedure. The Splatta Kannon is unharmed
‘and may shoot as normal next tum.

‘The Splatta Kannon i fired in the Ork shooting phase along
with other ranged weapons. Pivot the gun on the spot so that it
i oitn in e dirctionyouwih t0 oot To e he
first ol the Artilrydic (arked . 4,6, 10and misirey IF
700 oll it somching e goue wrong - ol 2 D6
 consult the Misfire Table below. If you roll a number on
the Ariilery dice then add 20 to the score on the dice to find
the distance in inches that the splatta shell travels before it

sukes e ground. Forcxample, i you rolled .2 onthe SPLATTA KANNON DIAGRAM

Arillrydice then the sl would 20 3420
e -
e hll vl ity forward the s i or Q)

i writon s o o b ’ .
target in the splatta shell’s path is avtomatically hit and TR0 gouNce (@) ™\, Dstance: &
ains a S6 hit with a -2 saving throw modifier, which will tance: 10° et

inflict D4 wounds.

FOURTH AND
FINAL BOUNCE

Otsaces e defned a0 ‘ting i voukd v o ol

i
iy e st | () =

and the obstacle

it before the shell bounces off agai

Once the splata shell has hit a target or struck the ground it

c the ground again. Note that nothing
is added to the dice roll on the second and any subsequent

ma sHor
Distance: 26

struck the ground or

target then it changes direetion again.

‘The shell continues to bounce across the table in this way until °
it cither leaves a table edge or a misfire s rolled on the
Atilery dice. If you roll a misfire on the Artillery dic then

the rocket has run out of fuel and the splatta shell comes to
est. Note that you only roll on the Misfire Table if you roll

St Long  Tot Tohit

Range Range Shon  Long  SUenOtt

Spocil s




The Snakebite Runtherds train-up Gretchin to operate the
devastating Splatta Kannon, sometimes rading their best
Gretchin for new and deadly machines from the Mekboyz.
rks are far too impatient to operate field arillery
themselves, and are keen to be on the front-line where the
el action s rather than skalking a th back withthe rutz

SPLATTA KANNON AND GRETCHIN CREW

1AAARAAAAAAAAAAI DEATHSRULLS aA23a0aaaAA0aAk1

‘The Deathskull
clan are experts
at patching
together bits of
batlefield loot
o create

Syl si sltwith tho By drossed il
manner of looted clobber. Each mob has two
distinctive characteristics: one is the
e i
the other is the blue f




ORK FIELD ARTILLERY

The Shokk Attack Gun must be one of the most bizarre
weapons the Mekboyz have ever invented. It projects a force

ind the exit look like small spinning black holes in
the ir. The 1o holes are connected by a tunnel through wa

space, and it i possible for living creatures (0 travel down the
o from th cnrance bole snd leave i a the €k ot

Unfortunately it s not unknown for the field to fail resulting in
an unpleasant death for those inside the tunnel as it implodes.
Even if the field does maintain its integrity the journey
through the tunnel is extremely frightening, for the travellers

The Shokk Attack Gun can only be fired if the operator
= . ding:

are allowed 1o move, however). In order to fire the Shokk

sent down the
or the momen. Ther # o i o the aumber of Snoln
¢ the tunnel in a s d the enire
e if desired.

Next, the player must indicate the point where he wants the
t0 appear. Shokk Attack Guns have unlimited
tabletop range, but the aiming point must be visible 1o the

Snotli

are sides by the horrific
that live in the warp. Orks are not exactly afraid of daemonic
ereatures (at least they wouldn’t admit it) but find them
disgusting, repellent and definitely un-Orky in the nas
possible way

No Ok in b  Shokk Atiack Gun
tunnel. and even Madboyz instinctively avoid them. Gretchin.

right mind would go

intelligence and aren’t frightened of anything unti they arc
exposed o it — by which time it is far too lat.

By the time that the Snotlings reach the tunnel's exit hole they
are so frenzied with terror by wha th
journey that they shoot out like a pack of frigt
scratching, biting and clawing at ¢ e

Because of an extraordinary (and quite foruitous) condensi
effect the Snotlings will appear inside vehicles, support
‘weapons, buildings, Dreadnoughts and Terminator suits,
rather than around them, causing the maximum surprise to
those affected. case of other troops the Snotlings just
diopautof th thyandstac o nears cnmy. clawing and
howling for all they are wor

The Shokk Atack Gunis carried by » Mekboy moel
therd and ah

o several bases of Snotling e Mekboy, Runtherd

and Snotling herd are all bought separately from the

appropriate sections of the Ork army list, but e formed into a

single special it at the sar of the batle. The normal it
i 1o the Shokk

Although the Snotlings are treated as partof the Shokk Attack
Gun unit, they are not worth any victory points 10 the
opposing player if they are climinated. Victory points are
amed as normal for illing the Mekaniak or Runtherd.

St Long ToWt Tomt
Range Range Sho  Lg Stendth Damage

the Arillery i, The St dic i the .n\c marked with
es and the word HIT o

7o & HIT th cxit poin i on e, 50 b

e 1 you el an rrow the tempite veces n the drecion

shown on the

armows on four side:

The Aillerydioe s mcked 2. 4,6.8. 10 s i I you

¢ wrong — roll a D6 and

Once the point wh .
koo, they shout outof th vaumel 0wt the tarpet. Any
model that is touched by the template will be a

Snotlings. The effect of the demented Snotlin;
dropping onto their
Gun chars below. Refer o the appropriate chart for the
ol wcs o e tble o acs Sathg b st i

used fo

would be made for each model affected by

Note that you do nor make separat rolls for exposed models
i bunkers, as the effect of the shokk attack on
d bunker charts

themselves. However, models standing on top of a bunker.
o ae covered by the 2*burst

removed from play as casualtics, no matter what the resulls of
the attack. This happens even if the Shokk Attack Gun failed
all  the terrified Snotlings huddle into
compact gibbering mass and will take no further part in the.
battle while they recover from ther nightmare ordeal.




ORK FIELD ARTILLERY

SHOKK ATTACK GUN
MISFIRE TABLE (D6)

12 DESTROYED. The Shokk Attack Gun starts
belching smoke and then explodes. All the
Snotlings sent into the tunnel are lost, and the
Mekboy operating the gun is also slain.

36 MAYNOT SH(

VEHICLE
SHOKK ATTACK GUN CHART (D6)

1 The ocring s jammed with

00T. A

Shokk Attack Gun shooting this turn
Unfortunately the Snotlings sent into the warp
this turn are lost. The Shokk Attack Gun is
unharmed and may shoot as normal next tum.

DREADNOUGHT, ROBOT,
WRAITHGUARD AND TERMINATOR
SHOKK ATTACK GUN CHART (D6)
1 Do o e amourd st s e wih siming
‘Snodings,redcing movement 1 hlf norl i

2 One randomly selected weapon is now infested with
modings and rendered compltely usclss.

38 Snotings materalise insde the body of th unfortsnate
occupant of the sui... s horble way o dic. The model
hals, standing ominously upright and slen, and docs
s e remainde of the game

6 Moo s gy e e by g
Seming? .  ppet e sl T ot

e
ave any wespons then 1ol s resul.

34 Frensied Snotlings stsck the crew, clawing and biting
e e ks ot e e
v o o s | wound.

5 The vehicle's power soppy s saddenly

oquin " b
be- m.mmmnm may camy on moving and

6 Awrtchodlhe Snoting, gibering in abject
he o

ipped apar by frcuzied S
el e or e et of e g

SUPPORT WEAPON
SHOKK ATTACK GUN CHART (D6)

=

and ictory poins, bt the Solings arugele and s
S e poe ey ik e ont cami £ o

e suppor wespon. Evry ime the weapon fies fom sow
on il s D6, On 4 roll o 1, 2, or 3 the weapon ex

iscithr destroyed
orlesvesthe abe logeter

the suppo immedisiely. The
Support wcapon o desrosed and the crew citer i or
injured. Remove the support weapon model and all the

FOOT TROOPS
SHOKK ATTACK GUN CHART (D6)

1 o Sotings and n o e he okl nd e stk s

25

BUNKER
SHOKK ATTACK GUN CHART (D6)

1 One model in the bunker i overwhelmed and Killed by =

g ol ey worh Ay ol it Dunm o

or Grtchin takes | wous 25 Exch
ooy o st make bis basic saving o o slfer | wousd.
6 Snotlings mateisise inside the body of the vitim.. 3 .

orrible way to die. The model s Killd no mater how
many wounds t s, and with o saving throw allowed.




Snakaitesuse technolgy only reucantly and always e

SNAKEBITE BOARBOYZ

by Jervis Johnson and Lindsey D le Doux Paton

Unlike other Orks, Snakebites often ride into battle on the backs of ferocious warboars. In
this article, Jervis describes the full rules for using these se devastating cavary in your
Warhammer 40,000 battles.

i, ik sl the s of 8 domg-benp. Alhough

Ok values. Thypresve some pracuces e e e
e, 0 iaceia bandomca aed s corisin sapoes of
recently developed technology. Probably the best example of
this is their preference for rding into battle mounted on the
back of a ferocious warboar!

P, baggs and ater ‘contraptions, many Orks
profe the good old warboar wih ts familas sact and
unpredictable violent temper.

‘The best boars are selected by the Meks and Painboyz and
tumed into a strange am: known
s a cyboar. Basic ‘improvements” o the boar usually involve

‘The Snakebites have a long tradition of boar riding and make
by far the best Boarboyz,
for their immense si

‘and vicious behaviour. For as long as

. the fitment of a
mmhmed nmng saddle and body carapace, and the back legs

of the warror Ork. It is a fierce and stubborn beast. with sharp

ora roller. However
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SNAKEBITE BOARBOY

asananimianannay
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NOBZ BANNERS EXAMPLES OF BOYZ BANNERS
MAAMMAAAAAAAAAAMAAMAAAAAAAMAAAAAAAAAAAAAAAAAAAAA]

SNAKEBITE BOARBOY SNAKEBITE NOB ON CYBOAR




SNAKEBITE BOARBOYZ

batton itid ino the cybonrs saddle, whih injct a
led amount of chemicals into the creature’s system
temporary burst it e ot ol
e iy mpovmmon b ok, whic
‘makes them almost indistinguishabl warboar
until they suddenly starting foﬁmmg at e mowth nd them

Cyboar Chemical Injection. Cyboars are cquipped with a
‘cunning device that injects a controlled amount of chemicals
ino the creatre's sysem 10 prodce 8 tmporary burst of
extra speed and ferocity. Cyboar i se this mixture
o o Th g ay Gl ot o e g
the large red button that injects the chemicals at any time,

ired. Movement is

SPECIAL RULES
Bcpt where cberwie® mncd the following special rules
‘apply to both

Cavalry. Boarboyz are cxulry as described in the

asingle model.
Save. Ordinarily cavalry have a +1 saving bonus to take
account of the mount. Hor yboar is such a
stbborn brute that injuries ‘madder! To represent
s am Ok Bourhoy s .2 sving e e

Leadership. Warboars and cyboars are far harder o control
than horses and the rider spends much of his ime kecping his
unwilling mount subdued. This means that a unit of Boarboyz

‘opponent’s tum if desi
D6+t

immediately increased by D6+4 inches and attacks by D4 for

ifthe Boarboy is charging or running.

Warboars. Any Snakebitccharacier,or all o the moel i a

Snakbite Boy? or Nobz mob. may

acost of +6 poias per model,

Cyboars. Any Snakebite charace, or al of the models in a

Snakbite Boyz or Nobz mob. may be mounted on cyboars
ponts per model

their Leadership incur this penalty.
Charge Bonus. A charging warboar or cyboar is a bad-
tempered mound of bloody-minded muscle and bone with

pointy sk “The impact of

charges he receives a +2 combat result moifierinstead of the
normal +1.
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Every Games Workshop store carries the complete range of Games Workshop

games and Citadel Miniatures and our friendly staff will be more than happy to
advise you on any aspect of the Games Workshop Hobby.

VANCOUVER HARBOR
RS

B

VANCOUVER
CANADA
8 WATER STREET
VANCOUVER
BRITISH COLUMBIA V6B 1A5
Telephone: (604) 685-8823
M-SAT. 11:00-7:00 SUN. 12:00-6:00
Game Night Wed.-Sat.

OCEAN CITY
MARYLAND
OYSTER BAY SHOPPING CTR.
11613 COASTAL HWY. SUITE 13
Yelephnm (410) Frh
Oen’ daye s week fronghout he
‘Summer. Call for business hours.

have to do is come along and play

TORONTO
CANADA
331 QUEEN STREET

Telephone: (416) 595-1159
M-SUN. 10:007:00
Game Night-Every Night

ARLINGTON BLVD,

PICKETT RD.
(]

Ln
T

FAIRFAX, VIRGINIA

Telephone: (703) 503-9284
M-Tues. 11:30-7:30 W 11:30-10:00
Th-Fri. 11:30-7:30 Safl. 11:00-8:00

Sun. 11:00-6:00
Game Night-Wed




WHAT IS THE
GAMES WORKSHOP HOBBY?

Mighty armies clash on the fields of battle in a war torn fantasy world while in the
nightmare future of the 41st Millennium, mankind teeters on the brink of extinction.
Whether it is the clash of swords or the blistering flash of laser beams, the Games
‘Workshop Hobby puts the action onto the tabletop, and you are in command!

A WORLD IN A BOX

“The hobby starts when you open up on
packed full of miniatures and containing all the rules,
templates, dice, and everything else you'll need 1o fight your
first batte. Any flatsurface becomes the battefield where you
and your opponent march and maneuver with vast armies of
Citadel Miniatures in a challenging test of skill and tactcs, but
the hobby doesn't end there.

EXPAND YOUR FORCES

STUNNING GAMING TERRAIN

but you'll soon want to add hills, woods, rivers, and other
features to vary your battlefields and add new tactical
challenges.
Making gaming scenery is a cross between model making and
‘modelling and involves the use of cheap and freely
iystyrene, glue, and bits of scrap
“The Games Workshop Hobby is more than just playing
‘games,it opens whole new worlds of fun and excitement

HOW DO | GET INVOLVED?

“The absolute best way for you and your friends to leam more
about the Games Warkshop Hobby is to stop by a Games
Workshop or a Chapter Approved store. Not only can you find
everything you'll need for the gaming hobby. but much more
besides. Each month Games Workshops and Chapter
Approved stores run special gaming and miniature painting

camplee listing of al
the stores carrying Games Workshop merchandise throughout
there are no store locations in

battle is just the
start of the Games Workshop Hobby. As your experience
‘erows you'll want to add new troop types, bigger and better
war machines, and even magic items and psionics (0 your
expanding forces.

BRILLIANTLY PAINTED MINIATURES

thing brings a tabletop
bautlefield to life like a

learn techniques, like
drybrushing or applying
washes, you'll

an army to be proud of.

your area, the Games Workshop Mail Order Service can

provide y
all of the latest games and Citadel Miniatures.

SPECIAL OFFER
Hobby Pack, which includes  fullcoorcatalog. alist
ofal the shops i the United States and Canada tht stock Games
‘Workshop prodact, andafee plastic Space Marine model, mai tis
specal coupon 1 he addessbelow:
Name:
Address:

City: St R i

3431.C Benson Av
Baltimore, MD 21227-1072

Ofe e o 1 Hobby Pack pr reqest




WAREAMMER

L\ —lc— o

SUPREME LORD OF THE UNDEAD

NAGASH

Nagash is the most
powerful of all the lords
of the Undead. Although
once human, Nagash’s
long study of Dark Magic
and his exposure to the
effects of warpstone have
transformed him into a
creature more akin to a
daemon than any living
being. Standing well over
15 feet tall, Nagash wields
Mortis - the blade of
Death in one hand, and
the awesome Staff of
Power in the other. When
Nagash leads his forces to
battle his foes quake in = . -
terror at the sight of his vile visage and gag upon the sickly
sweet scent of death that surrounds him.

BAMES
i it © Comes o 2 WORKS 9))




SPACE

QUESTIONS AND ANSWERS 2

By Mark Watts

How can your Titans survive the fire of the deadly Squat Cyclops? Do you have to place
barrage templates directly over enemy models? Exactly how does an Ork Dragster’s

Deflektor sl

ld work? These are just a few of the areas explored by Mark in this follow-up

to his recent articles in White Dwarf.

THE IMPERIUM
Can Thunderhawk Gunships enter the board from any
table edge?

No. They must always measure their first move on the board
from the Space Marine player's baseline.

Can Thunderhawk Gunships land on their first turn on the
board?
Yes, but once they have landed and disembarked any infantry

they were transporting they can’t take off again until the
following turm’s movement phase.

A Squat army assaults an Ork town.

Can Thunderhawk Gunships fly at cither high or low
itude?

Neither. They fly at what could be called a medium range and.

So don't receive any of the normal modifiers associated with

ither high or low altitude. Remember, however, that because

of their speed they can only be shot at by units on first fire

orders

Can a Basilisk with first fire orders fire barrages at an
‘enemy model that charged it?

No, barrage weapons cannot be used against opponents in
close combat. This rule also applics to other artillery picces.
and barrage weapons whichever army they belong t0.




SPACE MARINE QUESTIONS AND ANSWERS 2

ORKS

Is there any situation in which an Ork player can take
re clan card?

Yes. Although i's unlikely 1o happen very often (most players.
port and Special cards o use any

assembld. These new clans are simply e to the ociinal
clans of the same type to form larger mobs. This process can
be repeated indefinitely so long as the poinis are available.

If you buy additional sets of six clan cards are you then
entitled to more than one Warlord special card?

N
Warbosses there can only ever be one Warlord. This follows.
the Ork tradition that “might i right”, and that i s only the
st and most cusning of Ork whorse rough the
‘command structure to take charge of the entir

50 applic 0 the Ghazghhull Thraka Special Cad which 1o
included in an army instead of, not as well as, the Ork Warlord

‘You may notinclude both!

can't fire that turn and the accumulated energy is flared off,
sending a bright sheet of power into the sky.

This leads into the second question asked by a lot of Ork
players

Once you've bought the Renegade Mekbayz Special card

single mob obeying the normal formation rules — ie staying
at least one other — and are given order
‘counters subject t0 the normal Ork command rule.

How do you stop the Weirdboy Battletower being
destroyed before you get a chance (o use t?

'y weapor
be will 20 t0 great lengths 10 destroy it before it can do him
much harm. Afer all if the Weirdboy Batlctower can draw
offcaoush points ofpychic cnergy i i qiecapale of
vaporising even a mighty Warlord Titan. One way to

your Batksower i (3 saround  with» bodygoad of wocpe

off close combat attacks. The best method s simply to keep it
out of the enemy’s line of sight unil it fies.

Puter defences can il deployin i witinte el
safety of a Mekboy Dragster’s Deflektor shield or
Kosomiuing i withsome M boy repair cards in order to
toughen it up. Despite most defensive measures, a the end of
the day if your opponent wants to destroy it badly enough he
probably will. What you have to remember is that while he's
‘concentrating his cfforts on thi single vehicie the rest of your
‘army will be reaping the rewards from his reduced fire.

Can you combine or overlap more than one Mekboy
Dragster’s Deflektor shield?

No. However, there is nothing o stop you placing two

H
many vehicles does this apply to and are bikes and war
tmgg’n included?

ik 6 Space Mk o squaleos i comidee o
cousie of wp o v veiccn. Thi e '

peeifsing d Bresibes camnot be given o Batlewagons
belonging (0 an Evil there are in effect six
e, s o Do e A i

it doesn’t become part of a larger mob. :lmady ‘comsaing
Batlewage in order to simplify things and prevent
coafusion duing the game 83 you ey and work out which

way through 3 e phase.
Bikes are not treated as squadrons although war buggies arc.

abike mob s the Squig Fuel Injector.

‘This has been used to great effect i the following exampl.

Does the Weirdboy pov
start of the game or do you have to wait until turn two?

? drawn
from the surrounding Orks in the end phase of tur one and
released in the combat phase of tm two. As the Battietower
isn’t counted as a command unit, exactly when the power is
relcased depends on whether the Battletower is given first s
or advance orders in turn two. If it is given a charge order

b deployedin such 2 way s o cimis the prvection
en by the Deflektor shields. Wisely, the Boyz stands have




oo i shoukd anyshos peneire e shikds o o i
st be destroyed. Also (0 this end the N

ang g T R thaows Do s R

keeping within the chain of command, half the

Nobz will survive if one Dragsteris destroyed.

SPACE MARINE QUESTIONS AND ANSWERS 2

BARRAGES
 building are covered by a barrage

A barrage template that even partly covers ey
m!lsmhuunnomul discounting cover modifiers. If

IF troop stands within

Can any and shoot

directly at the Dragster?

es. The Imperia Mole Morar and the Edar Vibr-cannon
‘and Tremor cannons arc all able 10 bypass the shield. The Mole:

Mortar uses a tunnelling torpedo which explodes underncath

round that literally shake the target to pieces. The warp

‘momaticallydesiyig thetagt i hisona ol of 3. The
b w.n.o... but equally destructive — annihilating
anything under s template. Even the Orks themsel
Capablaofpeneiring o Deagie's abicd wih oo of
deranged Snotings fird by inaccurate Mekboy Shokk Attack
guns.

Dragster occur?

‘The reflection of any shots that ful to penetrat the Deflekior
i Inthe di

W {pecaiCan B Cheos Beastmen

below the Dragster is being shot at by a Shadow Sword's
volcano cannon. The shot travels 80cm before striking the
shicld and being deflected. At this point the satter dice is

dircction shown by the arrow. With a range of 100¢m, this
oleano cannon shot will wavel a further 20em afie ts

e

( )mmn«m ;/‘ Encmy shot rebounding.
Can Wave Serpents or Silver Towers with their
impenetrable shields move through, or push back, a
Dragster Deflektor shield?

No. Wi ovo uch vk’ sieds come o comac ey
remain gether wi

B o e W

In this example a barrage from an Imperial Guard Basilisk
batcry o coverig the building. Two Dacmoncts and
Chaos. are deployed inside.

’lbchuldmglzhsnhuuﬂmnﬂnnk:s:nngﬂmm
ontwo dnoe in order 10 avoid destruction (the standard 4+
%

ol ar made for thesands ader the templete. The &

syer needs 10 roll 2 6 1 hit each one (the normal 4+ being
‘moified by -2 for the cover of the building) and manages to
et one of the Basilisk modifics a target’s
save by -2 and 50 the Chaos player needs a 6 o save which he:
fails 10 get. The barrage kills one stand of Dacmonetes.

‘When firing a barrage weapon do you have to centre the
template over a model?

N
‘model, preferably covering as many as possible in order to
cause the maximum amount of damage.

Qlywmphn*uqﬂn:sﬁldfmtkm

b e Mulnple ity m= Behemoth cannon,
and the

Colossus" plasma missiles cannot be.
hn:gemﬂ:lﬂmphmdmamwofmy

shape and
the one before it and does not overlap any other templte.
Conyon im b IRBlag e tn ech « way
that it covers an enemy stand already engaged in

No. The basic i rle ity cam ever it cloe
‘combat stil applies. Although in game terms the models are
SR D Ve st e W i et

pass through
it T s ity
or shield.

combat moving it impossible o single out the cnemy for
purposes of firing.




SPACE MARINE QUESTIONS AND ANSWERS 2

SQUATS

Can an Overlord Armoured Airship be pinned in close
combat?
No. Although both Doomwings and Firelords can attack one in
close combat a cither low or high level, nothing is capable of
pinning an Overlord Airship as it can simply drift over, under
and around s opponent when it moves. The same rule s
equally true for the Doomwings and Firclord, although in their
case i's because they're simply (00 fast 0 pin.

"?ﬁ"”

Although not strictly a question, we've had a few letters
, . 4 Crdogst

The reality of the situation is quie different. If you look at the
firing procedure closely you begin (0 realise just how hard tis
the firstplace. Because the Hellfury cannon

t line from the direction it's facing, any
ho moves second during that turn can simply step

ou can’t gt out of the way completely

ildings and woods as cover for your Titans

as L explained in White Dwarf 173,

Secondly. it still has a one i six chance of missing you, a

factor greatly increased by Eldar Titans with their holofields
the faster th

t with more than five active

shiclds is completely safe from the destructive power of the

Hellfury Cannon as the beam will automatically fail an

overload roll and shutdown.

Finaly s any Ok plyer will ks, Gargos e ccslent
o even a sl of 6 anany oe ocation

Hellfury Cannon can destroy a Titan so casily.
A first glance it is always casy n

fires. So now that your e v gl bcn st 0t You
sk

unfair Doomsday weapon dcﬂpn:d o il of all your T

woz2

clops before it

e R




Miniatures suppled unpainisd Minaturos dosoned by Gary Morisy

+*0RCLAND RAIDERS~

Orcs have been playing Blood Bowi since [ o0 oS
the game began. They just love the | THE COMPLETE ORCLAND
mayhem and treat every game as an

excuse for a good brawl.

This approach has also made them very
successful. The Orcland Raiders were
the first-ever winners of the Blood Bowl
Open Championship, and this famous
team is rightly feared across the Old
World for its ferocity and power.
o Their aggressive and violent approach to
the game has often been mimicked but rarely
bettered, and the team are sure-fire candidates to
walk away with the coveted Blood Bowl Open
Championship trophy for a second time.

nster sheet to
your team with
s,

Games Worsp, e s Wonsrp g, B Bt
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INDEPENDENT RETAILERS

Chapter Approved Independent Retailers have in-store gaming where you and your
friends can go and play your favorite Games Workshop games. They carry all the latest
releases, including new miniature previews, run gaming leagues, tournaments and
special monthly events. Chapter Approved Retailers also have friendly knowledgeable
staff who'll be happy to give advice on any aspect of the Games Workshop hobby —
from strategy to miniature painting! Call these stores for up to date event information.

DRAGON'’S LAIR
616 W. 34th Street Austin, TX 78705-1203

vy Tcsday it Ganms Workshop Minitures Night
‘open gaming from 7p.m. unil 7.
August 6th — Come. .‘m double blind Space Hulk

3th — Bring your army and join in the fun-filled
of a Warhammer 40,
August 20th - Stop by and compete in Space Marine, the.
epic-scaled game of battks in the 415t Millennium.
August 27th — Witness the clashing of swords at the
Warhammer Fantasy Battle Demonsiration.
September 3rd - Visit the Dragon’s Lair and take advantage
of their Anniversary Sal.

WONDERWORLD BOOKS
455 SW 1520d Street Burien, WA 98166
(206) 4330279

August 6th - League meeting for Warhammer Fantasy
Battle and Warhammer 40,000. Ask for details in
signing up for the League.
Angast 13tk - Open s for Warhammer Fantae
Battle and Man 0" W
August 20th ng\lc ‘gaming for Warhammer Fantasy
Battle. Ask for detals in signing up for the League.
August 315t~ Open tables for Warhammer 40,000,

A chalngin game of Mo 0" Warat Worderword Boks
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Slaanesh Hellships are graceful, sinuous ships painted in i

'SLAANESH HELLSHIP

tricate patterns and

radiant colours. Their vast silk sails glisten and glimmer as they softly shift with the
wind, and a halo of pale pastel light glows around them.

The superstructure of a Hells!
domed palace, lluminated from within by a gentle glow

s of colour radiate from its core, stabbing out across.
the waves from arched portals draped in heavy silks.
Ships touched by the shafts of light are bathed in a
glowing corona that is bewitching to look upon.

p resembles a great

Closer to the Hellship, plumes of brightly coloured
incense billow from an aperture at the peak of the dome,
and slide down the sides of the vessel in heady, rolling
clouds that settle on the surface of the water.

Thus masked from sight, only the entrancing strains of
bizarre melodies and the cestatic screams of the crew
reveal the Hellship’s presence, the noise beckoning
insidiously to the crews of ships that venture too near.

MOVEMENT

A Slaanesh Hellship is a sailing ship, and all of the rules
governing sailing ships apply. It has a standard

ovement rate of 9" whether the wind is coming from
abeam or astern.

RADIANCE OF SLAANESH

‘The Radiance of Slaanesh is a beam of purple light that
‘may be targeted at one ship per turn. It has a range of

uses the normal range ruler, and may be fired in any
direction. It is used after the ship has moved, just like
any other ranged weapon attack.

Roll on the following table for each crew counter on the

target vessel to see if

Score needed to Entrance Crew
4

itis entranced.

o o)
Medium (3-6") Sor6
Long (697) 6
Any crew counters that become entranced fall upon
their revmates in  deliousKiling frenzy. ¥
fight a boarding action bet crew that have
gone over to Slaanesh and o et sl

The Chaos player rolls a diceand adds +
for each entranced crew co e
AT e e
that remained loyal. The fight s to the death, and results
i cither the traitors being kil the ship remaining
with ts parent flcet, or the loval crew dead and the ship
becoming part of the Plagueflect
Even though conrol of th ship passes Lo the Chaos
player when all of a ship’s loyal crew is killed, the
Fatorsremai i an uncsetrolable frenzy. The Chaos
player has no control over the crew’s actions and the
ship is treated like a captured vessel, ie. may not move.
or fire. However, i th Hellsip that made the atack
comes within 2", the crew swim over to it and climb
anboard - lace the crew on the Fllsip'stemplate

If the enemy player attempts to re-capture his ship, the
traitors get a +1 to the dice roll as they fight to keep.
control of the vessel. However, they are too frenzied to
operate any cannon the ship might have and may not
fire grapeshot at their opponents as they climb aboard.




JEAVY METAL
SLAANESH FLEET

HELLSHIP HELLRAMMER
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HELLSLICER

A CHAOS ARMADA CLASHES WITH AN ORC FLEET.




SLAANESH WARSHIPS.

INCENSE OF SLAANESH

Any ship that closes with a Hellship is quickly
enveloped by cloying, scented clou

s soon as any ship touches a Hellship, roll a dice for

Crew counter and place it o the Hellshig's template
‘These men have succumbed to the mind-altering effects

MAXIMUM CREW LEVELS

A Hallip may have up 04 additonal cvew countem
during.a batle,aslong a tis docsn't take

o e row ik e wale 3 o oyt
have already made it These extra crew counters start as
‘Chaos Cultsts (sec the Chaos Creues section of the Plague
Fleet rulebook), but may increase in skill during the
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SLAANESH WARSHIPS

' SLAANESH HELLRAMMER

Slaanesh Hellrammers are lithe, low ships armed with a huge iron spike to pierce their

enemies’ hulls. Little adorns their

decks as needless ‘would

only slow them down.

Besdes he feasome ocking spike, which darsthe

massive rams of o 1s, a single

projects from ‘Soch Fellacumer's bow, fring on e
as the ship approaches.

MOVEMENT

Under sail, a Hellrammer can move 9” with the wind
behind it and 6" with the wind abeam.

Under oars, a Hellrammer can move 6”. It can use 3” of
this movement allowance to make a single tur of up to
90° on the spot, or use ll §” to

the spot. Alternatively, it may make

BOARDING ACTIONS
Whenever a Hellrammer comes into contact with an
azed Slaanesh Cultists onboard must
fighta boarding action to the death against it.
For their first dice roll in the boarding action,
Colists gain an additional +2 bonus because of the

The incensed followers of Slaanesh will never give up.
WM\ukheCulmlswuulnszmdnw they will keep on

or died trying; the defender never has the option of

directly backwards.

RAMMING
A Hellrammer may make a ram attack by moving straight

m attack, a Hellrammer's iron spike hits a random low
area anthe targe sip awith o seving hrow, ther than
using the normal ramming damage ta

CREW AND CHAOS
REWARDS
A 5 cvewed by Chatn aos
Crews section of the P'lague Fleet rulebook for more

details, A Hellrammer may only be given Chaos
Rewards of
the Plague Fleet

rulebook for more defails.



SLAANESH WARSHIPS

'SLAANESH HELLSLICER

Slaanesh Hellslicers are strange ships to behold. They are basically Wargalleys, but
have huge scythe blades mounted on the top of strong masts. As a Hellslicer
approaches a target, the blades begin to rotate. As they gather speed, the huge knives
merge into a deadly, glittering arc, and make an eerie keening sigh as they slice
through the air.

MOVEMENT ‘The blades are a 2 dice attack. If one dice misses, roll

‘once on the following table: if both miss, rolltwice.
A Hellslicer can move under oars only.

A Helllice con move .t can se 5o s movement Roll Result

allowance single turn of up to 90° on the spot, 1 The Helislicer explodes as the blades’ gearing
P el single 160° turn on the spot ruptures. Any ships within 3" of the Hellslicer
Alternatively, it may make a single move of 3° directly take one low area hit at -1 to their saving roll.
backwards. Place a debris marker where the Hellslicer was.

The scythe blades grind to a spectacular halt.

COMBAT Place 3 damage merker on the Scythe Blades

ocation of the Helldicer's emplate

Th whiing bladso th Hollicrarlystck Ngh 35 Th sy blde el sopping thm
locations; if the enemy ship doesn’t ha e am m 'h ‘momentarily. \\\gd E Psdo"PeVVa’b‘d the
locations,th Blade paes over th top of Fiellces may cary on  usual next .

have no effect. Sail locations are pamcularly e publc
0 the Hellscer' atiack and thereore have o -

The scythe blades slam into an unex;
ofthe targe vessel: ol the attack agein, ot
this time you may try to hit a low location.

CREW AND
CHAOS
REWARDS

A Hellslicer is crewed
by Chaos Cullists; see
the Chaos Creaws section
of the Plague Fleet
rulebook for more
detals.

AHellslicer may only be

for more details.
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CANADIAN RETAILERS

There are now so many Independent
Retailers stocking Games Workshop
products that we don't have enough room
to list them all in one issue. For the first
half of our retailer list pick up a copy of
White Dwarf #174 which contains the list
for the United States from Alaska to
Minnesota. In Canada, retailers are listed
from Alberta through Ontario. In Mexico,
we now have a retailer in San Mateo.
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A CHAMPION OF KHORNE LEADS HIS CHAOS BEASTMEN INTO BATTLE




WAR MACHINES

By Rick Priestley

A Warhammer battle can easily be won or lost through the cunning or
ill-planned deployment of war machines. In this the second of an informal
1

series of al

WAR MACHINES

Warmachinesse un mpotot et of  Wahanner .
o e tabletop completely
otk vind e S

machines is Chaos though it does have Daemons by way of
compensation. My own Orc and Goblin army

throwers. Even though our Studio High EIf army has but a
p Bolt Thrower,this
known to wreak havoc on the tabletop.

Chaos Dwarf war machines.

es, Rick Priestley expounds the doctrine of might is right.

Knowing how 10 use your war machines is part of
undesanding yourarmy s 3 whole. Obviously, diferem

orts of war machines are used in different ways and cach type
s s own sirengths and weaknesses. For example, stone
throwers can be woefully inaccurate, cannons can explode,

leamning how 10 use them to your best advantage.

WHAT YOU SEE...
is what you get. The general rule in Warhammer is ~ if you
an see it you can shoot at t! Needless o say, you have 10 be

within range of your target with whatever weapon you hay
but other than this there are no complex or lengthy rules that

woss
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ihrower lobs a few shois over a
friendly Goblin unit at the Empire troops beyond.

define where troops can and cannot draw a linc of
sight to their enemy. If in doubt stoop over the
tabletop for a model’s eye view of what's going on
and you'll see instantly whether one model can
draw a bead on another. The commer

Can Shoot’ in the Shooting section of the

‘Warhammer rulebook explain al this and add 3 e Fxag
specific rules about scenery. We'll return to some
‘examples of situations where shooting is and isn't
permited later on.

he best place 10 deploy a stone thrower is on top of a hll from

where the crew can see over the heads of friendy troops. f you deploy on flat
ground then your own units in front will block your vision and prevent you
seeing the enemy army

STONE THROWERS
“The stone thrower s designed to lobits shots over the heads of
intervening troops and into the ranks of foes beyond. This is
y represents the fact
that the crews may not be able 10 see their target properly

E
E
H
5
£

the range. The crew do not have to be able t0 see the exact spot
where they are aiming, but it is necessary for them to sce that
there are enemy in the direction they are shooting. The
examples on these pages illusirate how this works.

Everyone who uses stone throwers learns how 10 judge
distances reasonably accurately. However, I know some
players are not content to rely upon skill and judgement! Such
unscrupulous types have been observed (0 shoot with bows or
some such weapon first, thercby enabling them to measure the

with their stone throwers

Example 1: It has been known for unprincipled players to
hide their stone throwers behind a hill and attempt 10 shoot
over at an enemy beyond! As the crew can sce nothing but a
massive hill in front of them they are in fact unable to shoot
and serves "em righ for deploying in such a silly position

woss

An cqually sneaky trick is to fire one of  group of several
stone throwers, guess and measure the range, and then shoot
the remaining weapons at the same target with laser-guided
accuracy. The most dubious strategy I have seen is practised
by afew shady characters who have memorised the lengths of
their forearms and hands, so that they can measure the range




An Orc sione thrower shoots over the Phocnix
Guard at a regiment of spearmen led by Teclis.

with bits o their body as they casually lean across
the table! Such behaviour may not be literally
illegal ceedingto e s bt cotrey o e

le, i, that you guess the range. A
Fasocabizpiayee ok e e
ranges before measuring. Anyone who does
otherwise is worthy of the Sneaky Git Award for
Hobgoblin Behaviour (and nobody likes a Sneaky
Gio).

ke stone throwers and the more the bette. The
more you have the more likely you are to hit
something! Another advantage of using lots of
stone thr that it makes you less vulnerable.
10 gerial attack. Remember, you can't stand and firc

‘war machine (except for some Skaven devices).

WAR MACHINES

W.%
B

an enemy regiment is lurking behind a hil in a cowardly
Jushian, As the hont St SR ot . oo e ot S
they cannot shoot in that direction and are unable o aim at the concealed

regiment.

. they are
t even though they

can't (strictly speaking) see the target unit. What the crew can s is a dense.
mass of troops, and they are choosing 10 target he back of the arms.

‘Spreading them about a bitis a good idea as it
‘means a flying enemy won't be able (o take out
e than one at once. IU’s also worthwhile
Revctag n &1k Bbwes o which you can
position o cover your stone throwers. This means
a big flying monster which lands on your stone
throwers can be shot at with the bolt throwers.

As my Rock Lobber crews are Ores or Goblins.
they always flee if charged from the ai.
Atempting to fight is suicidal and only leads o

creature which drops down from high can only
Iand on top of the war machine; it s unable to
catch a flecing crew and probably won't be able:
1o damage the machine cither. Sec White Dyarf
167 for my comments on flying monsters.

wos?
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Empire cannons pound the advancing Orc and Goblin arms;

CANNONS
‘The sight of Empire armies lined up with their cannons is
nough to send an honest Ore general green with envy! There.
isn’t much you can do when cannon balls star to bounce.
through your ranks. As with stone throwers, cannons need to
be positioned well for best effect. In fact, deployment is
everything with

« ] buuncmg through your target 10 cause the.

stopping. It i the bounce that s deadly. and you must aim o
get the cannon ball
maximum amount of dams

3.
S
an

“The “if you can see it you can shoot at true of
cannons asitis of stone throwers. Your crew have to be able to
5t e are ey in e divcion you wih o i You
can deliberately overshoot a vsible enemy unit to pl

int the roops behind, bt you can't shoo o the wid bloe
yonder just because you Know there’s an encmy character
lurking about behind a house or wood.

When it comes 1o range guessing and measuring a reasonable.
player will, of course, make all his guessing before he begins.
1o wave a tape measure about. See comments above regarding
Hobgoblin behaviour. There are some unscrupulous types
around and it pains me (o think that they have green skin just
like good honest Ores.

woss

BOLT THROWERS

Bolt throwers are straightforward war machines. A bolt
thrower throws a bolt, which is nothing but a fancy name for a
big armow. To shoot with 3 bolt thro 10 have the
target in your sights and that's it. No funny business. Of
‘course, a bolt thrower can punch a hole into the rearward ranks
and a lucky hit can make a mess of 4 steeply ranked up unt
“This s the legendary “kebab’ effect — the bane of Goblins and
Skaven who ke ok up decp for the o i
bonus. You can also use a bolt thrower to snipe at enemy
characters on big monsiers, as they are highly visible targets.
“This is covered under *Shooting at Characters” i the Heroes
and Wizards section of the Warhammer rulcbook.
‘The High EIf Repeater Bolt Thrower is 3 fine weapon which
ket p o st

ot much clse cither when
caine, Players ar often tmpred

ower you need

Some damage 10 a worthy target, but most of the time your one

mltiple shot (four shots at Strength 4) to cut down enemy
regiments before they can reach your batlelines. With a range
of 48" and High Elven Ballistic Skil,a Repeater Bolt Thrower
can inflict devastating casualties on 3 unit before it gets into
comba.

A bolt thrower shoots just like a unit of missile-armed troops.
Unlike cannons or stonethrowers, with a bolt thrower you can't

deliberately overshoot to reach a target behind the enemy’s
front lines. On the other hand a character on a monster can

the Warhammer rulcbook under ‘Shoming t Characlers: n

the Heroes and Wizards section.
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HILLS, WOODS, AND SUCH LIKE
The “Who Can Shoot” rules of the Shooting section in the
Warhammer rulebook explains how various types of scenery
affecta mo\k‘l'\mllm 0 "see’ a target. These guidelines are

tableto looks ke, Some payerspefera iy formal
Saleild wih wel definc oodland, hedges and so
on, whilst others favour looser styles of terrain. The most
spectacular battlefields of all copy the miniature realism

WAR MACHINES

sensible and it's a convention which I'd rec
players.

T'm sometimes asked to clarify the rules concerning cannon
shots regarding walls/hedges, buildings and hills in the line of
fire. If a cannon ball bounces into a wall it stops — a model

layous,
sculptured s and cliff, carefully modelled streams which
i scre e palefied,sod woudlnds complte wi
undergrowth, fallen trees and other entertinin;

Anyway — because of this variation we find it necessary to
dopt 3 e smple rules tha help 10 clarify situations where
you might reasonably be expected (o sce (or not see) a target.
For xample, it i hvaysassumed tht woods mor han 2
decp are “solid” and that y

't actually see i
2 inihec

arca of woodland is defined by the base arca of the wood — all

our woods being mounted onto bases about 6" across. You

may prefer to use separate model trees aranged into a shape.

which defines the area of the wood, it docsn't matter as long as

you know

t through

Because a wood is assumed to be a solid terrain feature it
cannot be scen through. This means you can'ttarget an enemy
on the other side unless you are positioned on a hill high
enough to see over the wood. However, there is nothing to
prevent you shooting over a wood with stone throwers or
cannons if there is a visible target in front of the wood (ie,
there is a visible target in the direction in which you want to
shoot as described above).

Where you are shooting over a wood with a cannon it is
assumed there is cnough elevation on the gun to enable you to
ob a shot over the wood, the ball doesn't liteally go through
it. However, it seems inappropriate that a cannon bl should
bounce through a wood where it would obviously be stopped

woao

Ahill provides an excellent position for bolt throwers and archers.

further. It sn’t necessary 1o represent the hole in the wal as
this would involve making separate damaged se

model wall and could prove rather inconvenient. If you want to
2010 this trouble then by all means do so! If a building s hit by

ions of

matiern — it would scem entirely appropriate to o disallows
cannon bounce up a steep cliff face, for example!

One final word on hills
fficeny il o cuabe any

As everyone knows. a il s

eors bt In oo, emyaens
cencr s Slighily dileren: you hils may e higher o fower
than those of another player, woods can be made up of trees of
various heights and so on. Obviously this is up to you as you
can make your hill as tall as you wish and use buildings or

that the hill are 100 low 10 overlook anything except ordinary
troops. To get round this, we sometimes assume that all the
hills are really high enough to overlook woods, buildings, etc —
although this s enirely up to the players on the day.
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* SKAVENBLIGHT SCRAMBLERS

Skaven Blood Bowl teams are feared throughout
the Old World for their awesome combination of
blazing speed, low cunning, and fiendish
warpstone mutations. So effective are their
savage tactics that many of the all-time Player
Death and Crowd Death records have occured in
games in which the Skaven have appeared!

The Skavenblight Scramblers are the only team to
ever win the Blood Bowl trophy two years in
succession, and it isn't hard to see why. Many
opponents have been left flat-footed as lightning-
quick Gutter Runners scamper through
gaps created by the Storm Vermin to
score yet another Skaven touchdown.

1 Skaven Scramblers e
foam i rambere
symbols.

CAMES
WORKSHOP




’ERE WE GO, ’ERE WE GO,
’ERE WE GO.

By Carl Brown

Orcs are one of the most powerful Blood Bowl teams. Their combination of
brutal strength and solid armour makes them almost unstoppable. In this
article, Carl Brown — coach of the famous Deff Skwadd — discusses some of the
finer tactical aspects of playing Blood Bowl with a team of greenskins.
Ores have been playing Blood Bowl since the game was  Before we look in deail at creating a winning Orc Blood Bowl
invented, and teams such as the Gouged Eye and Orcland  team, let’s take a minute to consider their strengths and
weaknesses. In Blood Bowl, s in war, you should understand
‘your frinds and respect your foes  the betteryou know your
tca, the more chance you've got of using it o the bestofi's

score. Ores don't tend to throw the ball much which is abiliy. Ore teams have two main attributes: toughness and
thing really as they are not very adept a caiching it. I's not  strength. Orcs have the highest armour values in the game,
ey can't catch, i’s just that when the ball is in the air  equal to Chaos or Dwarfs, so they are very difficult to hurt In

nd to forget about it and get stuck into fighting withthe  common with Chaos teams, Orcs ar also able t0 start a season




On the downside, Ores also have two major disadvantages
compared to other teams. First of al, their low Movement
Allowance means that they can be casily outrun or
outmanoeuvred by other races. Secondly, Orc teams don't
have any Catchers which makes the throwing game
particularly risky.

So, what does all this tell us? Well, with high armour values

a game. Black Ores (with their Strength of 4) are at an
immediate advantage when they make Blocks, as the majority
of their opponents will require an assist o be on even te

The luck of Catchers in the team means that the throwing
‘game should be used as a last esort, and because Orcs don't
move very fastthey can't be expected o outpace anyone in a
flat out spint for the endzs

You've probably guessed that this all points to  team built for
sustained, stomping, running plays. Which is exactly what
Ores are good at.

CREATING YOUR TEAM

With all these big and aggressive creatures at your disposal,
i's relatively easy 1o create a league team capable of beating

the perfect lne-up for a one-off game, for a league it's  bit of
arisky option. When playing in a league your team carrics on
for game after game and any injuries or deaths carry over to
the next match. This means that f you start the season with

only eleven players, when the casualties sartrolling in you'l
find yourself starting games with less than a full team. This
will make it even harder to win your next game, and more.
likely that you'll susain further injuries. Once you get to this
state it i very difficult o pull your team back up to scrach.

At et and e, deas 0 st off wth 3t dsigned
© cw)\pﬂ\&ale for these carly loss

T've played in Blood Bowl leagues for quite a long time now

with a super-strong cleven Orc:
ple of occasions. Needless to say they
didn’t stay super-strong for long?

For a longer-term squad, designed to stand good i a fight but
also be able t0 cope with the odd casulty in the initial stages
of the season, I recommend the following line-up. The Deff
Skwadd started out with two Black Orcs, two Throwers, one
Blitzer, seven Linemen, one Goblin, three Re-rolls and a Fan
Factor 5. This forms a good foundation on which to build a

an Apothecary. and after this you can concentrate on
strengthening the front-line with more Blitzers and Black
on

Your plans should then involve adding extra bits and picces
like Goblin Secret Weapons, Cheerleaders and Assistant
Coaches as well as saving up for a Star Player such as Vara
‘Ghoulchewer or an Ogre or Troll.

TACTICS AND
GENERAL GAME PLAN

Once you've picked your team it's time to sart thinking about
how you're going to use it — Da Plan! Deciding on an overall
strategy or game plan s a vital par of becoming a successful
Blood Bowl coach. In your first few games it's good enough
ol ot ot mahem, s b o o ey G

each game. e Jou have a deinit advantage and times
when your opponent can dictate the flow of play

If you are up against a fast, lightly armoured team such as the

team will outnumber them for the whole of the second half.

If you lose the toss and your opponent decides to receive, you

e two choices. The first is to try and soak up your
‘opponent’s attack and capture the balloff him. Once you have.
the ball, stomp your way down 1o the endzone and score. The
sk with i tactc s that you mayscceed i hoking upyou
‘opponent’s attack for the best part o the half, only to see him
ahp through and scor on down 7 o 5 Iftis appens you
haven't really got much chance of equalising before half time.

‘he second otion canbe even more of a gambe. This ime

every opportunity to beat into pulp any of his players not
play!). As you aren

resistance, your opponent should score by turn two or three

and this will leave you with the remainder of the first half in

Woss




sxcopeou.

inimise the
w inin g Tl rs w0 waps of diag his.The i o
-1 . line of scrimmage, two Orcs on each
e i e i i i i g0 Sy e e e 1 s
ing while you're trying to equalise — such as Diges
Tl youc opponimia MR R Rt o ewott Puting 50 ey payers o h it K crees 1 arge
table. Your opponent may sieze the chance o score  second  number of tackle zones which prevent your nt i
touchdown and leave you trailing 2-0 at half time. e s e v

Against slower, tougher tcams such as Dwarfs or Chaos your

before they get you! Have a good old-fashioned braw in the

“The only way your opponent can get asits is by launching

down the line (see Diagram 2).

try 10 weather the storm as your opponent rips into you and
while this is going on try 1o work someone behind his line o

zonc. As most teams’ players have Strengths of 3, they
only get 10 oll one Block dice even when they get an asist

the toss and your opponent receives, try (o minimise your

wil S action. If you do this properly, and are

lheha.\hndunhmuyww-ywwnmmmmmn

It must be said that these kinds of teams can be
very bloody. In one memorable match against Andy
Chambers’ Chaos Doomlords, Andy killed two of my
ey hppled one oSl Emegbad ot my ooty
Thrower with an Agility of 2! Needless t0 say, I als0 lostthe.

TACTICS ON DEFENCE

You come to set up your defence, the main thing to be:
st down

ha i ust one of your players goes down, i creates a hole
through which your opponent can sprint.

‘The second defence (see Digram 3) follows a different
irely. In this case. the line of scrimmage has the

minimum of three players and the rest of the team stand two
squares back.

‘The reason for standing so far away is to stop your opponent
from being able to Block lots of your players on his first
move. Why not stand only one square back? Well if you are

opponeatcan move ach of bisplayers on squre in say

direction and nto contact with your men before
ke his ply

from hxppmng

If your opponent should break through down one of the wide:

2ones, you'll have troube gting players back o covr the

Sl O Bh:k Ores onthewide

roigh e and bl p pvmh:bly o At ot vpot. it
only have three on the Line of Scrimmage, your




* BLOOD BOWL.

The O receivethe ball and form “Da Cage” arounhe Thrower. Meamwile the Back Ores and Blizer e shor work of the

Humans' front line. The Ores are read to rol!

can get players in his way from both wide zones. By keeping a
Blitzer or two in the middle of the field you'll have a fast
reserve and someone who can hunt down the opposing ball

TACTICS ON OFFENSE

When you're on the offense with Orcs you might think that

pecially when you have a lot of
Black Ores and Blitzers

Howere, s Orcs e kow agliy i oo imponant o st

Gl St ol o s
Payer nio protccive pocke (¢ s Ores call i
aound the bal caitwit s il dies R
sly you're going (0 need a player who can pick up the
ol ot place s0 you'll need at least one Thrower with
i vry sl S Hands skl ne of th wort ting st

an happen 10 an Orc tea is a decp kick into their endzone.

the feld t retrieve the ball cus down the ime they have t0
move it upfield. With this in mind, your Throwers should be
set up 50 that they can reach the comers of your own endzone.
It's best o place your toughest players on the Line of

job of clearing 3 path for the rest of the

Ores and Blitzers and a Troll or Ogre, if you have one.

‘The example play “Da Stomp” shows the first down and
ball lands close to

wer or Lineman and
getit 1o the centre of the field behind your Black Orcs. Then
form a protective cage around the ball carrier with your
remaining players. If the ball lands deep in your own half

reate the cage fist then gather the ball and hide it inside. The

dice rolling and can't go wrong. Why not create the cage first

DA STOMP

=
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it lands clos  the halfway ln? Becase s the ball

players, if you fumble it =5 irying to
T et il o o e s sl o' S e
away, there is nothing to stop your opponent from running
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fulwnd and grabbing it I the ball s deep in your backfield
r opponent can't reach it 50 if you do fail o pick it up i’s
sty

‘Once the ball i secure in the pocket, Block with your Black.
't follow up.

WEAPONS AND MONSTERS

Star Players. Some of the most dangerous and useful are the
Goblins with Secret Weapons and large monsters such as.

your opponent’s down he will be faced with menacing wall of
Ores that he is unable 1o Block except with his lone Blitz

tion. This means that on your second down, your formation
should sill be pretty solid and ready to roll (still keeping a
cage around th bal) maiming ad Kiling all the, way
downfield t score.

My secondsample play s “Da Pk A i€ name sugests
o gim 1 ol e et gt
R, il acomally g owde o e ey

touchdown to see if any players using weapons are sent-off,
don’t worry about this. The fear they cause far outweighs this

four weapons available!

Nobbla Blackwart s a must for every Orc and Goblin coach
and should be purchased as carly as possible in the team’s
development. When he a

massive +3 on the
injury. This makes him excellent at taking out your
‘opponent’s top Star Players. If he only stuns them

DA FOOLA

In this case you are nitially making your play look like “Da
St On th st dowc you o your playes oo cxge

wmqm s you swing the pocket P, hivp
right and make a concentrated push down that flank.
Simultancously. you run a couple of players down the

ment’s defence. Because Orcs are not renowned for their

throwing game, your opponent won't believe you'll atiempt

the throw and the two players will be only lightly marked. If

10 hal,

ofthos tw 10 th ez e s all o smepioe

touchdown. Goblins are partcularly usefulin this rol as their
“Stunty” and “Dodge” skills enable them to slip through

opposing lines and get into position for the caich.

boyz around and kick him o death with a foul action!

Fungus the Loon is g00d for the sheer terror he puts into your
opponent. He might not exert a tackle zone but you can
‘guarantee your opponent will keep his best players well away
from him. This makes him very useful for opening gaps in
lines of defence through which you can send your Blitzers.

¢ the kind of

Scrappa Sorchead s good when you need a fast touchdown.
He normally moves six spaces but can go for three extra
sauares making.a ttal of ine. Addto i is Leap and
Dodge and your have the fastest and most agile play

‘and Goblin team will ever get.

‘Bommer Dribblesnot is most useful againsta team tht plays
the running game such as Ores, Chaos or Dwarfs. When you




* BLOOD BOWL.

'Da Foola’ - The Orcs have pushed down the lef side, and now lob the ball ou of the pack. right into the hands of the waiting

Goblin. 1’ a certain touchdown.

et to ek oo the pck surounding the bl you can o

. Don't throw the bomb into the middle of the group, as

it might be caught and thrown back! Aim just for the edge of

and if you're lucky it wil sctter adjacent o a couple

of players and knock them down, This will then open the ball
carrer up to be Blitzed.

“Trolls and Ogres open up a whole new element (o your game.
‘Aside from being immensely strong. they can also throw
‘Goblins. I you use them on the front line you can

eyl Kok down any player folshchongh o get i e
ra sod they e vy b ke down. Shldyou
e Gl Iy ot el o e Ve
you have in your hands the capability to score in one down.

thing that cannot be prepared for, and that s luck. Even with
the most fool by s b e s wald i

aren’t olling your way there is nothing you can do abou it
{Bicapt maybo cors, and mottec ~We wie robbed =

having a bad day.)

are, however, small things you can do to increase you
chances. When you want a job doing, make sure the right
player s doing it I's no g0od expecting a Black Orc to pick.

10 cach other just behind the Line of Scrimmage. When the
ball s kicked, retrieve it and hand it off to the Goblin. You

a perfect . they just
Gon'tdothat ot f i, A Trower o the b hand woold
have a fighting chance. In the same way, don’t expect your

as close 1o the endzone as possible. If you are lucky (you'll
probably ped . 0 be accurate), e Gobln will and safly

s Star Player. The right
man in the ight place is the mark of a good coach.

Itsarisky play,
butin a tight spot, close to ull time. it can win games.
SPECIAL PLAY CARDS

Tl just say a quick word about special play cards and using
them in g, Don't fege you've gl them,aud dom't be

Tyo

then proceed to ones that are covered by a team re-roll
working from the casiest up. Sometimes this isn't always
possible and you have a very difficult roll to make before

sure you prepare for the worst by moving free players into

Inall the time I've pl
Zom ke e sl shot tring artene T've bad
‘when I've seen a chanc 1o use a card but didn't do so, just

case a more appropriate situation came up latr. lne\xlahl)
the opportunity I'm looking for docsn't arisc and I end up

me more times than I care to recall, I've come (0 believe that
i's better 10 use a card as soon as you think it’s the right

positions from where they can defend should something go
¥ ol

‘Wel that's about it for now. .1 can’t guarantee you'll win all
‘your matches, but these suggestions should go some way to
helping you to Block, Foul and smash your way 10 the 10p of
the league. Even if you don't win every game, make sure you
duff-up your opponeats and you'll have almost a5 much fun

Right now, me ladz need their pre-match team-talk, so happy

por




SPACE MARINE

RAZORBACK
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By Jervis Johnson
This month sees the release of the completely revised edition of Talisman — the
magical quest game. In this special article, Jervis provides the background to
his development of this classic game.

TALISMAN
Tt was over ten years ago tha the original version of Talisman,
written by Bob Harris, was first released upon an unsuspecting.
world. At the time, nobody at Games Workshop was quite
ready for its run away popularity. Print run after print run sold
out, 2 20d edition was released and sold even better than the
first — there just seemed t0 be o end to the demand for the

release of Talisman we were deluged with etrs from players
asking for new cards and characters, or suggesting their own
ideas for the same. These, along with a number of ideas of our
own, resulted in a large number of ‘expansion kits" being
published for the Talisman game over the years.

The reason for Talisman’s enduring and wide ranging success
i that it serves as an excellent introduction into the world of
fantasy gaming. Talisman is easy to understand and can be
played by all of the family. combini

Dragon King, and it is up to the players to restore order by
defeating him and rescuing the Crown of Command. This is
considerably m

On their quest the players will meet powerful enemies,
discover friends and magical objects, and meet strange beings
Finally, when they have gained sufficient power, they can
cross the last and most dangerous region to secure the Crown

woso



TALISMAN

of Command. Before they can do this they first ned to find
one of the magical Talismans that wil allow them to pass
through the deadly Portal of Power unharmed!

Although Talisman s designed to be a light-hearted and
entertaining game, it sill provides plenty of opportunities to
ining plans and clever ploys that will confound

played by up to six players it is a very good
time if you have a group of frends round and don't have the
time or space to fight out a full-scale game of Warhammer or
Warharner 40,000, orf e tableop game o

play e it «
ik i el

ZARD

[l
e

Lenssmarorss

HOW THE GAME IS PLAYED
‘The rules of Talisman are deceptively simple. At the stat of
the game each player is dealt a character card. These range
from mighty fighters such as the Warrior or Dwarf, o

e playing paoe s may v amesibecof space eyl

GOLD

WIZARD










With its huge power claws
and heavy weapons the
Ork Dreadnought is a
terrifying engine of
destruction.

Its thick armour protects
it from the most deadly
attacks and its many
weapons wreak havoc
amongst the enemy.

Inside, a single Ork or
Gretchin controls the Y

giant machine, proudly —

leading the other Boyz (USSR s =
into the heart of the battle DEYES
- smashing into the Orks’ foes, blasting them with heavy bolter L
shells and ripping them apart with mighty power claws.

W donot recommend hs it foryoung o nexpeienced modeliers

tadel, th Ctadelcast, Games Workshop and Warhammer
Games Workehop Lt

0 Games Workshop Ld, 1904 Alrighis reseved.




TALISMAN

o the roll of a dice each turn. The closer you get to the centre,

-ome. On most o the spaces.
y0u will e it o d one o more Mm.-m cands,
‘and it these which provide the heart of the game. The various
events, adversaries, magical objects, el places that

The possible combinations of cards are almost endless, and
st i of Talisman will ever be the same.
ince you star playing the game you will ind that the road to
scocts gt with el ellow playes can sl your band
wos tressare,laving youexpoted 1ot and's theves,
monsters and cut.throats. Victory is never easy.
B
victory.

a chance (o battle to ultimate

THE NEW EDITION
It s bon ks il ot st s of uioms
released, so last year we decided 10 put together a brand
e it wold being Tlhmlln up 10 the standard of
the rest of the games in the Gz

range.
“The two most important o o ey

ithth game. The lat citon of Talisman used card playing
0 represent each player’s character. In the new edition

the characters are represented by plastic Citadel miniatures,
and this alone vastly improves the game. The last edition of
which

nice, s0 this ime we've had the cands printed and pre-packed
as proper decks of playing cards.

‘he e msorimprovement o e sppesrace of e gae s
the all-new colour artw fuced for the game-boards
ot by ey gt SR e 2t e

A SELECTION OF CARDS FROM THE NEW TALISMAN

MINOTAUR

ihat the ask ofproducing more than 20 iecs of wique

colour artwork for the new cards would tax

Wayne’s prodigious talents, our fears proved completely

unfounded, and Wayne has tumed in what has to be his best

‘work ever. The standard of artwork on he new cards and
.

the new edition of Talisman casily the most attrctive lanuw
board game ever produced!

The new edition includes a new rules sheet which is

version. The actual mechanics of the game have not changed at

board and saying that the first player to get the crown of

imand immediately wins the game (in the previous version
o R e e e
‘game drag on a bi

Over the next few months we will be releasing three new
cxpansion kits for Talisman. The expansion kits for the
original game were released in a somewhat haphazard fushi
‘and. it has to be said, could have done with
being playtested a litle bit more thoroughly,
so this time round we've planned them very
carefully. Each expansion adds new board
ks of cards and player characters
10 the game. The first two expansion kits will
cach contain a pair of L’ shaped board
sections that attach to. comers of
‘main Talisman board, and which add new
realms for players 1o explore. The third and
final expansion kit contains an extremely
racd’s tower

the 10p of the tower! When the main game and
all three expansion together
make 3 truly impressive sight, while the sheer
variety of cards, spaces and characters ensure
dhat very sinle game it s played ill be
different from the las
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DAWN RAID

By Jervis Johnson and Jake Thornton
Ork and Imperial forces clash in a struggle to the death as Ghazghkull Thraka
leads his Ork horde in a raid against the heavily outnumbered Space Marines of
the Ultramarines Chapter.




DAWN RAID

INTRODUCTION

For the past few weeks the power of the W been
growing in the Studio as battle after battle was fought (0 test
the new Ork Codex. Games have been
rule efined ready for release. Now with the Codex
P gy v
revised Ork army
Space Marines. The batte that follows shows the awesome
strength of the Orks who are one of the most powerful armies
i the forty-first millennium,

won and lost as the

the opporuiy I igh vith he
ainst one of their oldest adversaries

As with all the games of Warhammer 40.000 we play at the
the rules from the Dark Millennium
Supplement. Jervis used the new army list from the Ork Codex
1o calculate his army, whilst Jake used the Codex Ammy Lists
from the basic game for the Ultramarines.

Studio, we uss

We set up this game on one of the Studio’s cight foot by four
foot gaming tables and kept notes as we played. Because it is

very difficult to take high quality photographs in the middle of
the battle, we just ook snapshots of cach tum. Afier the battle
as over,we sd thsephoogrphs song it the s we
b made durig i e as uw

When we made themap we reduced the ight by our bl 0
six oy four. This mainy fnvolved
flinks which neither foree wsed during the bat aod 50 the
g o et Sy et “The only
P is that we did setu

e MMt gl s 't
all shown on the map.




DAWN RAID

ULTRAMARINES INTROD!

TION
(Jake Thornton)

“This battle was my first against
an Ork army chosen from the
e Ork Codex, T sho

Orks in a number of previous

paces. Luckily 1
revitalised Orks as the *Eavy Metal team hadn’t finished

would be spared the full horor of the

painting up the new Blood Axe Kommandos, Deathskull
Lootas and Pulsa Rokkits yet. Sl it looked like being a very.
different game.

1 decided to take the Ultramarines as they had recently been

blood this new war machine against an old enemy. I decided
not 10 take any other vehicles as I expected that my main
problem in fighting the Orks would be the same as usual —
Killing the Boyz fast enough. Space Marines are excellent
troo0ps of the highest quality, unfortunately you never have
‘enough of them and are in constant danger of being overrun.
‘This problem is particularly bad when you are fighting the
Orks who have very large armies including a lot of models
with Toughness 4. On t0p of this the Orks usually advance
behind a screen of Gretchin who have o be shot away beforc
You can even begin o damage their more important troops.

With any reasonable sized army 1 like to take one 4th level
psyker and another lower level “backup psyker
Unfortunately, the Ultramarines army at the Studio doesn’t
include any psykers yet, 5o 1 borrowed a Chief Librarian from
the Blood Angels and took a second level Psyker Champion of
the Adeptus Astra Telepathica. Having more than one psyker
‘on your own side has two main advantages. Frsdy, if one dies
then you sill have another let o carry on the fight. Secondly,

f you manage to kil all of the opposing psykers then you can
stil oll 2D6 for the warp flux.

s 'k what mision  wondbe Oghing | deidd 1o
take one each of the Tactical, Assault and Devasta
“This would hopefully give me the flexibiliy 0 complte my
‘which card 1 &
Tactical and Assault squads as ten-man squads but split the
Devastators into two five-man battle squads. This would
ableme ol e of my by wespons vl lening
my Tactical and Assault squads with enough men to avoid
being swamped by the Orks in hand-o-hand combat. With 3
force oftiny troapers, hree haracter and  vehice, sl my
points were now spent.

‘When I actuslly saw Jervis® army I was rather surprised. There
was no Warphead and there were lots of vehicles. I would
therefore have something of an advantage in the psychic phase
but would be hard pressed to deal with all the buggies and
bikes before they were in amongst my men.

Having picked our armies, Jervis and I set up the terrain and
picked our missions. Jervi
0 T drow The Assassins. We the rlld or e game et
and came up with a short game of only three twrms. Normally
we play four turm games and this result had both advantages
nd disadvantagesfor me. On the plus side, only Jervi'
vlicice. Boutboys and Nob mob rding i the Bawagon
coukd sctually move e enough 10 8t to my deployment
2o0c 4nd complete his mision. O he minas i illng
Ghazghkul looked almost impossible. It would take at least
gne turntoactully get anyone to i, his power of the

of st s L g e  Sogle chamo b Gk Mo O
best 10 keep Ghazghkull
well out of harm’s way. In the end I decided that sending my
Assault squad or Commander afier Ghazghkull was too risky
and that T would have a better chance of winning if |
concentrated on killing Orks and stopping Jervis from
achieving his objective.

‘We then diced for sides, | won the roll and decided to take the
‘more open deployment zone. Although this left Jervis with the
best cover, he would advance out o it almost immediately on
his Dawn Raid 50 t wouldn't do him much good. This also left
me with lots of clear lanes of fire o shoot up any Orks that did
make it into my deployment zone in the las tum.

Jeris st up bis Orks st with st o he fst mobs o his
left. Facing these I placed my um\..m, battle squads on
cither sde of th iver down which | exectd he i aack
0 come. My Commander stood behind the more centalof

devastating Lighming Arc could be expected to cause havoc
wave. I intended these troops to
t0p the main Ork attack with their heavy weapons.

Towards the left of the central open area I placed my Tactical
00d view of the

y their left was
my Assault squad, ready to attack Jervis' field artillery and
Deathskulls mob. Between these two squads I placed my Chief
Librarian. He had the psychic power Gate and from this
position he would be able 10 redeploy either squad to cover the
greatest threat
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ULTRAMARINES ARMY

(2000 Points)

SPACE MARINE
COMMANDER

Commander cquipped with power
sword, plasma pistol, blind grenades,
melta bombs Displacer Field, power

armour, Combat drugs and Aegis sui

TECHMARINE
Techmarine equipped with bolt pistol
and power armour.

ADRPTUS ASTRA
ELEPATHICA

Psyker s i

field, autogun and Force Rod.

Vehicle with a Null Shield and
additional auto-launchers loaded
with frag grenades.

o ®

TACTICAL SQUAD
10 Space Marines equipped with
bolters, power armour and krak
grenades. The Veteran Sergeant
cquipped
another carries a melta gun.

AssauLt sauap

10 Space Marines with bolt pistols.
power armour, jump packs and various.
assault weapons. The Veteran
Sergeant has a power fist

TWO DEVASTATOR SQUADS
Each containing § Space Marines
cquipped with heavy weapons. They
are led by a Veteran Sergeant

LIBRARIAN

i with bolt pistol,
s s el i, g
blind grenades, melta bombs, Scanner,
Force Sword and Psychic Hood.
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(Jervis Johnson)

Ork  warbands can be
simply using his flexible and
highly effective basic troop

in order to be

e three basic types of Ork troops. First of all there arc

e Boys who comprise ol he b mobs offot roops who
close up, like Noby B

Sionsboyz, Grichin a0d Ogryn\ s e ot

Madboyz,

2

scorchers. Finally there are da Big Gunz, which includes all
the Orks' field arillery, Shokk Atiack Guns and any other

Any Boarboyz in he army it ino the Bugies category
e

] way

dly needs to

In order (o be effective, an Ork warband norm

with two, but you'll find lfe very difficult with only one. The
proportion of each troop type you pick depends very largely on
personal preference and the type of tactics you like to use.
When I choose an amy. I take as many Buggies and Big Gunz
as I can, and then I make up the numbers with a horde of

ped Boyz and relegates the Buggies and Big
Gunz 0 2 secondary role.

With regard to exactly which models to pic
few band s st . T oty hing 1 would i
 Battle Standard. The re-roll the Battle Standard provides on
all Leadership tests made within a 12" radius is extremely

listed opposite and most of the choices | have made are fairly
obvious. However you should note the large size of the
Gretchin and Goff boyz mobs. Assault troops like these need
t0be in large mobs, otherise it will be casy for your opponent
10 cause 25% casualties i a single tum and force a panic test

 leadership tests, by which time they
o ek & i ea o
close combat or start shooting back!




ORK ARMY

(2000 Points)

DA BOYZ

WARBO!
Ghazghkull Thrakka
Baule
‘Standard bearer Makari.
WEIRDBOY
Bad Moon Weirdboy
with two Minderz.

000

SUPER GRETCHIN
@ 20 Swer Gretchin
equipped with autoguns.

RUNTHERD
Zodgrod Wortsnagga.

(=N)
00

GOFF MOB
14 Boyz and 1 Nob.

SNAKEBITE MOB
6 Boyz led by a Nob in
‘Eavy armour.
PAINBOY
Painboy with &
Vaccine Squis.

DA BUGGIES

WARBIKE

WAR BUGGY
Warbugey with melta

WARTRAK

with a_lascannon,
missile launcher and
2 power claws.

DA BIG G!

SPLATTA GUN
with 2 Gretehin crew.

>

SQUIG KATAPULT
with 2 Gretchin crew

®
_@®

L

BUZZER
sauiGs

(]
™
UNZ
0

R
®

DEATHSKULLS
moB

8 Boyz with heavy
weapons led by 3 Nob.

MEKANIAK
Mekaniak with Shokk
Attack Gun.

RUNTHERD
Runtherd with 7
Snotling bases.

BIGBOSS

Bigboss
cyboar with Kustom
Blasta.

BoaRBOYZ
@  ¢suasebic boarbore
® led by a Nb in "Eavy
BATTLEWAGON
EONEAL < Gorr Nobz riding
LS veevosen




“The mission 1 drew was Dawn Raid which meant that | had to
8 o ok ver bl gt o an mdaraged veicle o
the Space Marines’ deployment area. What's more, I'd only
o1 3 s i which o chieve this objecive (we decided 1
ol a dice to sce how long the battle was rather than take the.
standard game length of 4 s, and the dice roll was a *1°
which resulted in a three turn battl).

‘This made an already difficult task very hard indeed, because:
with only three trns of movement my foot troopers couldn’t
possby each the Space aine' ¢ deloyme s, which
my deployment area, even if they ran for all
{bree tams! oruantely | d have the Soakebitc Boarboyz, as
well as a squadron of light vehicles and the Battlewagon with
e Golf Nobe mob i i, al of which had the speed o get
actos the able inte time tat  have avilabe Ths prty
‘much dictated m it rops woldrsh s e
{ablc whlethe retof th army i e best 1 support
by drawing enemy fire and blasting away at
Marines they could sce.

tee

Before 1 set-up, however, I had t0 draw my Strategy cards as

would force them o flee rather than become shaken, but
ntomtly Sy Maces g exdenip et s bl

omething I can rely on happen all e the gy
ot 1 bl s e v Tl et om ne plan or
deployment

My deployment is shown on the accompanying map. As you

on cither flank by the trees on the river banks. Hopefully this
would cut down the amount of Space Marine fire my vehicles
o e £330 1 5 a5 e el e s
giving them a fairly clear and straight route 10 the Space
Miarines” deployment zone.

Skirmish line so that the Sp
them. e than th more vl Crk trops beind them

ou know, the Warhammer 40,000 rules force a model to
et 1k chosst sl g, ki S v Bl T

20 the Orks willno e wp choc comugh fo e caemy 100
any serious damage befo dnought

¢ game is over. Th
s included with the Boyz 1o provide them with a bit of

10 enter close combat

Just behind this horde was my “command group’ consisting of
Ghazghkull, Makari, Zodgrod Wortsnaga and a Painboy
Normally I would consider put

models in the Battlewagon with the Nobz, b

and provide a good enough bodyguard for himif he does come
under attack.

On my right flank I stationed my most ‘shooty” troops: the
Splatta Kannon, Squig Katapult, Weirdboy
and Deathskaulls. The fields of fire were
flank, and 1 hoped that these troops would be able o bring
down a wilering il of i on any Space Marioes satonel
opposite them,. IU’s important to mass Ork firepower in this
ey of e weapons st vry bl and 5 you
need to get as many things shooting at 4 target a5 possibl
order 10 do any serious that the Squig pary
was placed out of sight behind a building, as it doesn't require.
a line of sight in order to attack. | also placed the Snakebite
Boyz who are on foot on this flank, to provide a bit of
supporting fire and close combat “muscle’ in case the Space
Marines decide to try o overrun this posit
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DEPLOYMENT
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ORKTURN 1

Possible the single most important addition in the Ork C
is the new rule that allows the Orks t0 double their strategy

unmodified strategy  ruing s o sets i) This

e oo ks wlmene A e P
all-important dice roll Jake rolled a 3 plushisstrategy rating of
. fora total of 8, whil  olled a4 plus my doubled stategy
fating of 6 which gave me  total of 10 and th frst tum. Noie
that without this madification Id have gota totl of 3+4-7, 50
Twould have moved second.
Before | moved any of my unis, 1 layed my Virus Outbreak
suatgy card aganst the Adepus Peyker, who rathee
satistyingly keeled over stone-cold dead! This was extremely
200 mean that 1 was 1 vicoey poi. o withou
shotbeing fired or a model moved!

Obviously inspired by this tur of events the Ork army surged
forward,

on the Dreadnought at the
Razorback, while the Shokk
Attack gun, the Warbike and
the Dreadaough’ missle
launcher  fired

Devasators This bt of e
killed the ne.

surviving

Meanwhile the Splatta
Kannon and Squig Katapult
opened up on the hidden
Space Marines (neither of these weapons needs a line of sight
i order 0 ire). The Splata Kanion faled 0 causc any
damage, but the Katapult landed a Squig pot right on
of an unlucky Assault Marine who was prompily devoured by
the swarm of angry buzzer squigs!
In the Psychic Phase my Weirdboy managed to pass his
Waaagh test and even gained an extra warp card which gave
him just enough power to unleash a Dearh Wave at the
Librarian. Unfortunately, it didn’t quite reach the target and so

the Assail power to drag
ito the open where he-

certain 0 g6t blown (0 bis in the Space Marine' shootng
phase.

ULTRAMARINES TURN 1

Wih the Rzorback’s rck ml vy it carered out of
control and c the. a patch of jungle. It was
oty it bt okl s guns were il working

the stream (we had previously decided that it would be a very
shallow stream which would have no adverse effect on
)

the Boarboyz on the other. In the centre the Gretchin, Goff
Boyz. and Ghazghkul plus bisbodyguard an forward s
quickly as they could, wi ought went forward at
2 mor Iesurely pace s0 hat it ata o e ensuing
shooting phas. On the righ the Snakebit and Deathskul

tart of the batte), while the W
forwardto ke coves ebind he large buldin direcny n
front of him,

Because most of the Space Marines were hidden there were
only a couple of targets that I could fire at, namely the

‘and the Devastator Batle Squad on top of the hill
by the river. T decided to shoot the Wartrak

ready 1 fir on the o ig Orks. In the cenire, I moved
the Tcticl squad i he row of the hill fom where they
sco the Deathkulls and fied artilley 3 wel s the
Grmtin o e right. On m; Assault squad’s jump
packs id't have 1 rangeto 0 Ot dhe ilngs and they
were forced to advance on foot insicad.
Before I was able to fire a shot, Jervis opened fire with his
vervaihing Stakeites1nd Desthakuls st my advancing
ly i s of el e Ok
rove i be cberou of rangs o sy i
1 began my firing with the sole survivor of the Dey
imy extreme right. With th damaged Razorback blocking b
line of sight 1o either the Battlewagon or the bikes, he chose.
the Dreadnough as his target. True to form, the S
was on target and the krak missile smashed into the Ork
‘machine tearing its lascannon from its mount and leaving a
smoking tangle of wires.
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An Ultramarines squads clash

y second Devastator squad emerged from hiding and opencd
fire at the Battlewagon. The shot was accurate but instead of
taring the vehicle apart it merely killed one of the Nob riding
it. The heavy bolter fired at the Boarboyz who were beginning
their outflanking move hitting them six times and scoring five
wounds, but their Nob and k were saved by their
armour. One of the troopers guarding the heavy weapons
dispatched a Gretchin with his boltgun fir.
Oneo the Tctica squad il anoter Grechin b e min
s the Ork Weirdboy who had been
.
screaming out of cover by

hitting the Nobz again and taking them over S0% casualties
Needless to say I hit the hull this time and bounced off its
massively thick armour plating. The last hit I allocated to one

of the Boarboyz who was blasted him from his saddic by the
super-heated charge.

I e pc s i e st oy gl
ibrarian. Jervis rolled for the Death Wave which
pacscd safely through the gap | had made in my ranks. The
only power I tried to use was my Librarian’s atiempt 10 use
Quickening on himself which Jervis nullfied with a 61

the Librarian's _Assail.
Standing alone in the open.
the bewildered Ork was cut
toribbons by the massed fire
of the Ultramarines.

Despite  being  badly
damaged, the Razorback's

shot struck the battlewagon
but again the lascannon hit
one of the passengers
leaving the vehicle itself
undamaged. The Nobz
onboard easily passed their
leadership_test for the
casualty. To complete the
shot I rolled for the plasma

allocated  one to  the
battlewagon in the hope of

ULTRAMARINES TURN 1
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Ork feld ariilery and Deathskuls” heavy weapons halt the Ultramarines- attack.

his sustained fire dice, the git). Sl it is a testimony to the
oughness ofhe Boboys that ay o the v i b
offire at all. With most of my forces sl mact, my most

On the whole I had got off rather ly during the Space pressi
Marine turn, the only exception being the extremely accurate - "W' aware of the l""‘"““' “\*"“
heavy bt fire on my Bosrboy. (ke rolled a par of 3+ on  1scamnon and twin plasma guns

the Nobz were armed with

armoured hide.

In my movement phae he
moved

the Gretchin and Goffs
‘continued their advance with

ORK TURN 2

woss




both Ghazghkull and the Dreadnoughtin support. On my right,
the Deathskulls went into overwatch, nervously scanning the.
ki o i cxpes IS et S

ULTRAMARINES TURN 2

e “out e it s i Sulbion bty Fhplly e
dead Weirdboy's minderz moved into firing positions beside
ding.

On the whole my shootng this turs was vy disppoinin,
Neither the Squig Katapult or the Splatta Kannor

it anythng, wiil the combined i of h caite i
squadron and the Dreadnought only managed to kill  single

i e Bourboyz!). Ghazghkullatempted a long
range shot at the Space Marine Tactical squad but his Kusiom
blasta o] e

edeemed by te Sholk Atack gun, which alo e o he
‘Space Marine Tactical squad. The weapon unleashed a deluge
of frenzied Snotlings on the surprised Space Marines, killing
four of them including the Space Marine armed wi

dying in droves. I was forced o take some gambles. Firsly.
iy Commande wou tack e adhaning Ork srmy by
sl e e s Combe s s i e

ke e towards the Wariak. The
ol etk o e coveig e
O my et saw  sccond g, one which s me o
‘chance of attacking Ghazghkull
could just et my Libarian far enough forw
e A < e

Tdidn't

be only one:
chance s i e e fo, the Blood Angels® Librarian
went for

The Deathskulls on overwatch opened fire with everything
they had and the Librarian was hit by the heavy plasma gun,
beavy bolaand one o thei ey stubbers. We then had i

i vy shot o ol afc the 7 e ik Andy
bt v claid el ot Wi i

o

i hand 4 hand combat you 1l o all fthe damage and

juad’s heavy bolter. Sadly the squ
o i moce 256 ool i um, so my Craven
‘owardice strategy card remained unt

In the bando b phatsase Nohs sicb tes o the

have been resolved. and only if the displacer actually sa
one or more his. Inthe end. oy asingle heavy bota et
ided the.

killed him w\nym e Tacticlsquad beind bim were 50

o 1y 10 deal with three angry Nobe.all by himself, but
this was to no avail as the first Nob o attack the vehicle
‘smashed a hole in the turret with his power fst, detonat

vehicle’s ammo and blowing the turret off! Wi
cards being dealt, nothing very much hapg

pha
card in his force sword.

"ULTRAMARINES TURN 2

Onmy cight, | ivided te e from my e remaiin Spce
Marines amongst the many Ork targets. Bolter fire cut down
one more of the Nobz. ing them 1o les
and leaving them unable to fulfil Jeris® mission. With
unfailing accuracy 1 continued to hit the Ork vehicle crew
illing the drivers of both the buggy and the warbike.

The last vehicle in the
was the wartrak
which was unlucky exough
t be attacked by
e Goamander.
e ombat
Drugs he killed both the
crew withou iy.
All three of the Ork vehicle.
squadron were now out of
control

As my Librarian was dead
there were now no psykers
phasc.

could reach the Ork
battlewagon wherever it
went.
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‘The main problem I faced on my final turn was that the only
way I could achieve my objective was by moving my
the.

the victory point they would
have camed if all three
vehicles had been destroyed.

With these

of the way I was finally able

10 make my normal moves.
Snakebite 2

Dreadnought charged as
described above, and the
battlewagon roared i
Space Mriaes deployment
z0me. and
i only -
normal move this wrm, to
give them a chance to fire in
the  shooting  phase.
Meanwhile, the Snakebite
Boyz and Deathskulls on my
right once more went into
grerwatch, us n case the
Space Marin asalt squad
piedlckxpcme aerial
assaulton the last

* shooting was 2
‘The Nobz, Goffs and Greichin managed to pick off one of the
3 K

squad. Both the Shokk Attack Gun and the Squig Katapult

battlewagon
cosuring ha it didn' sufer any damage inthe final Space
re were three models that could damage the
alewagon that | woukd need 1o newalise:the Devess
armed withthe ascannon the Devasttor with te misile
launcher, and the Space Marine Commander. I decided to use
my Stakebie Bighoss e xboar o charge the ascannon
arine, while the Boarboyz charged the missile
o e ‘my Dreadnought charged the Space Marine
Commander. While I expected to casily deal with the
't really think I'd be able to beat the
Ultramarine Commander.

and keep him
hand-to-hand combat so that
he wouldn't be able to move
in his own tu

Before 1 did_anyt
however, I had Ghazghkull

the battle, so the Space
Marines couldn’t possible
achieve their own victory
conditions by killing him.
Next my vehicle squadron
had t0 be moved because all
the vehicles i it were out of
control! Although both the
wanak and the warbike

imed, the war
Duggy survived, which
denied the Space Marines

ULTRAMARINES TURN 3

the board drifted in the wrong direction

Close combat wes much more sisying and boh the
the Snakebite cyboar were able
o ey e whh apponcats, cuting down the two
Devasators armed with the misse lancher and lascam
The sm Marine C vas another matte, however,

- ugsmmm.muumn esion was. would he be
to damage the batllewagon in the fina tr

woes.




DAWN RAID

LTRAMARINES TURN 3

Victory was in my grasp. Well, maybe. I had to kill a lot of

Orks and my Commander had to destroy the batllewagon, but

it was just possible with a bit of luck.

My movement was firstly to charge the battlewagon with my

Commander. This was my last chance t0 destroy it and stop
s from achieving his primary objective. The rest of my

The Ork Dreadnought and Ultramarines Commander locked in hand-io-hand combat.

frag grenades and half the Gretchi

were near Ghazghkull and so passed their leadership test
easily

On the right T saw 3 chance for an easy victory point and my
last two Devastators both fired at the Snakebite Bigboss.
Ammed with bolt pistols | was expecing a fairly easily kill, but
both shots missed completely from 1” range!

Jenvi
troops only moved

Jervis overwatching troops once again began my shooti
phas with he Deatiskulsand Snakeites Laying down 2
storm of fire on my Tactical squad. To Jervis’ complete
frustration he failed to get even the one killthat would take the
quad to 50% and I returned fire with my Assault squad. To
my dismay, the Space Marines proved 10 be just s unlucky s
the Orks with plasma guns jamming and bolter shells bouncing.
off Gretchin crew! Giving the left flank up s a bad lot I rumed
tothe centre.

I front of my Tactical squad was a'sea of Gretchin who were
100 good  target to miss. If I could cause enough damage to
make them fail a leadership test then they would be worth a
Victory poin. The entire Tactical squad let ly with a hail of

Finally this lat tun — the
Commander’s hand-to-hand assault on the Ork battlewagon.

battlewagon - its weakest point. As he siepped bach
explosions tore apat the Ork vehicle, throwing its twisted
wreckage high into the air. But my joy was shortlived as the
remains of the battlewagon crashed down on the heads of the
Snakebites' Bighoss and my last two Devastators, crushing all
three of them bencath its smoking debris!

1had stopped Jervis but at what a cost!

FINAL VICTORY POINTS
ORKS 12 POINTS
ULTRAMARINES 8 POINTS




DAWN RAID

As ever, 1 find I have much less 1o say after winning a battle

first plce! Serously though, the old

adage “if it ain't broke don’tfix it” ertainly applies here — the

plan worked s0 | woudy e 1 Boers whonT 80
some very useful lessons was in basic unit tactcs.

First of all, 1 have to say I was more than pleased with the
performance of the Deathskulls. In most of my previous games.

more) with the threat of massed firepower
by actually using it!

as you can achieve
‘The other troops that impressed me in this batle were the

be. Their combination of high
speed and fearsome close combat ability makes them cxcellent
assalt troops. This goes double for the Bigboss on his cyboar!
In fact, on the tum he charged he would have been a match for

the Ultramarines’ Commander, despite the fact that the Space.
Marine was pumped up with Combat Drugs. With hindsight |
would have been better advised to have used him against the
‘Commander rather than “over-killing” the Devastator Marine
e did attack.

Fcd srilery. Ratertan conceniratin all my weapons on

certain extent, spliting the fire of the Squig Katapult and
Splatta Kannon between the Tactical squad and the Assault

auad was cortainlyan o nthe end,aliough | mamaged o
lties on both unis, neither was reduced to
alf Sreng or s 1 had concemred al my
e

on the

oy —lrbey ‘might have even wiped th
Rave had 3 chince t brak it with the Creven Comardice card
which I was otherwise unable to use during the batte.

‘The otherlesson that | learnt about my feld artillery was to fire

e 1 did the complete opposite by
Shooting at e Assalt squad or two .

the buzzer squigs were left behind and had no effect on
batle. If 1 had used the Squig Katapult against the Tactical
s that scmed e on remining inplac o h il the

ndng s target, or at least forcing the Space Marines to move
when they obviously didn’t want to!

Al in all, however, I was more than pleased with the w
things worked out, and must admit that 1 had a good feeling
bout the game right from the start when the Virus Outbreak
Killed off the Adeptus Psyker and my doubled sirategy rating
gave me the first tun. The psychological effects that events
like this can have on the players taking part can
profoud et o bt ad i tis s ey crily filed
 while rocking Jake back on his hecls right
from the siart of th game. Now i1 could only have 8 bt
where my Orks were able to shoot straight throughout the
‘game (rather than just on the firs tm as in this case) then |
could really pull off a big win!

woro




SHAME AND DEFEAT

Oh the shame of it - defeated by the Orks! All I can say is that

the Orks are back with a vengeance. My last outing against

them in White Dwarf 171, was a completely different affair

with me being the side doing the thrashing. The new

Codex makes fighting the Ork army a completely different
spect.

The hero of the Ultramarines was their Commander who
lmst gl andedy bl the Ok dvisce. Asberis s
— “real heroes get stuck in” and he certainly did tha, taking on
bikes, balewagon and the Ork Dreadaought in band o tand
‘combat and emerging without a scratch. Once again the large:
amount of equipment I gave him proved a worthwhile
investment as the Commander’s Combat Drugs and melta
bombs saved me from complete embarrassment. Characters
like this cost lots of points and some players feel that it s 100
risky to add to this cost by giving them lots of wargear. I
disagree and usually “tool-up’ my best characters with all sorts:
of equipment. Charac of wargear that
normal troopers do not, so why not use it? This is especially
true of extra defences such as displacer fields or Aegis Suits

ters have access 10 4 lot

Tl have to experiment with taking fewer psykers if only
because it means I can take more guns!

Lam avaysimpresed by the e

nce of the Space Marines.

e e T R et

lty 1o kees
‘on going despite losses and their high kil ratio (they kill  lot
of the enemy for cach model they lose) they are the ideal
troops to have when you are in a comer.

‘Where I really lost the battl was my sloppy use of the Assault
jad. With some armies you have enough troops for it not to
T s et 5 s o e
two. Not with the Space Marines. | had recently been using
the Eldar and their Swooping Hawks who are similar t0 Space
Marine Assault roops in that they can jump over terrain

Hawks and suffered for my mistake for the whole battle

Despite the fact that I lost | was pleased that I stopped Jervis
from getting his primary objective and was unsurprised that |
dida’ achieve mine. | never thought that there was a great
chance of my assassinating Ghazghkull in three wrs, and
when the Librarian died I was forced to abandon his mission
completely, and concentrate instead on keeping Jervis out of
my deployment zone.

Looking across the table for a moment, I think that Jervis

One sight i my use of
my use e o M ot

played very 2 whaty
Orks if you understand their strengths. One of his best moves
judged by the amount of trouble it caused me. was 10 have the
Deathskulls and Snakebites on overwatch for much of the
batle. This meant that it was suicidal 10 use the jump packs as

Jeadersiptest. Ak, becaui the g Ock oo v 0 i wonld s plce the Assnt sd i b plcefr e

at the same target your squads are likely to take a lot of vy weapons to shoot at them. | hada't realy thought
of longer and

deny the enemy victory points for reducing them (0 S0% for the Assault squad. This underl

strength. If 1 had fielded my Assault and Tactical squads as
five-man combat squads Jervis would have probably got some.
VPs for the number that he killed. As it was, neither was
reduced to 50% and he got nothing for

eal plan
s, again, the benefit of
knowing your foe and finding their weak points. The best way
of doing this is to play with the army yourself so that you
understand it from your own experience — my nex! project is &
Blood Axe and Snakebite army




IL ORDER (410) 644-5699 MAIL ORDER (410) 644-56

MAIL ORDER

TELEPHONE HOTLINE (410) 644 5699

e
Gre Levelr B, T ot & G Tums1699

FAX (410) 242-1839

FAST AND CONVENIENT
‘Games Workshop products have a e
across the country then ever before - any
{5505 of White Dwarl whieh now foaturon & monthly
listing of every Independent Retailer carrying Games.
Workshop products in the United States and Canada.
Even with this greater accessibilty of Games Worksh

iniatures some customers still have a
problem finding local stores stocking a variety of our
products.

The Games Workshop Mail Order department has been

are looking for a chance to purchase directly from our
Headquarters in Baltimore, Maryland. Our Mail Order
Specialists can help you find the miniatures that you
have been looking for, provide you with the latest news

hard o provide a fast and convenient service that
sures your order will be delivered to you as quickly
and efficiently as possible.

MAIL ORDER
Our Mail Order Hotlines are open five days a week and
You can pay by check, money order, Mestereard, of
Visa. Al Canadian Money Orders must be d
bank, payable in U.S. Gollars. Unfortunatey Cornden
Postal Money orders, COD and general delivery can not
coepted.

(410) 644-5699 Monday through Friday
910010 500 pm EST (Eastern Standard Time)
Closed Saturdays, Sundays, and Holidays.

For more information, written orders, or to request a
complete catalog please write to:
GAMES WORKSHOP
ison Avenue
Baltimore Maryland 21227-1072
You may also fax your order through at:
(410) 242-1839

AIL ORDER (410) 644-5699 MAIL ORDER (410) 644-569
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door. With one year (
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‘packs from one of the following categori
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releases. Subscribe Now, the 2 FREE blister packs
offer expires September 30, 1994!
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Of all of the warriors of the Imperium of Man, the most feared are
the Space Marines. The Blood Angels are one of the oldest of all
the Space Marine chapters and are renowned throughout the
Galaxy for their devotion to the Emperor and ferocity in battle.

The Space Marine Army boxed set
contains everything you need to field a
Blood Angels Space Marine force. This
2000 point army builds on the models in
the Warhammer 40,000 box to create a
devastating army of Space Marine
warriors.

The Space Marine Army also contains
a complete army list for the
models in the box, enough
Blood Angels transfers to add
insignia to all your squads and
a set of full-color self-adhesive
Blood Angels banners.

The Space Marine Army contains:
1 Space Marine Captain Tycho

10 Tactical Squad Space Marines
10 Space Marine Devastators
10 Blood Angels Death Company

5 Space Marine Terminators

1 Blood Angels Dreadnought

5 Space Marine Scouts




BLOOD BOWL

STAR PLAYERS

9101

9096
RIPPER BOLGROT VARAG GHOUL CHEWER

PACKAGED 1 FIGURE PER BLISTER

SKAVEN

SKAVEN JEZZAIL TEAM - 9097

Completed
Jezzail Team

PACKAGED 2 FIGURES PER BLISTER.

wors




BEASTMEN

BEASTMAN COMMAND - 9100

£l

PACKAGED 2 FIGURES PER BLISTER.

wors




SPACE ORKS

SNAKEBITE ORK BOYZ - 9093

¥4 3

PACKAGED 2 FIGURES PER BLISTER

SNAKEBITE ORK NOBZ - 9094

SNAKEBITE RUNTHERD E

¢

PACKAGED 2 FIGURES PER BLISTER.

SPACE ORK SPLATTA KANNON - 9099

PACKAGED 2 GRETCHIN AND 1SPLATTERGUN PER BLISTER.

worz



SPACE ORKS

SNAKEBITE BOAR BOYZ NOBZ - 9098

g

PACKAGED 1 BOAR RIDER AND BOAR PER BLISTER

ELDAR

ELDAR WRAITHGUARD - 9095

PACKAGED 1 FIGURE PER BLISTER,

woza




SPACE ORK BOSSES

SPACE ORK BOSSES - 8014

BLOOD AXE ORK BOSS.

EACH ORK IS PACKAGED 1 BOSS AND | RANDOM RUNT PER BLISTER.

R -y

ORK SNAKEBITE B0SS ORK EVIL SUNZ BOSS ORK BLOOD AXE BOSS.

LY. )

ORK DEATHSKULL B0SS FREEBOOTER B0SS FLASH GIT OB ORK GOFF B0SS.

EACH ORK IS SUPPLIED WITH AN ORK ARM SPRUE AS WELL AS AN ORK WEAPONS SPRUE.
PACKAGED 1 BOSS AND | RANDOM RUNT PER BLISTER.




SPACE MARINES

SPACE MARINES - 8001

K6 ARMOR
WITH BOLTER WTH BOLTER [ WITH MELTA GUN

‘THESE MINIATURES ARE SUPPLIED WITH A SEPARATE BACKPACK SPRUE.
PACKAGED 2 FIGURES PER BLISTER.

£ag

MK3 1RO ARMOR K7 ARMOR

£8RE

K7 ARMOR K7 ARMOR MKS HERESY ARMOR k7 ARMOR
i

‘THESE MINIATURES ARE SUPPLIED WITH A SEPARATE PLASTIC SPACE MARINE ARM SPRUE

AND A SPACE MARINE BOLTER AND BACKPACK SPRUE. PACKAGED 2 FIGURES PER BLISTER.




SPACE ORKS
The Ot ars the most sevage
warlike race in the whole g
They lve fo war and aro constantly
striving to defeat their neighbours.
‘whether they are human, Eidar or
ks! This essential

nd their armies in complete and

exhaustive detail.

WAAAGH DA ORKS!
A comprehensive background
section describes the of the
Ork race, and all aspects of Ork
“kultur’. The different clans and
types of Ork are described along
with the Orks’ amazing technology.
SPECIAL RULES
‘Game rules are provided for al the

ghk
Adamantiom Skull ang. many

ARMY LIST

A complete army list for the Ork

Ork special characters is provi

the Goff Warlord
Ghazghkull Mag Uruk Thraka, the
crazed Deathskull Painboy known
s Mad Doc Grotsnik and Kaptin
“Flash Git" Badrukk and his

IL’
CITADEL
NI e

"EAUY METAL PAGES

famous.

Photographs and detalled descriptions pe
glory by the Games Workshop 'Eavy Metal team.

an Ork army.

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

Games Workshop and Ork are rder me:
o Camte Workthop L, 1904 A8 s rsared.







