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KNIGHTS PALADIN

Armed with a battlecannon and a giant

Titan Legions and Space Marine.

An Imperial Knight Paladin

THIS MONTH'S CITADEL
COLOUR RELEASES
W% Ok & Gretchin PaintSet $1299
(Bovcd s o pims)

082 Blod Angel Paint Set. si29
(Bonet st of 6 et

0057 Orc and Goblin Pant St 51299
(Baned st o i)

0 High 3 P St s1299
(Boned st o i)

WHAT TO DO OVER
THE HOLIDAYS?
your Holiday season is anything like
ours,then you have time-off and plenty
of new models to paint! Luckily this
‘month plenty of new paints are released.

MORE KNIGHTS

The beera Kaights Crasedor sd
Knights Errant are the first new metal
ngrm 10 be released for the Epic
Game System. Designed for different
purposes on the battlefield, the

Crusader provide long-ran
support while the Knights Errant are
geared towards close quarters combat

All these models can be seen on the
Eavy Metal p
IMPERIAL FORCES

In addition to the new Imperial Knights,
we have a selection of heavily amored

inthis issue.

vehicles for Imperial forces. Firs up are
the brand new Leman Russ batletanks.
You can check out the mainstay of
Imperial armor in this issue’s "Eavy
Metal section. Also rereleased this
month are the Imperial Predator Tank
and the Imperial Gorgons.

NEW PAINTS

This month Games Workshop will

Goblin, and
new sels contains 6

THIS MONTH'S EPIC
RELEASES

a2
s
0

=

imperia Gorgons
(@ model e bse)

ORK BOXED SETS
Mow bloody swathes through your
opponent’s infaniry! The release of the
new boxed set of plastic Bonebreaka
tanks i the perfect opportunity for Ork
Warlords 10 bulk up theie Waa-Ork
invasion forc
Now eleaed i a boxed et withal the
variant weapons. the Ork Mekboy
Gas

NEW RELEASES FOR JANUARY

gan
pages, as well as the full line of Games Workshop products, is as easy as finding your nearest Games Workshop Storeor
Chapir Approved Retal Shop.There s fl s of Chapler Approved Stores on pages 50 and 51 of thisissue and ou

e i, it Mk

Order Service will be happ; 1

al 5699 for up

product
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THIS MONTH'S
'WARHAMMER RELEASES

019 Arcane M
Box

ARCANE MAGIC

b e Magic
supplement will expand and update the
magic rules for Warhammer. With over
100 full-color spell and magic item
cards, Arcane Magic puts previously
available goodies onto thick cardstock.
and adds new items, like the fabled
Hammer of Hashut, and more.

‘Blood Bowl Halfling

WS NEWS NEWS NEWS NEWS NEWS NEWS NE
WAREAMMER

CHAOS SORCERERS
Steeped with dread power, Chaos
Sorcerers can unleash hideous and
devastating spells upon the battlefields
of the Warhammer World. Aly Morrison
has finished two excellent new models
which can be seen in the ‘Eavy Metal
section of his issue. Each model comes
packaged with a familir.

UNDEAD ARMY
“The Undead Army box is the perfect
way 10 start collecting  new force for
‘Warhammer, the game of fantasy batles
Like the other sets in this series, the
models come with a complete army list
50 you can start painting and playing
straight away
IMPERIAL PEGASUS

Swooping out of the skies like 3 bolt of
lightning. the Imperial Hero on
Pegasus can shatter entire enemy units

Flamer of Tzeentch

FLAMERS
Bounding across obstacles, Flamers of
Tzeenteh set the balefield alight by
shooting forth incandescent gouts of
magical flame. With a nine inch
‘movement rate and special flame attacks,
what Chaos General would want to do

HALFLINGS
They're small, plucky, and round!
They're armed with cating utensils and a
hunger for victory! Yes, the Halflings
have arrived. Gary Morley has been hard
at work tuming out his latest models - 6
‘new Halflngs for Blood Bowl
Not only are these excellent ltlle chaps
featured in this month's "Eavy Metal
section, but you will also find an article
on winning the league with a Halfling
team (you snicker, but it's trucl). Lean
back, open a fizzy pop, and enjoy’

THIS MONTH'S BLOOD
BOWL RELEASES

SKAVEN MUTANTS

Due 1o the horible twisting and mutating
effects of warpstone, many Skaven
Blood Bowl players develop unusual and
crowd-pleasing growths. Gary Morley
has sculpted 4 of these Mutants to
properly outfit any Skaven Team lucky

Very Long Legs. the ever-dangerous
Claw, the unbelicvably useful Big
Hand, and, of course, the fan favorite,
Extra Arms! Go team!

el b o ok o
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Arcane Magic expands and updates
the magic rules for Warhammer -
the game of fantasy battles. Arcane
Magic supplies over 100-full-color
spell and magic item cards, many
previously available only on paper,
and now presented on thick card to
add to your collection.

The Arcane Magic supplement contains
+ 84 Magic Item Card:
completly new Magi

Spells. » The
Warhammer, he game of fatasy batls.

tems for Dwarfs, High Elves, Orcs and Goblins, Empire, Skaven, Undead, and 19
Spell Cards, covering Necromantic. Dark Magic, Chaos Dwarf, and Ice Magic
Rulebook, a complete summary of existing spells and Magic

2 High/ Driven Off Counters

pecia

WARHAMMER ARCANE MAGIC IS NOT A COMPLETE GAME. YOU
NEED A COPY OF WARHAMMER FANTASY BATTLE TO USE THE
CONTENTS OF THIS SUPPLEMENT.
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THIS MONTH'S
WARHAMMER 40,000
RELEASES

0439 Space Marine Land Speeder

@one st of 1 e machio)

5999

LAND SPEEDER
le-eyed White Dwarf readers will
ave noticed two of these new
Warhammer 40,000 war machines

E

featured in Fred Reed's army on the back
cover of last month's issue.

‘We've painted ours t0 go with the Studio
Ultzamarines army, but this awesome
boxed set also comes with complete sets
of transfers for the Space Wolves and the
Blood Angels Chapters. Full rules and
datafux information for the deadly Space
Marine Land Speeder can be found in
the Dark Millennium supplemen.

MMER 2

THE JOB
All across North America more and more
stores are starting to carry Games
Workshop products. With this increase in
sales comes a demand for expanded
customer support. To help run this
department we need a highly organized
person who can assist the Director of Sales
in all manners of business, including
customer support and working with our
Distributor network.
QUALIFICATIONS

Applicants must have sufficient knowledge
and experience with distribution, retail, and
Games Workshop product. We are loo}
for a responsible and professionally mi
individual who can take an active role in an
industry leading manufacturer. Experience

ing
ded

STAFF RECRUITMENT - SALES MANAGER

Games Workshop is expanding rapidly and in order to keep pace with this
growth we are looking for a few key people to join our staff. Currently we
need to find the right person to help run our sales department.

in marketing, warehousing, and supervising
personnel are all a must. A knowledge of
computers is also required.
APPLICATIONS

1f you think your skills and experience fit the
position of Games Workshop Sales Manager
and you are willing to relocate to the
Baltimore area, then submit your resume
and cover letter to:

Games Workshop - Director of Sales.
3431-C Benson Avenue
Baltimore, MD 21227-1072

Games Workshop is an Equal Opportunity
Employer and offers medical, dental, life,
and disability insurance, as well as a 401 K
Pension Plan.
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ELDAR JETBIKE
& SHRIEKER JETBIKE

The Jetbike is a deadly,
lightning-fast weapon of war.
Eldar  Guardians
Jetbikes stiuak across the
battlefield the 41st
illennium to overrun heavily
defended positions and strike
deep into enemy territory.

Shrieker Jetbikes ride at the
forefront of the Eldar attack. As
ing

twist and mutate the very flesh
of their targets. Other troops
flee in horror as the convulsing
bodies of the shrieker's victims
explode in bloody ruin.

‘The Eldar Jetbike boxed set contains a plastic Jetbike complete with an

Eldar rider and a sheet of transfers. The Eldar Shrieker Jetbike boxed cuoan sETBIE

set contains a complete plastic Eldar Jetbike, a sheet of transers, an L3

‘additional metal shrieker cannon and metal Eldar rder.

Gradol, he Cradol caste, EXar,Games Workshop and
Warhamime ae regtere rademars of Games Workenop Lt
© Gamos Workshop L, 1994. Al rights reserved.




— PAINT RANGE —

By Mike McVey

Over the last year or so, Games Workshop’s miniature

painting expert Mike

McVey has been working hard on a complete revision of the Citadel Colour
range of paints. In this special article, Mike explains how this project came
about and his ideas for the future.

For me, it all started ten years ago
when the Gitadel Colour Paint Set was
released. At his time 1 was sill a novice
in the miniature panting hoboy. 14
been painting for about a year and was
stll strugal

then av

dry, had a
onsmelt ey Pt s oy thoet, There st

termible consistency

iny other suitable painis availal
here was a
been especially designed for

Citadel um,m came as a revelation. At last,
range of paints that had

el sl gt St s et Sty St
mixed. They were formulated so that they didn't shrink
or crack when drying ~ in fact they were perfect for
‘miniature pa

Over the next few years more sets were released and
the range expanded until it included over sixty paints
and inks — by far the most comprehensive range of
metal and plastic miniature paints available anywhere.

REVISING THE RANGE

Irihe el Colour mnge was 40 pesfc, the obricus
question is, why change it
The main reason lis in the fuctthat the range was
originally released as separate boxed sets over a period
of about ten years. This was fine from the point of view
o the indivicual pains, but e thought vas put o

ring the colours as 2 complete series. When we.

¢ 10 examine the entire Citadel Colour range, we
QUi dackiod Ut e was e for'a commplcne revision
The aim was to consider Citadel Colour paints as a

‘hole - to produce paieshat worked us 26 welas
it e in smaller sets or
individually

The task of revising the paint collection was given to
me. As someone who had been using Citadel paints.
almost every day since they were first

fairly comprehensive knowledge of the paints,

‘were best used and how and where they could be
improved. This put me in  unique position for a
miniature painter; not everyone gets (o design their
own range of paints!

et

wash,

wor




The Citadel Colour Paint Set includes a basic painting guide
wbich tels you all you e 10 knou 0 ge starte

As the project got \mdma\ 1 was able to talk directly

the chemists and other people who were involved in
making Citadel paints, and tell them what colour,
formulation and consistency 1 required for each
individual paint and ink

THE PAINTS
In esence lhe  basic formulaion ofthe pains asnt
ew that um was already of such a
hngh qu.«hly vhm e would be ifficult to improve
o aicdion was given 892 Few of the
colours, in particula the reds and yellows. These
colours can cause a slgh problen in that most of

strong red and yellow pigments are highly poisonous
and are mmm \lmuxuble! o et A ke
rch, the the paint manufacturers came

Up with an alepnative kind of pigrent which vastly
improved the brightness and consistency of these
colours

“The main task was 10 go through the range and pick out
which colours would remain unchanged and which
ones nesded improving Obously, some of the pnts
are more popular and more useful than others. Sor
rtqmmll ‘minor changﬁ " shade to make theen it in
e This sounds qule simple,but
s n fac it 3 long proces ~ wove been woking
on the new ange for oves a year. Each clour aeeded 15
be sssesed, and if we deeded to make any changes
sanples were made a0d thoroughly teste to ensurt
hat the paint s of the inest qualty possible
Ao of thought has gone o ensuring thatthere are 10
in the new Citadel Colour range and that each
Solour s 2 defnite use. The nital rease of colours
willform th core o the range, and more shades il be
he next few months 1o cxpand and

diversiy the choice.

also gives you
on ot 1o paint the o mintaturs included in the bacx

INKS
Inks are an essential part of the Citadel Colour range,

‘many simple techniques.
Inks basically have two different uses, and so 1o make
them a bit more user-fiendly, we've divided them into
Washes and Glazes.

Washes
Wash colours are spocilly desiged 0 provid simple
d lecve stuc plas wres,

iy G s o o splet 1o 4
alreads painicd area. Because of s thinnes consisency
ihe wash runs it he detai and receses 0 provide
qnumx and definition. Using Washes can considera

S your pintiag and 5 they ar especally ot
e oot e mnbers of s o regimess
or squads

Washes are great for providing simple and effective shading

Glazes.

These are brighly-coloursd inks that have 2 slightly
different application 1o Washes. Glazes are used

an area has been highlighted e you want (o brighten
up the finish. Quite often when you use white in
highlights the end result can look a lile too pale.



In these cases, a Glaze is applied in a thin, even coat o

he area, effectively tinting the colour and making it far
brighter and more intense. Glazes can also be used to
deey enrich colours, by applying several very
thin layers. Using Glazes tal kew\nlemuﬂ practice than
Washes, but the results are well worth

S~

e biglgts on s cak re a il o wbi 50 i gaze
s being applied 10 brighien the olow

THE RANGE AS A WHOLE
As I've already mentioned, we set out 10 revise the
comple range a5 4 whol

U with weould et every aspect of ‘miniture
pﬂmlmg Looking back, with the range now finished, 1
think our plans have been fulflled and even sunxa\sed

Cltadel Colour patnis can be sed on any sort of miniature, from
rank and file troos, 10 the mast spctacular army centre-pieces.

y f o nwpind s re et clic e, i each
o i el R

‘The Paint Sets
‘The new Citadel Colour Paint Set contains the core
et & M M S oner o, 8
and blue ~ plus blad and silver. Green,
e e heio ey dm‘«m ©
As an introduction 10 the Wash range,

added Flesh Wash, which 25 the name igesii
d shading colour for standard skin tones.

i
‘i s also includes 2 high aually b
miniatures and a basic painting guide, so that if you're
just starting out in the hobby, you can begin painting
right away.

Each of the other sets in the range contains six colours

‘which have been chosen specially for the individual

races. There is a High EIf set, an Orc and set
indead set, one set for each of the four main

fnclued are oo oy s i
have also included suitable Wash colours. For cxampic,
i Hgh E P S comtine Ml e st oo
Wash for paining the scale rmour and EIfGrey for he
clothing. Ruby Red and Lightning Bolt Bluc
common decoration colours and! EIf Flesh i 2 Hghier
tone for the paler EIf skin.
rs i these sets are not intended 1o
used exclusively on Just one panicular ace. In fact
te is true. All of the colours arc
on absolutely any model. For
example, in the old range there was just one skin
colour, Bronzed Flesh, s it w; shade and
ighight skin toncs successully.




In the new rnge Bronze lesh hasbecn improved and
redefined and two new col ave been added. 1

have already mentioned FIf Toah, which 3 palerskin

e or pallor for any
human, Dwarf or EIf miniature.

Colours.
There are several difrent tones of ech colout in the
range, so they c: be successfully shaded and
Highighied ‘witiou 100 moch mixing. OF course, i of
Bl ly e e cin e iy Ikersad i
pmdu(r an infinite variety of colours. You can even mix.
the Washes and Glazes with each other and with the
ot o give diferent consisencies and intenies of
Colour, 105 all Up 10 you, it jusk Gepends on what o

intermixing the colours 1o produce any number of
intermediate shadles.

FUTURE PLANS
Once the basic range has been released, that is not the
the story. The r.

released — including adding some of the
tones and colours that are difficult to mix successfully

CITADEL BRUSHES

When we decided to revise the paint range it seemed
like a suitable opportunity 10 review the brushes as
el Gradel bshes kave auays becn of he ighest
quality. They are individu: nade from fine
sable wich s the very best i e ey
are more expensive than synthetic hair brushes but
the qualty of poin, pain-canying abilty and longeviy

re far better. So unless you are an absolute beginner,
it's false economy to I)\l) anything other than the best
sable brushes you can affc

Even though the brush range was already of a very high
quality, we felt that it could still be improved upon.

textured sufaces, such s on this Boar

woro

We went 10 one of the largest and certainly the best

Known manufacurers of i’ brushes inthe couniy,

asked them 10 design us a range of brushes

ing miniatures. The end result is
ost

b
sable brush range there are two specially designed
Dr\hru\luny, Brushes. These are made from hard
we: d as a durable
bie
give
rage and if looked after

properly they Il last almost indefinitely

The Gl B St ot  godscion of
brushes dard s for g i
P Dol B and Do

You will notice that the look of the new brushes has
also changed. The handle has been made slightly fatter
to give a more secure grip and the colour has been
changed to make them more distinctive. We have also
one away with the udkions! coofising ausbeing
sysem for brushsies and changed t0 3 descripion
St i st o s e ek \uullcﬂ
brush in the range is no longer a 000, it is now c
ook ek o e b

AL all, T cxxemcly pleased wih the wny he new

paints and brushes have trned out. I think we've

el vt wes ety iod nngn' into a truly

excellent one that is perfect for all aspects of miniature

peing Al you noed 0 do now is ead the paining
ides and put it all into practice! Good luck

Y hon




AANAS YORO
RETAIL STORES

COME VISIT US AT
FAIRFAX, TORONTO, & VANCOUVER

ARLINGTONBLVD.
PICKETT RD.
9

4 [ el
B
FAIR CITY MALL 331 QUEEN STREET 8 WATER STREET
9600-G MAIN STREET WEST TORONTO, VANCOUVER,
FAIRFAX, VIRGINIA ONTARIO BRITISH COLUMBIA
(416) 595-1159 (604) 685-8823
Won, Tues, Thurs, i

.- 730 p.
Wed. Game Night 11:30 &.m. - :00 p.m.
1:00 2.m. - 600 pam.
Sun. 11:00 a.m. - 600 p.

Mon. - Wed, Fri.-Sat.
1100am. 700 pm.
Thur. Game Night 11:00 am. - 8:00 pam.
Sun.12002:m. - 600 pam.

B



pEAUY METAL

THE JUNGLE FIGHTERS OF CATACHAN

Badges.
Every company of the Imperial

has its own badge,
usually a simple disc divided
into two or three colours. Over

individual troopers.

T AUNCHER AND LOADER

“The Imperial world of Catachan i one of the most dangerous places in the enire.
galaxy. Is steaming tropical forests are a living hell filled with inummerable
%) dangers. Vi
the skies and even the plants are monstrously carnivorous. It is from this
f

terrifying
Guant

. the colonists of C: by

of jungle warfare and they make lttle use of flashy decorations. Company badges are
restricted to a few picces of equipment like the knifc

S
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CATACHAN JUNGLE FIGHTERS

By Rick Priestley
Trained from birth to kill, the Catachan Jungle Fighters are one of the most
famous and feared regiments in the service of the Emperor. In this first article on
the Imperial Guard regiments, Rick takes a look at these battle-hardened warriors
from the jungle swathed Death World of Catachan.
MPERIAL GUARD FEtEr D e e oo}
=

regiments as you

Our Imperial Guard project is well underway with many new 5quad in a bosx, with extra models, commanders and special
h characters out later in blister packs. All the models have been

while ago we released the Leman Russ battle tank, our first ~ designed by top-gun putty-pushers Mike and Alan Perry

new plastc kit for quite @ while and certainly the most detailed ~ €ru€some twosome have also produced an exciting range of

0 date. This month sces the launch of the first of our new  Vehicle crew models 10 accompany the Leman Russ tank.

Imperial Guard range in the form of the Catachan Jungle

As models come out we'll be adding new regiments to our

Fighter regimeat, We have scveral more regimental S€1S 0 collection and feanuring them in future issoes of While Dwar.

Come. o well s secal ypes soch s dely Rting Sipers We' aisobe publishing more new ks for he Imperial
and some wild EougSSumsUaand o the Jobn Blanche Guxrduhcma ropriate and we hope to bring you a battle.
Sosaionon i 1o he W 0000 ek, Ohrd er SPpria andwe bope o brin You e
BTN R g e S e
e R e e s

“This gives Imperial Guard players the option of collecting an  Dark Angels and Blood Angels.




SPACE MARINE LAND SPEEDER

ASSAULT SQUAD BADGE

T

SQUAD NUMBER

G NN

pace Marines Assaul squads are expected and trained (o fight
in a varicty of ways. Whole squads are usually deployed as
close combat specialists and as jump troops. but they can also be

This particular example shows 3 Land Speeder crewed by two
Space Marines of the VIII Squad, 2nd Company of the
Ultramarines. The Land Specder itsef carries the relevant army
and squad badges, and has the yellow trim of the 2nd Company,




SPACE MARINE CHAPLAINS

e Space Masines’ e siulates that each one of
i oyt s e e

On their right shoulder pad. all Chaplains display the skull
badge of thei rank, whils the lft shoulder pad bears their
Chaptr icon.

Fach Chaplain carries
its simplest form the banner shows the Chaplain’s skull

HEEE

a banner 10 identify him in bare. In

badge in combination with the Chapter icon and &
border in the Company colour. Chaplains mark their
armour with the army badge as the first stage in s adoption
by the Company for the subsequent campaign.

simple

The Chaplains are rev
time, as they accu

evered veterans, and over the passage of
mulate many battle honours,

of bravery and

Chaplain’s suit of armour isin tsel a lta
d s festooned with all manner of carefully
sculpted embellishment to recall famous victorics and
heroic actions

Banners arc
lavish works of an recall
Congaay sad of e Cho
glo

Kewise dapid over e, afenbecoming
veats in the history of the
emblazoned with

IMPERIAL
FISTS"
ICON.

IMPERIAL FISTS, 3RD COMPANY

WHITESCARS, IST COMPANY

wois




CATACHAN JUNGLE FIGHTERS

REGIMENTS OF THE IMPERIAL GUARD

The Imperial Guard is the military arm of the Imperium, the
g igin o nthe gy and e st povertl army
of all time. Across the fur-flung battlefields of the forty-first
illcoia the Tmpeia Gusnd siraggls againt i ivaders,
rebellious planctary lords. and the savagery of nature. The
Imperial Guard is not really a single army but many armies,
each recruited for a specific campaign or war.
Each army is comprised of many regiments. Each regiment
comes from a single world and is recruited by the Lord of that
word s pat of his gerial bligations. When th Enmperr
calls the Imperium to war, every planet must provide a
for

CATACHAN

Man has lived upon Catachan longer than Imperial records can
recall. The scout probes of the first colonists found  planet
which looked deceptively green and fertle from the safety of

‘marooned upon one of the most inhospitable places in the
galaxy. Catachan is a Death World. perhaps the most notorious
and dangerous of all the Death Worlds in the Imperium. Its
jungles are home to some of the most predatory animals and
plants every encountered by man. The firs settlers survived by
the merest chance, holed-up inside the wreckage of their
spacecrat, besieged by the living jungle around them.
Undoubtedly many died. Only the hardies, quickest and
Inckiest ever survive on a Death W

The planet’s few scattered setlements are fortresses
surrounded by bar  where the soil has been blasted
bare 0 prov
long on Catachan. Lichens soon take
Secreting a potent acid which crumbles even the most solidly
constructed defences. Strangle Vines creep a hundred metres

bunker or smash a tank like an eggshell. The people of
Catachan must constantly build and rebuild. Wherever they
construct their settlements the jungles grow more densely an
become increasingly aggressive. The wild creatures of
Catachan gather to repel the invaders. It s as if the whole
planet were determined (o rd iself of human intrusion, just as
the immune system of a man might react 1o some
virus. Sooner or later humans must abandon their homes and
resettle on another site, beginning their struggle against the
jungle afresh

The people of this unique world are moulded by a life of
constant battle. Children leam o shoot before they can walk.
Only those who can shoot fast and straight ever reach
adulthood. Outside the fragile domes a world wars against ts
human inhabitants, vicious creatures like the Catachan Devil
2 for the unwary. Every plant and ey

fo Every cecature is 3

deadly pollen which saturates the air and invades filer
systems. Other types of vegetation release sticky sap which
holds a creature fast and slowly dissolves its flesh. A few large.
trees even emit poisons into the ground water, killing

l over the galaxy
different regiments join together o fight side-by-side. An army
often contains regiments from very different worlds: vast
indusicial hiv worlds,arid suphur eserts, and sicaming

I warriors are suited to

quchv perish amidst the jungles of Catachan, for example.

Wherever possible, regiments are raised from worlds similar to
H "

possible, and troops from quite different planets often find
ab

anything foolish enough to venture near.

atle ront
of a war, individual squads are often seconded to neighbouring
regiments, thrown forwards amongst warriors from anoth
world to bolster a weak spot in the
attack. Often regiments are so depleted by casua
Squads of different origin are reformed into a single regiment,
forming a polyglot force from many different worlds

the plants.
“The multi-legged Catachan Devil with s segmenied body and
as big as & tank and capable of battling even

i an instinct for self-preservation unrivalled
anywhere in th galaxy.

wots




CATACHAN JUNGLE FIGHTERS

THE CATACHAN REGIMEN

Like all the worlds in the Imperium, Catachan is required to
provide troops for the Imperial Guard. The people of Catachan

e
alien to most of the hive-dwelling citizens of the Imperium’s
larger planets. When it comes o jungle fighting the Catachan

supremacy in this type of wasfare.

During the jungle wars on Epsion Octarius, the Catachan
Regiment survived for nearly forty days amidst Crotalid

rd that he ordered his Gargants o be painted in
green jungle siripes with red bandanas,in imitation of the
Catachan Jungle Figher's unform. Whether h did this out of
respect fo hi encmies or in the hope that some of the Jungle
Fighter'sskills would rub offon his Gargant ighting machines
is uncertin.

Jungle Fighters wear the green combat gear that is everyday
costume for the people of Catachan. Their clothing is
completely suited to fast moving warfare amidst steaming
jungles. Combined with the red bandana, this rough but
practical costume passes s the regiment’s uniform.

THE WEAPONS TEAM RULE

The Catachan Jungle Fighters introduces a new idea for
‘Warhammer 40,000, Their Missile Launcher has not one but
o crew members, a firer and a loader. Thisis going o be the
usual format for the Imperial Guard regiments. Future releases
will include not only shoulder mounted heavy weapoary but
also guns on heavy tripods and wheeled carriages. This gives
the Imperial Guard a very military feel. It also gives us a
chance to invent a new and entertaining rule for them!

A weapons team consists of two models, a firer who carries
and operates the heavy weapon, and a loader whose job is to

“The loader not only loads the weapon, but he.
carres extra ammunition, tools, and spare parts. What's more,
D i o 1 s e wepom it ke i g The fe:

within 2" of cack pos
o e disance). The loadr s also amed asa
tandar

Tigitin e sk et st s OB R

the model with the heavy weapon, take off the loader model

ind move the firer 1o the loader’s position. If the loader is not

within 2" of the firer for some reason, then he cannot swop
over in this way and the weapon s lost.
Tho. wespons s e Cn cimghorud way of

Mpcesufie v oo e atlom
TR R S b e A e i Tn.;

in mind that only the kvmcr ‘model can pick up the weapon, not

‘weapon might beapad dumen or lost in some way
we will simply assume that the weapon miraculously escapes.
i o o S st b

CATACHAN JUNGLE FIGHTERS

An Imperial Guard army may include up 1o three squads of
Catachan Jungle Fighters for every Command Section it has.

SQUADS 140 points

1 Sergeant and 9

Isgun. g renadesan fak amour 6+ save. The S

s P it ke - s ot ok

armour (6+ say equipped with a melta-gun,

s ek i i s e i+
missile launcher.

PROFILE
Imperial Guard 4 3 3

MWSBS S T W |
88 1 | 3

A Ld
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All across the Old World ancient crypts open up in answer to the siren call of
Necromantic magic. An evil glint appears in long-empty eye sockets. Hordes of
the living dead gather, their bones rattling and dry flesh creaking, as they are
pulled irresistibly to battle by the adamant will of their dark master.

New from Citadel Miniatures, the Undead Army box contains a complete 2,000 point army.
Included in this box are: Necromancer Dieter Helsnicht mounted on a Manticore, 6 Skeleton
Horsemen, 20 Skeleton Warriors, 2 Undead Chariots, 2 Carrion, 2 Screaming Skull Catapults, 2
‘Wights, 3 Undead Command, 12 Ghouls, 12 Zombies, and a Vampire Count.

Also included in this massive boxed set is a booklet containing a full army list for all the models
in the box with points values, characteristics, magic items, and a set of full-color,
self-adhesive standards and banners for your army.

e Wl ORI
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CHARGE!

By Jake Thornton

With thundering hooves the cavalry charged, crashing into the enemy line and
scattering their footsoldiers like chaff in a high wind. None could stand before
the armoured might of the iron-clad lancers as they crushed all those foolish

or unlucky enough to stand before them.
Of all the types of warriors in  more common Centaurs who serve Chaos also behave like
Wathammer, my favourite non-  cavalry, s do some daemons such as the Flamers of Teeenich.

magical troops are the cavalry
Faster than the foot troops and  Dwarf Gyrocopters, Skaven Doomwheels and Chariots of any

more numerous than the heroes race are similar 100, With a litle adaptation for ther different
on their winged mounts, massed  movement rules,these war machines can successfully use the
regiments of cavalry dominate  following cavalry tactics to crush their enemics under their
the batlefields of the Old World.  scythed wheels
‘The Gaunilet of Fear in White
Dwarf 178 shows just how  With nm variety of troop types coming under the general
i Soocbe heading of “cavalry” you can see that every army should be
sl 17 sem o s b iamag oo, Even those
My definition of cavalry i few armies that don't have cavalry of their own are always
simple —they are any troops mounted on horses, boars, wolves  able 10 take allics who have. Taking allied troops like this is
or Chaos riding beasts. Chaos Dwarf's Bull Centaurs and the also an ideal way to start collecting a new army




CHARGE!

TYPES OF CAVALRY
There are basically three sorts of cavalry in Warhammer:
heavy cavalry like Chaos Knighs, missile cavalry such as the
famous Kislev Horse Archers of the Empire, and light cavalry
like Skeleton Horsemen.

Heavy cavalry forms the main striking force
High B ad Epr i They are eanly dmmg\llshu‘l

pes by the huge amount of armour worn by
better!) and the fact that they.
are usually armed with lances. These are the perfect weapon
for charging troops, adding +2 (0 the Strength o the attack in
the first turn, but unlike double-handed weapons stl allowing
the charger to strike before their opponent. As the clite of the

e which e cracs i ling il n . cre
are few units which can withstand the charge of

heavy.

At the other end of the scale we have missile cavalry. As the
ame sugges, e st imporant pnt sbout these roops i

epeser band g, the nbju:l is to shower the enemy. i

nmmotie peety o waror eed 0 move avcty and
So they wear it of no armour. The best missile cavalry only
has a 5+ or 6+ save as they then count as fust cavalry as
defined on page 22 of the Warhammer rulebook. This means
tha they can make any number of s for free — even whilst

enemy and avoid being caught up in hand-to-hand combat.

cavalry, but never quite. They appear 10 be, and are usually
used as, second rate heavy cavalry.

One final note about types of cavalry is that many of the army
lists allow you to vary the equipment of your troops and this

necd to upgrade.

i armout? Wil sl them down? Vll i S ther bing

Jfast cavalry? Would your Goblin Wolfboyz be more useful if
‘you gave them spears? Or bov

TASKS
Each sort of cavalry has a different task 10 perform on the
battlfield. Understanding these varying skills is important as

v care(‘u“y about your cavalrys wespons and armout
them 1o your army. Do you

hel your troops e
that you use each regiment 10 do what they re best at I’s no

Slayers or to waste your Chaos Kaights merely harassing an
enemy flank. Pick the right troops for cach job and you'll get
the best value out of your points.

CHARGE!
Hoavy coalry s there sl the cacny and sl e

ey can move much faster than foot troops and are
lheul‘ote o wmaly i e postion o g Teter o being

you 10 pick and choose your fights, avmdmg the dangerons
S e b olew g

Li y i really have

Night Gobiin I
Archers

- E
[ e i

spells.
break easily as il S panic
tests on the other enemy regiments
well as freeing your heavy cav:
again before the batte is over.
xample below is the
Gauntlet of Fear battle report from
arf 178.




In combat

USING MISSILE CAVALRY

Don't expect your missile cavalry 10 fight any but the most

feebie of the enemy tro0ps in hand-to-hand. Instead, it

i their job t0 use their bows or guns to harass the enemy

regiments,killing one o two models, threatening 1o charge
i the flank and getting in the way of your

manceuvring by disallowing him

that you cannot march move closer than 8° to an enemy.
model). Missi are who

fighting rank is wiped out in the inital srike. To this end you
need 10 think careflly about how you are going to form up
T gt el e e o ey s
Teast fou

e ey a alvars possnbk o
achieve but there are several ways this. Firsly. always
take a regimental standard. He costs as may points as two
‘normal models bu gives you an extra +1 just as if you had a

better
in back ranks that canno see to shoot.

chance to show off your modelling and painting skills.
‘Secondly, remember the characters in your army. These also
cost a lot of points s they are very powerful and often carry.
‘magic items. Where better to place them than at the cutting

e il e ey "ymlll!nll.llmwdm

skirmish, then try 10 ensure that your regiments all qualify as

Jast cavalryinstead.

AR SRl WMoy ot of
te Dwarf 174,

Your rank bonus only wasted.
Work out which characters will fight with each regiment

- They o e cobig o i of e B
B N g oo

your poin
Faal, gt rules gt ¢ o impocan wih

-nyvmmunmnwmmsnxﬁnmum

smaller regiments, such as heay
ank bous 1 calealaied Bafyra v semove tat wra's
casualties and that models which are lapping round count

Undead regiments as they approached.
143 ke comie caped i il Mk reponkioned e

towards rank bonuses t0o. This
have a better chance of inst the large

Pistoliers

for thei ranks no matter how many you kil

as they bravely stood to receive the charge.

i




CHARGE!

Allin all, the regiment greatly hampered the Undead advance,
whittling down some of the regiments with their fie as they
blocked the movement of others, finally wiping ou the Carrion
in a brave stand. And all this without ever getting bogged
down in hand-to-hand comba!

One other very specific use of missile cavalry is against the
dreaded Goblin Fanatics who are such a plague on heavy
wroops Misle caalyarefs enough gt cos 10 the Niht
Gobl firs,

mnmm; berm o ploces, OF cours the Fanitcs sometimes
but this s

out in the open where they can be dealt with by the other
missile troops and wizards in the army.

wozz

To reimenis o ligh cavary in an evenly matched srgsle - Kises Winged Lancers fght aainst Stleon Horsemen,

LIGHT CAVALRY
As T said before, these are
the trickiest cavalry 10 use
effectively

i the bi fanger w
llzhlu\aln thinking they
can do something they
can't, and is best explained
with an example.

In the example from Whitc
Dwarf 170 on the left, 1
commanded a Chaos Dwarf army against Robin’s Wood
E

more timen han 1 care to emember However s ime he
a fatal mistake.

Robin usully leads the army of the Empire (o battle and had

d that the Wood EIf Knights were as tough as the
Empire Knights, but this just wasn't te case. He charged in
expecting 1o break the Chaos Dwarf line in one glorious blow
butcndedup suck i oy srgge b coudt win
and couldn't escape from. With the heavy cavalry
i plan may el hve punched 4 hole inthe cente of the
Chaos Dwarf line and left them scattered and in disarray. As it




The Wood Elf attack approaches the Chaos Diwar line.

was, he had used light cavalry o do a heavy cavalry job and
was defeated for his mistake.

CHARGE!

types of light and heavy cavalry are best used to compl

Jement
and other. AUits most basic, this means using
‘your missile and light cavalry to protect the flanks of the

Li
missile cavalry and send them to protect the flanks of friendly

ast troops such s cavalry you should
Remember that units of enemy troops are not a
e ey canmc et you e 20y ok oo sone
of them out on a limb while you massacre

In fact, apart from their lack of ranged weapons, light cavalry
can be employed to perform all the same tasks that your
missile cavalry do -~ pursuing flecing enemy regiments and
blocking their reinforcements as your heavy cavalry destroy

their main fighting strength.

CAVALRY FORCES IN BATTLE
Obviously, the different types of cavalry don't operate in a
vacuum and each must ted into your battle plan
for the whole army.

Cavalry often work best 3 3 mistre of ifferent types.
00t troops are 100 slow 10 support them, the various

y as they getini
position o charge. Once the heavy troops are engaged then

by means of a threat.

L T
T oty
[ o Lo

e Kister Horse Archers
OMissile Cavalry)




CHARGE!

This simpe formation slows the

t0 advance whilst the

Hani are covered by the missle
cavalry. These

potential threat and if anyone was
foolish enough to charge the heavy
gk e S0 m Sernkl
be

e o o e

Tomey sovaey corety, then hia

‘multiple combat should still be in
favour.

\I/ \l/

<

Of course, the high point of

into an unstoppable attack
whi before

he can even begin to defend
st A rpkeal s o
attack is explained in the
digrms sbove, The ammy

s Empire and Undead
symboh but could be any pair
of armics.

'WHAT IF YOU
HAVEN'T GOT ANY CAVALRY?
s e o i

These spells and many others like them can effectively
transform your tougher foot troops into heavy cavalry by

10 some cavalry, even if they have (0 resort t0 allied troops.

However, if you haven't enough models, don’t want t0 take

allies or are not allowed any cavalry in the scenario you are

playing, take heart. The above tactics apply equally well with

Dwarf Gyrocopters and daemon Flamers of Tzeenich (missile

cavalry). Chariots from any army, the Empirc War Wagon,
the Skaven Doomwheel (heavy cavalry).

Magic can lso relace cavalry. with iy of the decks
Waaagh magic’s Hand of

ontaining movement spells su
Gork or the Bridge of Shadows from the Grey maguc deck.

‘combat. Tmagine the effect of a arge regiment of Black Ores

‘enough with the Hand of Gork, but what a shock for your

! Or you could charge your High EIf Phocnix Guard
mmumﬂqm.ﬂwmmm very heart of your
foe's position.

Finally, know your own army. Lear what your regiments can
Mwbmimwmmmldmchrn{ Remember
that it i the General that really counts, and that any army can

forhedrrrmwid
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THE NEW CITADEL COLOUR RANGE

As partof the new range, four brand new Citadel C i Sets are now
specially chosen for the individual races. Space Marine Chapters, or aries. Inside cach of these Sets, as with the entire Citadel
Colour line of paint. you wil find specially formulated water-based acrylic paints and washes that are fully intermixable and

‘completely non-toxic. *The Ores and Goblin set contains: Or Flesh Wash, Blood Red, Snot Green, Goblin
Green, Tin Bitz, and Bad Moon Yellow. <The High Elves set contains: Mithril Silver. Ruby Red, Lightning Bolt
Blue. EIf Grey, EIf Flesh, and Armour Wash. +The Ork and Gretchin set contains: Bizarre Blue, Snot
Ore Flesh Wash, Bubonic Brown. Bad Moon Yellow, and Blood Red. - the Blood Angels set you w
Blood Angel Red, Fiery Orange, Red Wash, Bizarre Blue, Golden Yellow. and Chaos Black.

RAMES

The Gaes Workshop log s the Washarmer logo e regisicrd ademarks o Geoes Workshop Lid.
Biood nge ‘Worshop L

7
Wi

© Games Worksho L. 1994 Al s reserved




IMPERIAL KNIGHT

IMPERIAL KNIGHTS SMASH THE ORK ADVANCE.




FISTS OF DEATH

By Gavin Thorpe
In the immortal words of Haran Jaxx, as laid down in the De Bellis Titanicus “The arming of
Titans must, by necessity, always be a compromise”. With Imperial Titans this is a
paramount consideration as the sheer number of weapons to choose from when arming your
Battle Titans can be daunting. This article aims to give you a few helpful insights.

With the release of Titan
Legions, much atiention has
been drawn o developing new
strategies and tactics for the Epic
games system. The renewed
importance of Titans i the game

Titan models t
involve selecti

heir Epic armies and this will incvitably
the weapon combinations for their war

machines. “The right tools for the job is probably the best
summery of what Haran Jaxx was saying in the above
quotation. What this means is that before you make your
‘weapon selection you should consider carefully just exactly
‘what you want your Titan to do on the battlefield

For most gamers, myself included, a Titan model represents a
significant investment of time, money and painting skill
‘These gargantuan machines form the centrepicces of an Epic
army and the last thing you want i for your pride-of-place
model to be destroyed in every game because of an ill-
conceived or implemented weapon fit.




FISTS OF DEATH

OVERALL STRATEGY
Titans are the most powerful and expensive units in the Epic
‘game system and so the roles your Titans are going (o play
should be foremost in your mind when y

on a further dimension, as each Titan in the group can be
tailored to specific roles which can enhance the others”
Strengths and cover up their deficiencics. One way of

On the whole, your main options are between a balanced force:
with equal proportions of assault, mid-range and long range

and vehicles or an army that s biased towards only one
or two of these elements in order 10 achieve a specific game
task or tactical approach.

Some players like to choose their Titan Battle Groups before

L Ye
obviously also be determined by the selection of models in
your army. Either way you should keep in mind the number of

poi
broad, tactically balanced force, then a Batile Group of
Battle Titans is the obvious chaice. If you
e gt much close enyoushould el ket
or three detachments of Warhound Titans. An Emperor Titan
s 2 e aray of i and long ange weapons and 1 dea
for supporting a Battle Group of Reaver Titans laden with
shorter ranged armaments. The idea is for everything in your
force to dovetail together, with your Titans covering any
weaknesses of the rest of your force. and your other units.
making up for any gaps left by your chaice of Titan weapons

IF THE WEAPON FITS

Cumld:nng the awesome arsenal available to Titan Battle

cting the most appropriate weapon combination is

not .uwm easy. Try to keep foremost in your mind just
Titans to

down opposing Titans? or to annihilate enemy infantry and
tanks? With the introduction of Battle Groups this choice takes

These are the Heavy Support Titan, Close Support Titan and
Assault Tian varicties

A Heavy Support Titan is mostly armed with long-range
apons, and perhaps some kind of onc-shot missile syste
like a Vortex missile. It will also mount at least one “Titan-
Killing" weapon, such s a Warp Missile, Plasma Destructor or

Volcano Cannon.

A Close Suppon

tan is best armed with shorter-ranged
e and less potent saving
odiferssuch as Laser Blastere . Galing Blsirs,
Plasma Blastguns or Turbo-Laser

An Assault Titan bears the shortest ranged weapons, such s
Vulcan Mega-Boltes, Inferno Guns and Melta-Cannon and as
its name suggestsis designed for assaulting enemy positions.

A common tactc is for a Battle Group to include 2 mix of a
Heavy Support Titan, a Close support Titan and an Assault
Titan. This is 4 flexible formation which allows the Battle

mix of Titans to be a bit half-hearted and reactionary. The
Titans can cope with many things, bt performing a decisve
action on the battlefield becomes a much harder tas

Conside o example  Batle Goup of e Rever Tian
them is armed with mid-ran and the ot
two have Vulean Mega-Bolters and Inferno Guns. e
commander has chosen this group because he knows he is
facing Orks, with their lrge Mobs of Boyz and squadrons of
vehicles. Equipped in this way, the last two Reavers (with an
assault mix of weapons) will be able to move forward quickly
radicate vast swathes of the Ork army, breaking

15 ertaps oo o two . The frst Thancam eep pociion
behind them, using s close support w (0 counter any
it posed by Giblet Grindas, Skullaiumas, Lungbursias
and other heavily armoured Ork tanks. As you can see. the
even' e Group would find itslf in less of an ideal
position to deliver a truly killing blow 10 the

Al Battle Groups should contain at least one weapon which
can destroy buildings. su
Rocket Launcher. This v
lines of sight to enemy Titans and tanks, and
opposing infantry

orth a mention to Space Marine players is
the Quake Cannon which is allowed to target buildings even
though it does not fire a barrage. If a building is hit it must
make it saving throw, modified by -3, or be destroyed.

deny cover to the
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THE WEAPONS Assault weapons: Assaul weapons have a high rate of fire, o
‘Once you've seuled on the batefeld role you want for e e S S A o eyt
“Tians, you can get down o the itty-gritty nfcnm.u the
actual weapons.

“Take a look down the Bae Ti Close Combat wepons This caory s ey bt
ustas importan. Th smalls Taans ean make s bighs
e weapons mainly fll o four basc catgarics: ffecive Tuan huting party i eduipped with Chtnfos or
P 3 While o Warlod Bade Tiancan
s foer ot AP oc et sioee
e modifier. This c‘legory also includes the one- ‘combat weapons..
ot s, s e brage wespons Sl s
Clmsu"mwum'lh«mmve.sﬂml-ﬁcm Omlwmﬂnlmly*pummﬂltﬂelypg
R Do e e o ot i s £
vin g it Sl ot 2 whichson o i
Weapon ok T T e
e i
e
o Lt vt s8P s 3T FeDema————

fired. One shot weapon.

f

(Close combat weapon. +D# in close combat, +2 o damage

Carres 4

Fire Conrol Centre: Adds +1 10l 0 bit rols. Has save of 3+

Unlimited - Auo. 2 Taksover e i sve s,
filed.
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Close combat weapon. Get fre ke before combat s resolved
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FISTS OF DEATH

Reaver Titan Batle Group. Titan 1 carries a Barrage Missile Launcher, a Chainfist and  Vulcan Mega-Bolter. Titan 2 is armed
with a Multple Rocket Launcher and two Turbo-Laser Destructors. Titan 3 is equipped with a Plasma Blasigun, an Inferno Gun

and a Valcan Mega-Bolier.

TITAN KILLING
One other important battlefield role is “Titan killing'. This is
‘most suited to an individual Titan rather than one within a
Battle Group, as its greater flexibility allows it to stalk the
batlefield with total freedom. Weapons that are “Titan kilers'
are the Volcano cannon, Plasma Destructor and Warp Missile,
p
well, providing that you can guars tan wil get close
enough to use it. The usefulness of Titan killing weapons has
ey incressd with e relsse of T egon. S
o uncomimon o have iv or mor Titan n the pposing
7 iy woap hat oty ecacas Tacs bas & e

partto iy

BATTLE GROUP VARIANTS
are many standard variants of Batle Group armament,
and the following examples demonstrate some o th diferent
options open to an Imperial commander. They also give an
analysis of the advantages and disadvantages of selecting that
particular mix of weapons.

HISTORICAL BATTLE GROUPS

Armageddon campai
Legio Metalica *Hades IV Battle Grou

“This Warlord Battle Group was deployed in the defence of the
Hades Hive during Ghazghkull Thraka's invasion of
Armageddon Prime. It consisted of the following three
Warlord Titans:

Custodire Pius: armed with Barrage Missile Launcher.
Volcano Cannon, Plasma Destructor and Multiple Rocket
Launcher.

Custodire Invidia: armed with 2 Multiple Rocket Launchers,
Fire Control Centre, Deathsirike Cannon and Quake Cannon

Custodire Faex: armed with Turbo Laser Destructor, Warp
Missile, Plasma Cannon and Gatling Blaster.
The Pius and Invidia are armed with support weapons,
n e st poshe
ject © keep the Ork
Gargans from pling shots o the Sarocture of the Hades
Hive, they ‘Gargants at arms length.
Foee i s e ang weapms, s Pepar 10 cogag®
the Ork Garganis if any of them managed to survive the long-
range wall of death set up by the other two Titans. This

wespousat can sy iz, munng el
cover was denied o the Orks argants were forced to
advance i the open.

Thermopylae Scouri

Lesio Deatructor -Redempta’ Batte Group
‘weapon fit ofthis Batle Group added o the worres that

the Beasts of Steel were becoming more Orky with every

b, eneying he prospet o g o o e cnmy

The minture of short ranged weapons and high ra

allowed the Baule Group o siave off a Chaos ack for

oo e
Death Monger: armed with 2 Vulcan Mega-Boliers, Inferno
Gun and Quake Cannon.

Doomlord: armed with 2 infero Guns and 2 Las Blasters.

Death med with 2 Melta-Cannon, Barrage Missile
Lo i Coini
The entire Battle Group also mounted Carapace Multi-lasers.




FORCES OF THE IMPERIUM
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IMPERIAL MOLE LEMAN RUSS BATTLE TANK SQUADRON

SQUAT FORCES

4L

THUNDER-FIRE CANNON BATTERY

.

STORMHAMMERS LEAD AN ASSAULT AGAINST THE FORCES OF CHAOS.
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'DEATHSKULLS BONEBREAKA SQUADRON

EVIL SUNZ SPLEENRIPPA SQUADRON

RASS SCORPION 'MORTARION - DAEMON
DAEMON ENGINEOF KHORNE  PRIMARCH OF THE DEATH GUARDS
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‘The Battle Group commander, Princeps Leonidas, knew that
the Chaos army had few long range weapons, and elected to
Dold o pass wher the horde would have (0 aack i a

m dacmons,the Tiansseape + huge harvest withthic

hem with
Melta fire or besing them with its Chainfis. The Barrage

dzill‘oyaawalhc of troops could reach cover. Their

arapace Mult-lasers allowed the Battle Group to change
= position, moving out occasionally into the midst of the
enemy formations to seck out troops re hidden amidst
the rocks at the entrance 10 the pass.

Had the cnemy laid hold of more weapons such as Cannon of
Khorne, or the longer ranged Dacmon Engines, the Battle
Group may have been in serious trouble. If the Chaos army had
been able 10 attack them at long range, then the Titans would
have been forced to move out of the pass, where the enemy’s

FISTS OF DEATH
Castigator: armed with Turbo-Laser Destructor, Gatling
Blaster and Warp Mi

S ods g0 il e rsion:
according] Batile Group is fairly balanced. although a

capons
Orks are very much close-range fighters. Clavigera is an
assault Titan in the purest sense. The Reaver Titan's

ssle Launcher was fired off carly in a batte, softening up

with the Vulcan Mega-Bolter. The Chainfist is enough to
Gargants would give it 2 wide berth.
Castigator is armed with a traditional Titan Killing payload.
‘The Warp Missile in particular is effective against Gargants,

oftheirlarge sibouete Grgants s sy o, ven wi his
ivore is a close support Tian, felding

Camive
n» Iullgzr ranged weapons in this category. The Multiple

REAVER BATTLE GROUPS
‘This Battle Group was fielded by Jervis Johnson in the
“Infemo’ bate report published in White Dwarf 179
Clavigera: armed with Chain Fist, Barrage Missile Launcher
and Vulcan Mega-Bolter.
Carnivore: armed with Multiple Rocket Launcher and two
urbo-Laser Destructors

Jarix V Campaign
Legio Manus Flameaus lmhmllm‘ Bwle Group

o e o e ok aipapr i Nesding 0 st
out the swift moving Eldar S} ted weapons
witha




FISTS OF DEATH

Indomitus Fautor: armed with 2 Laser Blasters and Vortex
Missile.

Ind a her
Turbo-Laser Destructor and Gatling Blaste.
Armed with this array of we Battle Group fired off

its Vortex and Barrage missiles as soon as they could.
damaging the Holo-fcld Wiags o socke o the Phttom

mission s achieved: The Warbounds do no elyon theit
r and void shields to protect th y uy o
Keep i cover and stay ot of e argec's weapon ace.

INDIVIDUAL TITANS
Although the Battle Grouy ral to |mv¢n:l Tactics.
indiidus) Warlord nd Reave Tians can b5
role.

Lcav he sty of e rins o b despoyed,denying thm the
cover they needed to make pop-up attacks. Once the Eldar
were exposed, the Tians uneashed voles rom thei other
w bi

occasion of this type is when a heavy support Warlord Titan
‘accompanics a Battle Group of Reavers or two detachments of
Warhounds. Th rd can stay on first fire orders

capons.
Pramton Tians. The barsges from s Malipe Rocke
Launcher were able 10 destroy their Holo-field generators
before it dealt killing blows with its Turbo-Laser Destructor
and Gatling Blaster

'WARHOUND DETACHMENTS
The powes and iz imitmionsof s Wahoud Tan grety
reduces the number of possible weapon vi
el G o e ot g 6 oA o
outriders. Their speed allows them to hit deep into enemy
territory 1o capture Objectives and push back opposing
infantry and light vehicles. Alternatively, their greater
manoeurability allows them to make excellent Titan hunters.
saling th arger od mare unwieldy Tians of 1 cnemy

“This allows the Warhounds to fire upon the thinner
armour of a Titan’s sides and rear, attacking from an
unexpected quarer and spreading fear and confusion.

WARHOUND ‘HUNTER' DETACHMENT.
“This detachment is fairly widespread throughout the Titan
Legions. The Hunter deachment i ouited for Titan huning,

throughout the battle, while the other Titans move forward
por ¥
I o Tianof s Batle Group e o be desigaste o s
avy support rol, the Battle Group formation rules would
e e ol Tkt e e Thens 6 io%S
forward iself and thus lose ts First

dividual

‘Warlord Battle Titans are on the whole 100 slow for his task,
but against Ork Gargants, which are even slower than
‘Warlords, they can be quite effective. A Warlord

Warp misale, Vlkano Cannon, Gaing Biaser and 4 close
combat weapon can deal out quite a lot of punishment.

Against Eldar and Traitor Titans, which are faster, and in the
case of the Eldar highly masocuvrable, » Reaver Tianis

by more suitabl. If you are fighting against the Eldar, 2
Mulup!: Rocketlcheror Bamge Misl s cmntal, 0

i be used t0 destroy a Phantom or W:

s il 5eid winge. eving i ey vlnerabl 0 tacks
from cer wespons. Thete shoukd ypclybe 1 Tbo-Lasr
Destructor and a Volcano Cannon or a Quake

g up to twice their combined

“The Quake C:

s power to destroy buildings, denies the target of

‘geting under cover, ke 8 i b mndlﬁnof 3 will
Tita

‘Warhound Alphas armed with 2 Turbo-Las
‘Warhound Beta: armed with Plasma Blastgun and Vulcan
Mega-Bolie.

The Plasma Blast Gun and Turbo-Laser Destructors of the
detachment are powerful enough to damage any Gargant or
Bt i, spcilifin vpon theside o e o of
ihearget. The Vlcan Miega Blierof wmwmn Beaisidel
for cuting into enemy roops, either as protectior

hedy 4TSS oeuR o A s Acbcment s ey

EQUIPPING YOUR MODELS
Since a Titan's armaments must be represented on the model,
itis sometimes difficul to achicve your ideal weapons fit. For
example, the selection of weapons that come with the Reaver
Titan may not be suitable for your intended role. This
difficulty can be overcome in two ways. By far the casiest and
‘most satsfactory method is o use the Games Workshop Mail

Titan boxed set contains more

of your gaming group.
1 hope that this article has
10 look again at

encourage you to maybe try
out some new tactics. One
thing to remember...although

The Warhound on the left is amred with an Inferno Gun and a Turbo-Laser destructer. Iis
‘companion carries a Vaulan Mega-Bolter and a Plasma Blastgun

‘weapons alone won't win the
day. a good gun always helps!
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0436 Before finding their place in Ork society, young Orks rebel against
traditional Orky customs by drilling themselves into to a high level of discipline.
Other Orks find their boot-polishing and marching on parade quite odd, but every
Ork clan knows Stormboyz take warfare very seriously. Stormboyz Korps use
jump packs to make daring airborne attacks - tossing explosive stikkbombz
while descending upon the foe with bolt pistols blazing.

This boxed set contains a complete Stormboyz Korps consisting of: 5
Stormboyz, 5 Ork jump packs, and enough plastic arms and weapons sprues to
outfit your entire squad with a variety of poses and equipment
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GAMES DAY '94

Games Day '94 was the biggest ever Games Workshop hobby convention,

with over 8,000 gamers packing the National Indoor Arena for a day of games,

fun, competitions and prizes. If you missed it, the following pages give you a
taste of what it was like. If you were there, then you already know!

Top to bottom: « Jervis Johnson.

« Crowds pack the National Indoor. « The crowds outside the Arena.
Arena for Games Day ‘94 « Rick Priestly signs autographs and
« An exciting game of Warhammer. chats 10 group of gamers.
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REAVY METAD
BLOOD BOWL HALFLINGS

***********7******
=47 BLOOD BOWL 47
Y92 SKAVEN MUTANTS 97

VERY LONG LEGS EXTRA ARMS BIG HAND.

*****************

THE MOOT MIGHTIES' LINE IS BROKEN BY MUTATED MEMBERS OF THE SKAVENBLIGHT SCRAMBLERS
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THE SMALL AND SHORT OF IT!
By Jeremy Vetock

Atfirst glance, Halfling Blood Bowl teams seem like a bad joke, but opponents
who think that way are shortsighted. A skilled Halfling player can win against
anybody, at least that's what Coach Vetock says. We needed more proof . . .

MEASURING UP

Since the new version of

Blood Bowl League . I
frenzy of high-voltage

about 10 sart on our third.

Although I had already been very successful with my overly
 even pulling off a

Spike Magazine Trophy final, for our next “Cup” scason 1

decided t retire my Ores for a while and see what it would be

like o Goach a team from one of the other Blood Bow races.

A quick scan of our leader board (an ingenious poster with all
the teams listed alongside their win-loss records) showed me

trong representation from many
of the other races, but nobody was fielding  Halfling team.
Since | wanid something diferent, | thought 0 give them a
ry and 501 ran to check out their rules in Death Zone!

SHORTCOMINGS
It is true that Halflings run at half-pace compared to most
other teams and it is also a fact that the better portion of a
Halfling team can gang up to block an Ogre with litle chance
of success. Yes, I know Hi

leamed (through bitter experience) that any Halfling knocked
over is likely to wind up in the Injury boxes or worse. Given
these tremendous handicaps many people wonder why
Halflings even bother playing Blood Bowlin the first place!

woss



* BLOOD BOWL

THE STUNTY AND DODGE SKILLS
Ihave to admit, that after looking at their stats 1 had some
Serious doubis about winning with Halflings, but there were a
‘number of good points o them as well. The most important of

Stunty and Dodge - a wickedly effective combination.
In Blood Bow, each player exerts a tackle zone on all of the
squares adjacent to the model. As a result, whenever you
ve through an opposing player’s tackle zone,
you have to make a dodge roll. All Blood Bowl players may
attempt o dodge, but some races, like Elves, are more
ful and adept at dodging than others. To counter a

multiple tackle zones. With more tackle zones come

A RECIPE FOR SUCCESS
Despite their obvious
eakneses, e fuct that

recruit
Toeeman St Players
goes a long w

rectifying the h:limt of

with their Mighty Blow
skill, and there is a fair
chance that anyone a

a stretcher. I certainly jumped at the chance to recruit S

Player - Deeproot Strongbranch onto my team and I know of

another Halfling team that managed to start league play with

o of these awesome creatures

‘The Master Chef s another nasty rick up the short slceves of

Halfn e, Upble o prciose o izard i most s
Halfings may insicad hire a

rabbed  they just duck under arms and run
between Ieg. In game terms tis means tht Hallings can

allows them to re-rol  failed dodge atiempt once per move.
By making use of Dodge and Stunty, you can easily slip your

umes,
hinged on one of my Halflings making a last-ditch effort to
score by dodging through a lteral maze of opposing players,
where cach die roll could have meant certain doom...! Of
course, when you do pull it ff you also have every right (o
jump up and down, yella lot, and mock the puny efforts of the
opposing team.

PICKING YOUR TEAM
Every Blood with 1

Maser Chet for thei vam. The famtatc food will inspire

half. Even more diabolical, the delicious smells emanating
from the Halfling dugout are so distracting, that other teams
must reduce their team e-roll in dircct proportion 1o your
bonus. By not allowing your opponents (0 re-roll any of their

mistakes. For an authentic looking Master Chef model I found
the cleaver-bearing cook from the Halfling Hot-Pot crew to
work especially well. The poised-to-fire Stewpot, crewed
‘menacingly by my two assstant coaches, is equally brllian

In my practice games I quickly learned that a Halfling’s
armour value of six makes them very fragile. During the
course of a normal g nd Tnjury Boxes
saw a constant rotation of bruised and batered players. To
counter this I started our League with the healing services of
an Apothecary. You might want to take @ risk and start
without a healer, but I ind confidence in knowing I can save

il which 0 slct e playn, by tem ool purchse

4 fan factor, and add extra coaching saff, cheerleaders and a

whole lot more. This is 4 critical stage for all teams, but

especially so for Halflings

First off, Halflings have never developed any but the most
c Biod Bowl kil As el you d't ave o boter

with Throwers, Caichrs, o any of the specakty plapen st

b teams iy chooee. Hlfngs s aways Linea

e right s, the Jow points cost (mere 30.000) e

players. Given their fragile nature, I heartily recommend
buying as many as possible. The following list shows how I
started off my Halfling team — the Southshire Stoutboys:

13 Halfling Linemen 390,000

Treeman Star Player 180,000

3 Re-rolls 180,000

Fan Factor 5 50000

Halfling Master Chef 150000

Apothecary. 50000
TOTAL 1,000,000

Sigs
10 replace Treeman, should they be seriously injured or killed!

Finally, in my experience, many Blood Bowl players ignore
the importance of Fan Factor when starting up their team.

. dep
influenced by sublle things like how many touchdowns you

ored and the number of casualties inflicted!) your Fan
Factor willrise or fall.

‘The importance of your Fan Factor is that it ultimately
determines how much profit you receive from each game.
High profits allow you 10 purchase new players, exira re-rolls,
and more. Since you are bound to lose some of your Halflings
iy o ) v et you will cruinly want o make

compromise.
Halfings often o secod chance o puloff bk or

thrown pass and so in addition t0 the Halfling Master Chef’s
constant supply, I purchased an additional three re-rolls

course of a season.
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HALFLING STAR PLAYERS
In mm o, s yourteam advances, compleesmiraculous
touchdowns, your

appropriate 10 their position, which unfortunately leaves
Halflings only selecting from the Agility Skills.

During my firs few Halfling games I noticed that my players
accumulated Star Player Points rapidly, but also that my
players did not last 0o long afterwards! I was quick to lem

not as useful for Halflings. Jump Up, for example, is an
excellent skill which allows you to stand up without pay
the normal three movement points to do so. When this skill
works for Halflings it often leads to spectacular result, but

Jump Up as he has already been carried to the injury boxes!
The skills 1

tendency to make errant passes, the Diving Catch skill is
extremely useful in making up for the fact that the ball oftr
docsn't land where it is supposed to.

Anytime you roll doubles when selecting your Star Player

Skills you may choose a skill outside that players normal
repertoire. T haven't been lucky enough to do this yet, but I

the harsh Blood Bowl environment often means that their
playing days are ofien numbered.

TEAM TACTICS

you don’t necessarily have to block someone to score. A
e i

f
Halflings. In order t0 score or take a shot at blocking an

and Su

sometimes fatal “Going for it” rules to move extra S

‘The Sprint skill will allow you 10 go for yet of
and Sure Feer will let you :vm“ any futed atempts. This

‘combination can definiely get your furry feet moving out of
it s desperae O ity Glven the Halfling

In_this simple play, the
Stoutboys set up 1o receive
the ball ith three Halflings

iouchdoun

Jor a triumphant touchdown.

]

‘an extra square or two. Take the risk! It takes quite  bit of
guts 0 run your Halfling ball-carrir straght into the teeth of
an inspired defence, but as often as not, I've found that the
Halfling will emerge safely on the opposite side! Not every
outlandish play will work for you. and occasionally even a

“sure-thing” will fail due to disastrous dice
rolling, i t lesson to learn with a
Halfling team is o take the chance. You !

stand siill you'll find your team pulped to jely.
e no tactic will guarantee success, here are 3
flew potential game-winners o get you startd!,

GOING BALLISTIC!

Treemen have the Throw Team-mate skill which
allows them to pick up and hurl their fellow
players. Al Halflings. h:ve the Righ S 2 kil
ked up and flung. As

[
[
I
]
1
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e can then use his entire movement allowance to scamper
into the end zone. 1 find throwing a player who's not holding
the ball to be very effective on defence as well s offense. Not
only can this ploy set up an open receiver deep in cnemy
territory, but it can also allow you to put pressure on your
opponent’s ball-carrier despite _elaborate

formations. Note that your turn will NOT end if you fail to
land feet firs (s0 long as you weren't carrying the ball, that
). Even if you attempt this play and it fals it wil alarm your
opponent and help to accomplish the second part of my
cunning plan

SPREAD THE DEFENCE
Once your opponent realises that you are maniacal enough to

own team-mates into the heavens, then he wil ofien
spread his players across the field. By this time he will have
noticed that the multiple tackle zones so effective against
other teams are relatively ineffective against Halflings
anyway. Halflings don’t move very quickly and aginst a decp
formation you will find it very hard 10 break out into open
weriory. This can sl work o your dvantag! With the
ke sread ou deep downfeld o prevent 3 pojcile
Halflng pcsal gl o
layer cloe at hand Thrce o-one odds for th Hallings will
more often than not give you two blocking dice and a better
than average shot at knocking down his players. Save Black
Ores, Chaos Warriors, and Star Players for the T
Remember, a Halfling may have a lower strength than most
players, but when it comes to assisting a block or fouling.
Halfling is every bita effective as  Black Ore or an Ogre'!

The majority o s 1 have played against panic a the
Sight of Halfings mocking ovr el payers. To avoid this
shame most coaches will collapse their rescrves and charge.
lot o toss a Halflin

cautious and maintains his spread formation, advance down
field with your three-to-one odds. When you get close enough
10 attempt it send in the daring Halfling ball-carrier and hope
Dodge and Stunty don't et you down.

SPECIAL PLAY CARDS

This i the perfect time to mention the Special Play cards from.

fantastic range of variables into the game. Each
the game with between one and three cards, randomly
dice roll. The only exception is when one
team greatly out-experiences the other. In 1

handicap system should provide the underdog with enough
extra cards o stand toe-to-toe with the toughest veter

found this card system loads of fun and it can defi
your hide when playing a game against a stonger

‘Whenit comes to picking Special Play cards for my Halflngs.
Lalways opt for a Magic liem card first. You are allowed to
choose any combination of Mag

Dirty Tricks, but due to the rarity of
never select more than one. These pot
used 10 heal o resurrect dead and injured players (the Healing
Serll nd Mic Sponge cards). nd you'l bve many of
those! There are also plenty of excellent Magic ltems that can
ot sbaolutc halt on your opponent’s drive, such as the
Magic Hand of Jock Longarmn i whih 10 he dismay of
your opponnt, s you stomatclyincrcpt  pss. I you
only get i

When selecting additional cards, I switch between Random
Events and the Dirty Tricks pile. All Blood Bowl coaches
develop their own personal prefercnce and every player has a
favourite card that they hope for. Despite the fact that the
Special Card drawing is random, I'm always hoping for either
the Random Exent card Special Offer (which would allow me
1o purchase a Star Player for half price — bringi

man into an affordable range!) orthe risky, but cffective
Diny Trick Razzle Dazzle (a stunning play which allows your
team to go two uninterrupted tums i a row!).

Used in the right place at the right time, any of the Special
Play cards can give your team that extra boos

happy to do so. Remember though, that your opponent s surc
1o have a few tricks of his own and several cards are perfect
for taking out the mainstay of your fin, your Treeman!

SHORT EUT SWEET

At the start of our Le: e was a constant line of

Chllenge. anxious o ulp my eam before they were forced

into carly retirement. Now I

challengers, eager to prove that my Halfling victories have all
ke. Winning with a Halfling team is nes

have a constant line of

ver casy, but

even the defeats have been by narrow margins. | have had
ifling Bing O'Groten leads

Although it is carly in the scason, I find myself thinking of the
playofs and the lory (and uncasy angst) | will gain for
winning the toumament with a Halflng team’

‘Good luck and may your sew stay hot!




Chaos teams are not noted for the subtlety of their
game play. A simple drive up the centre of the field,
maiming and injuring as many opposing players as
possible, is about the limit of their game plan.
They rarely, if ever, worry about minor
considerations such as picking up the ball and
scoring touchdowns - not while there are any
players left alive in the opposing team, anyway!

i ‘Games Workshop, the Garmes Wrkshop ogo, oo Bow,Cadel
i ‘and he Gadel castiear rgisiered rademarks of Games.
» Workthop it .

oSmaTmemei . WORKSHOP




REAVY METAL
# CHAOS SORCERERS #¢

"A CHAOS SORCERER LEADS HIS FOUL WARBAND AGAINST A REGIMENT OF KNIGHTS PANTHER
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FLAMERS OF TZEENTCH

FLAMERS OF TZEENTCH
By Rick Priestley

This month the dire forces of Chaos are swollen by the daemonic followers of
Tzeentch. In this article, Rick describes Tzeentch’s dreaded Flamers.

Flamers

Daemons of Tzeentch . 50 points per model
mongst the strangest of all_daemons in
appearance. Theirlower _portions  tescmble
mushrooms whose stalks have. become muscular bodics

Suprisingly agile. It fungoid
Srcngih, allowing it o move by aumping and boundi

M WSBS S T W1 A Ld
”

FLAMERS 9 3 5 5

SPECIAL RULES
Daemons

All the special rules for dacmons apply as described. In
partiulr, note that 3 Flamer s 3 Saving trow o 4+
B or or daemonic aura.

Fear

Flamers of Tzcenich are bizamre and frightening dacmons
cause fear as described in the Warhammer rulebook.

Shoot Flame
Flamers can shoot magical flame in the shooting phase.
Magical flame has a range of 6", no deduction is made for
long range, and any target struck sustains D6 Strength 3
hits.

Bound

Flamers move by bounding - they can move over any
obstacles without penalty. See Movement section in the
Warhammer ruleboo

Flame Attacks

fames 1o engulf and_ desioy
cnemics o close combat Any model tht sufers

of I. Roll a D6: 1-2 =
S Tt sk i s comuy s s s
Wound. of course.
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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.

ALABAMA

CALIFORNIA

OWARF MOUNTAI GAMES

NORTH COAST ROLE PLAYING

CONNECTICUT

FLORIDA 1owa
PlonEz GAves LouisiaNA
< Fr o 8 s
GEORGIA Sonar
5 ILLINOIS MASSACHUSETTS
~ NEWJERSEY
T ware comes s ases

» o
INDIANA

e, WARGAMES WEST ON CENTRAL

PSS S ughesy 1 Ter o, I 472 52 Com v Se Abergt M 57106
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TABLETOP GAME & HOBBY
7797 Quivira Road Lenexa, Kansas 66215
913) 962-4263
ary 9th — Come play Man 0" War with Orcs versus the
Empite.or play Blood Bl when the Orcland Raider et

the Skaven

oty 1 T et e o T
termain provided. Come play Space Wolves versus Chaos with
miniatures provided or bring 1500 poins of your own army

ic o allthree tables with terrain provided.
‘Come play Chaos versus Eldar with the miniatures provided.
Assault on Sylvanial” Come play
asy Battle when Undead take on the
finally crush the forces of Manfred
von Carstein before he can summon the Undead weapon?

Every Monday s Citade niht, Games Warkshop demo's
displays and discussio

HOBBYTOWN USA
2514 West Bell Road Phoenix, AZ 85023
0122

January 4th, 11th, 18th, & 25th - C

¢ join in our Paini

Seminar da

January 6th — Warhammer Demonstration Day, dour

Duarfs versus verminous Skaven.

January 13th — Warhammer 40,000 Demonsiration Day
pace Wohes v, Wasagh FreniedSpce rs.

¥ 14th - Sign up for Epic League. Plus of

Lables for any Games Workshop .

January 20th ~ Epic Demonsiration Day, m

Versus warp-crazed Chaos

y Marines

January 25th — Open gami

2. come one, come all
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A BITTER HARVEST

By Fred Reed and Adrian Wood

For this exciting battle report Fred Reed, winner of the Golden Demon
Space Marine Trophy, commanded his Howling Griffons Space
Marines against the unstoppable horde of the Waaagh! Ork lead by

Warboss Adrian Wood.




A BITTER HARVEST

INTRODUCTION

On the back cover of last month's issue of White Dwarf, you
might have seen the huge Howling Griffon army painted by
Fred Reed from our Bristol store. Fred won the coveted Space
Marine Trophy atthis year's Golden Demon and w

be seeing more of his excellent work in the future.

are sure to

ith well over six thousand points of models to choose from
Fred had a bit of difficulty in deciding what to take t0 fight
against Adrian’s Orks. After much deliberation he settled on
the army you see in the following pages.

I you want to see this impressive army for yoursef then just
Pop down to the Bristol store and take a look! Fred will be
more than happy 1o talk 1o you about painting Space Marines
or any Citadel Miniatures, or abou the different arm tactics in
Warhammer 40.000

As usual with the games that we fight out at the Studio, Fred
nd Adcian playos o0 cighe by fou fooe table wih the
scenery you see in the photographs. Adrian used the Studio’s
Ok army whic 't b enough o allow Feed o e his

ire baitle company and o the game was played with forces
1200 poiis a e

In Adrian’s own army he uses a lot of bikes as he explained
last month in his article on Speed Freaks. However, we

cided to make the battle more of a challenge by only
lowing him what we had in the miniaturcs cabinets at the
Studio, forcing him 10 adapt o the cquipment he had at hand in
the way that a real commander would. Both armies were

chosen before they picked Mission cards so that they would
have 1o consider all of the possible objectives they may be
‘This meant that the armies had to be good at everything and
ot just a specialised force that could only do one thing.

The battle took place amongst the shattered ruins of the
ravaged Imperial colony of Procon Secundus. Space Marines
of the Howling Griffons Chapter had been aleried t0 a massive.
Ork assault but had been delayed by violent warp storms and

had been

by the time they arrived the planetary defences

s with unsuppressed joy and had redoubled the
against the Ork invaders.

In this game we decided that a force of Howling Griffons had
been dispatched from one of the surviving enclaves to remove
the most powerful Warphead in th of the Ork
Warboss. The Orks,for their part, were simply intent on killing
anything that moved.




A BITTER HARVEST

By Adrian Wood

The last time 1 fought against

Marines with the hordes
of Ghazghkull Thraka was in
White Dwarf 167 That
particular conflict was a very
small engagement which ended

vidually as dangerous as the Orks, Gretchin can be

tactics of the Goffs would carry them throu

To my mind, no Ork is complete without a
Dreadyouth. The Painboy and Mekanisk who had
comstrcted mine had cquipped it with boh 3 lscannon
destroy cnemy vehicles and heavy bolter to "
Space Marines themseves. Wih this deadly obtostion, xy

painted Howling Griffons army.

“The first choice for iy army was the Warboss — the infamous
Ghazghkull Thraka himself with his sidekick and Battle
‘Standard Bearer, Makari. Once I had taken his compulsory
‘Wargear cards, the Kustom Blasia and Adamantium Skudl, 1
added a Snifer Squig to complete his equipment

xt choice was a Painboy ith the Vaxxine
s(,m- fo i the ceady efecsof a Virs Oubreak o virus

ty Mekaniak had built a Shokk Attack Gun and
Sramner. T ove Shokk Atack reams and took a5 many
Snotlings as we had painted as ammunition! I also chose a
Weirdboy Warphead together with a regular Weirdboy in
order 1o increase the number yehic powers I would
ave. The Weirdboy alo ook a Weirdboy S 1o protecthim
from the unpleasant effets of the ‘Edhangerz Table and d sop
his head exploding! These wargear cards arc
imcan 4 o o o 1 ke I e £
batle without them.

As far as the mobs are concemed, my favourite Boyz are the
Blood Axe Kommandos. When they are fully tooled up with

twenty points the Stormboyz’ Drillboss has a Leadership of
nine, just like a normal Warboss. This gives Stormboyz real
staying power, partcularly as they often operate away from the.
Warboss and Battle Standard.

“The third mob I took were the Deathskulls — heavy weapon
specialists armed vith a wide variety of lethal wargear. Last,
but by no means st came the Goffs. These fearsome Orks
re renowned for their love of close combat and their single-
minded strategy — charge!

Wi al the Orks ready for bt the Giethin reused 10 be
left outof the fight so 1

e batlefield laying waste o

anything that stood n its way

Before the batle began, | had been able o take a look at Fred's
army so 1 had been able to marvel at the assembled might of an
entire Space Marine Company! As we had set the size of the
armies at 2000 points Fred wouldn't be able 1o take anything
like an eniire company. so although I would have o face lots
of Space Marines I woulda't have t0 fight against the wide
variety of vehicles 1 knew he had painted up. I had to think of
way to counter this and my immediatc thought was (0 take as
many of Da Big Gunz as I coulk

My first sclection was a Smasha Gun to attack the Howling
Griffons' Dreadnoughs and vehicles. The Traktor Kannon is
‘ereat because you don't have to roll o hit! My last choice was

You can never tell how far the shell will bounce as it carcers
madly about the battefield, but I was sure that it would be fun
o use and add some extra excitement to the Ork shooting!

and 50 1 took everything I could get my hands on. As |
explained in my article called Speed Freaks last month, my
‘own Ork army has lots of vehicles. Unfortunately the Studio
army is less well supplicd with Wartraks and Warbikes but you
‘talways have what you want in  battle!

my army chosen, T drew two Strategy cards — Craven
Cowardice which would be of litle use against the Space
Marines, and the excellent Crack Sho.

Engage and Destroy is one of
junt is the. read faci

 favourite missions but Witch

decided to sct up with

oss the centre of the battlfield. This would dissuade the
Space Marines from charg
hopefully form a curtain of fire behind which the Warphead
could sit for the dura

The rest of the army would split up 10 attack in a pincer

out-flanking the enemy and crushing th
of Ork feroc

ity. This would prove a little harder as 1 had fewer
1d see how it could sl
ide only acted as a decoy

AT had 10 do now was see how Fred would place his troops.
Ttis possible for a good set-up to be wrecked by the encmy’s
cartl depeymen and s the Orks ey vy st p e
you have o get
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ORK ARMY (2000 points)

DA BOYZ DA BUGGIES
PAINBOY
DESADROUOME e Painboy with a Vaxine Squis. WARTRAK
with a lascannon, heavy artrak with 3
bolter and 2 power claws. 2 GRETCHIN MOBS lascannon.
of 10 Gretchin with autoguns.
wangoss o -
Warboss _ Ghazghkull 5LOOD AXE KOMMANDOS
© T i Grcin 7 Blood Axe Kommandos lad ty 3 sconcuen
St Beeeniakar. Q) @) oot A Ko i
heavy flamer.
WARPHEAD STORMBEOYZ MOB
Welrdhatefliarhent; @ @ #stormboyzicad by a rtboss and
ith an degi Sut and all cquipped with a jump packs. SRe
GOFF MOB 2 Warbikes
WEIRDBOY e @ 6 Goll Boyz Zslm-hwyxk:dhyl ‘with twin
OOO weiravey witr o Goff Nobz in-Eavy amour. autocannons.
Minderz.
DA BIG GUNZ
DEATHSKULLS MOB MEKANIAK
s DoAY e @ SMASHA GUN Mekaniak equipped
© @ vt with2 Gretchin krew: with Shokk Atack Gun
S L plaim and Scamner.
on
@ RUNTHERD

@ Lt Zurwene,
oD o gD Ramierd i
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SPACE MARINE BRIEFING

By Fred Reed

After painting an entire Batle
Company of Howling Griffns
Space Marines, I was really
pleased to be invited up to the
Studio to fight a battle with
them. I nearly always command
Imperial forces in my games of
Warhammer 40,000 and I was
Bappy o be faciog th alien
hordes of the Orks o pro
more who vas mighticet - 1
Teast that was the plan!

As you can see from the photograph on the back o st sse.
ihe Howling Griffon army I've painted s quite arge. You can
understand then, that | wasn't s pleased when [ wastld hat |
Would have 0 ke on the advancing Ork hordes with

very thin red and yellow line (you don't get many Space
Marines fo only 2000 points). I was a difficlt task to white
own my choices but in after much deliersion | managed 10
come up with il balanced,but much smaler force

When youar fighting Orks anly on thing s certain: thre are
S0ing (0 be oads of them, al hiding behind Gretchin. This
single thought informed the majority of my choices. | was
going 0 need ltsof sustained fire weapons and weapons with
Jarge arcaeffects.

My first choice was a Tactical squad. This was equipped with
a missile launcher and a plasma gun, and when split into two
‘combat squads would be quite flexible. My next choice was a
Devastator squad which was well equipped to s Orks.
Two heavy bolters would be able 1o slow down the advancing
wave of Ork Boyz and my heavy plasma gun and lascannon
should be able 10 destroy any troublesome Ork bikes. Exen if
Adrian was able to conceal his vehicles behind the terrain
these weapons would serve equally well to cut down his
charging Boyz.

In oo o e bevirrocpe, Ly ke s o
v of Space Marine Scouts. Thes wartios ae oty flly
Space Marines but with ther sy t i the
Iullld:ld they form an important part ofthe Spoce Marine
hose 1o equip each of my Scouts with chainswords

them a heavy bolter 0 cover the rest as they advanced.

Ammoured vehicles were next on the lst and it 0ok me some

Dresdnought and a Land Spoode that | decided o in e end
‘The Dreadnought carred an assault cannon and power fist -
fearsome combination which would be deal against he

dice worth of shots with which to slaughier the foe.

My second vebice wa he st sdiion 0 the aroured
might of the Space Marines — the brand new Land Speeder
Not content with its alreacy formidable armameot 1 had

its mul ‘This would add even more sustained fire dice
with which I could destroy the advancing Orks and add to the
huge destructive power of the muli-melta

As vehicles tend to attract a great deal of attention I decided to

chose Reinforced A
it necdod 1o £t ot of oublc
would also casble me 1 repe
‘counteract the biggest threat as the Ork atack unfolded, and
‘make it harder for the Ork Boyz to hit the speeding targel.

Wit most oy pofts = A1 nesded vow was a ew
cters t0 lead the Howling Griffons into battle. My firs
o b o b Space. M Commandeswho' aipped

woss
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HOWLING GRIFFONS
SPACE MARINES ARMY (2000 points)

SPACE MARINE COMMANDER

Commander equipped with a power

fist, power sword, Displacer Field.

Combi-weapon (Bolier-flamer), rad
renades and a Bionic Eye.

CCHAPLAIN HERO
zipinliEnasposd s bok
‘gun, chainsword, Toxin Grenades, and.
fo= -

LIBRARIAN
Lexicanian equipped with a Force
Sword, refractor shield and Master
Crafed Bolt Pisto.

LIBRARIAN
Chief Librarian cquipped with a Force
A, displacer field, Terminator armour
and a Psychic Hood,

DREADNOUGHT
Dreadnought equipped with assault
‘cannon, auto-launchers (loaded with
blind grenades) and a Null Shicld.

S
®0

@®o0

SCOUT SQUAD
4 Scouts equipped with chainswords and a
heavy bolter. They are lead into battle by a
Veteran Sergeant.

TACTICAL SQUAD
9 Space Marines cquipped with bolters
and power armour. One carrics a missile
launcher and another has a plasma gun.
‘They are lead by a Veteran Sergeant
ew-wui i i e st
auiliary. launche

DEVASTATOR SQUAD
9Space equipped with bolters and.
power armour. e squad s equipped with
two heavy bolters, a lascannon and

plasma gun.

They are lead by a Veteran who
is equipped with a power fist, chainsword

LAND SPEEDER
Land Speeder cquipped with an extra assault
cannon,  Reinforced Armour and a
Supercharged Engine.

wos7




A BITTER HARVEST

with exira weapons and wargear to make him an even more
awesome killing machine. This all made him a large
investment in points which I protected with  Displacer Field
~ my favourite defence for valuable characters.

Next I chose one of my favourite models —

a Chaplain, who I

His brave example
v nar i, alowing them o el any mdmn.p hased
tests they might fal

Last, but not least, T took both the company’s Librarians. A

level one Lexicanian would be useful as a back up. but the

s army would be the Chief Librarian. In

aerto pm(eu this important character | gave him Terminator
. a Displacer Field and a Psychic Hood.

A oadil o oy e, LKl I SR W 0

THE PLAN

Before we began the battle, Adrian and I each drew two
Strategy and one Mission card for our armies. The first
Strategy card | drew was Traitor which I used immediately to
2dd two to my strategy rating. The second was Look ou Sir
AAARGH! which might well save the life of one of my
characters if | remembered 10 use it inthe heat of bttle’

When we drew missions, Adrian got Engage and Destroy —
perfect for the Orks, and I got Witch Hiunt which was goi
cause me problems. As Adrian knew the one character |

needed to kill, he was obviously going to hide his Weirdboy
Warphead behind a wall of other troops and scenery. This

sufficiently manocuvrable to get a line of sight 10 the
Warphead, or my psykers being able to destroy him with a
psyehic pow

After Adrian had deployed his army I was able 10 set up in
response 1o his positioning. I put the Devastator combat squad
with all of the heavy weapo
e s oo
r left of my posit placed e Lan Speeder and
umnun The and Spcdhr el b sl o s down
the

any €
. or could wait in reserve, hidden amongs! the debris on
t0p of the hill,
“The centre of my bateline was held by Space Marines armed
‘mainly with bolt guns. These two combat squads would need
10 be supported if they were attacked by the Ork vehicles or
Dreadnought, but would casily be able to hold their own
against a mass of Orks or Gretchin on foot

The Dreadnought s h s Tactia s coverd e right
flank of my line faci y were supported
by the Chaplain Hero who would bolstr the morale  hey
falered in their devotion to the Emy

 both had troops who were able to infiltrate the
battefield, we diced 1o see who would deploy them first.
Adrian won, and placed his Kommandos amongst the rocks on
the hill to the right of my line. I decided to ignore this new
threat and put my Scouts far forward on my left They would
get in Adrian's way if he tried to advance with the Orks and
Gretchin on that side, and slow up the Ork ad

Devastators on the hill cut the greenskins to picces with their
heavy weapons

Everyting was ready. All ki 1o do iow ws ey o he
Emperor,chant my bl iurges i rparton
the Orks would demonsirate their norma inabi

snall amounts of extra wargear.

o ribbons!
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The L »

Dreadnoughi!

‘game in hiding, Adrian found that his Deathskulls had nobody
10 shoot at. Placing them on overwatch, he decided to hold his
fire unil the Space Marine Devastators revealed themselves
A few Orks advanced cautiously but most remained whert
Thy wort, ESSaIFawar, et they 33 13 protoct their

‘Warphead and that the mission was simply to kill the enemy.

There was no need 1o charge headlong onto the Howling

Griffon’s guns, they could let the Space Marines come to

them,. But Adrian had

and a single Warbike cautiously emerged f

the central Tactical Squad carelessly deployed in the open.

To draw out the rest of the Space Marines and to give them

Something to shoot a, both mobs of Gretchin advanced. Those

on the ight were followed by the Gofs who were spoling for
sed to sit on

ORKTURN I

from enem fire.

As the Warbike clattered
forwards it opened fire on
the foolhardy Space
Marines in the open. Its
heavy shells thudded into
the apics ropen cuting
down four  of
st and onof he
Tactical squad. The las
Devastator just passed his
Break test and crouched
behind the ruined walls out
of sight.

Over on the hill, the
Mekaniak braced himself
as his Shokk Attack gun
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opened a hole into the
blackness of the warp and

pering groups of
ings ran into the

covered
Snotlings, _biting
clawing in their deanged
trooper fought
off the it
‘maddened creatures but the
prog i -
their writhing mass.

With lite o fire at, Da Big

HOWLING GRIFFONS TURN 1

splatter shell through the air but the spinning mass m oo
did nothing but ricochet off

avenge his fallen comrades. To the right, the Chaplsin was
ing forward his battle . and on the left the Tactical

Suddenly  erifiedsquelsplt he i accompanied by a
brilliant flash of multi-coloured light. Two Minder st
{+om beind & tree, oyes linking axshey 1ooked oy e
umpled body o ther chare. Even with bis protective
WeirdboySiaff th Weirboy's be
e e Although they
e they were dazed by the death of the
Weirdboy and Adrian 00 shook his head in disbelicf.
Bellowing with rage the Warphead drew himself up to his full
height and unleashed an ‘Edbutz of pure Orky power at the
Howling Griffons’ Chief Libr: Space Marine
countered quickly, atiempting to Destroy Power but the
arphead was more than able t0 defend himself and beat back
the counterattack.

In retur the Warphead red o preent the Chicf Librarian

T ‘Warphead tred to summon the power of the
Viaagh! sty 1o b et oy R Lt ot
invisible srugele between the Chief Libraran and the
‘Warphead reached it he Lexicanian

mite,
S amioh g Sl Despite the
fact that they were being closely followed by their masters the.
Gretchin tumed and fld.

SPACE MARINE TURN 1

f the Orks rther besant g

Squad stepped over the fallen bodies of their Devastator
take cover in the rubble. The Orks would pay
dearly for their blood.

‘The Space Marine C moved across 10 better direct
the fie of the Devastators on the hil against the Ork position.
Giving do

To the far left of the Space Marine lines, the Scouts crept
stealthily forward through the trees, closing in on th
unsuspecting Goffs.

inought stood resolutel, its weapons trained on the.

Wt oo just gunned down five of the Emperor’s
finest. With vengeful fury it unleashed the deadly force of s
on the hapless Ork bikers, but instead of the sound of
belt-fed rounds smashing into armour and flesh the Orks rode.
through the maelstrom without 2 scratch! Cursing his luck,
Fred also fired the storm boer, but tis 100 rcocheted off the

peration the
ind grenades to block any
el e e e O s ot

To the Dreadnought's right, the Tactical squad opened firc
with their missilc launcher at the only vehice they could

the Scorcher. The rest of the squad threw frag grenades into the
Goncealing tocks o try and flush out he Blood Axe
Kommandos Two Orks were caught in the multiple blasts
ikt st S et it e
impact. Finally the Chaplain threw  Toxin Grenade f

e no tack! The Chaplain activated his Scanner
and detected the outlines of the Blood Axe Kommandos

Killingthem instanl. Amidst th explosions and deady
e fragments, the Blood Axe Kaptin sicadied his Boyz

nearby Tactical squad, the Space Marines strode forward to
sh them ou.

Across the batlefeld, the ground shook as the huge figure of
sy iy 7

y passed en
In the centre of the battlefield the Devastators tred to punch &
hole through the thin screen of Gretchin in front of the OrK's
support weapons, but without much luck. The heavy plasma




creating a fire corridor
through which the Orks
ld see the Dreadnought

Adrian’s first action was 0
redeploy his vehicles. The
lead Warbike remained in
godidon whl 1 seeed

Athe Tactical
Tauad near the Chaplain.

inpointed the
Dreadnought through the.

ORKTURN 2 gap n the blind clouds
the Scorcher_remained
Fred in
frstrion i te sumber f 1 e was o, b priced - advancd ssdin e imon e e Tl
something that made up for his bad luck. The Space Marine
e lascannon could sce nothing but a lone figure on

carying

the hrizon.. A shimmering, lcandescent beam barned

through the i and the Mekaniak carrying the Shokk Attack

gun was knocked sprawling on the ground i ‘aping hole

in his chest.

With a hiss of super-heated air the Land Specder opencd fire
on the Ork Dreadnought with its mult-melta. The sho siruck

reducing the once proud Dreadnought 0 a heap of sag. On the

Ina highly
bolter fie the Scouts cut down eight of the Orks reducing the
terrified mob 1o a single Skarboy and a Nob!

As the iring died down the Howling Griffons’ Chief Librarian
attempted to deliver the devastating power of a Vortex.
However, instead of unleashing a swirling maclstrom of

destructive energy he found himself under 2
Adrian's smile faded s the Space Marine fough ot the
ek up b seve, ey
had the Librar an “Edbutz

but he escaped this (00 with the aid of his Srenyiof Mind
After this concentrated onslaught the beleaguered Chicf
Librarian was unable to maintain his concentration and
couldn't unleash any more power. Aware of the lapse in power
Warphead gambled on a Psychic Duel. Unfortuntely for

10 beat

With as much discipline as they could muster, they fired up.

their jump packs and leapt towards the enemy. Unfortunately.

one of the makeshift contraptions blew up in mid air and

another jump pack exploded as the Stormboyz landed.

ted by their losses, the Stormboyz remained in good
readied themselves 10 fire.

At the other end of the battleground the Weirdboy's Minderz
abandoned his shattered body and moved forward into cover,

had blundered into. In the centre, the Gretchin rounded an

outcrop of blasted rubble and took aim a the Land Speeder.

On the hill at the back, Makari moved forwards slightly. This

would make him the nearest target (o the Devastators rather
who w

aim at the Scouts who'd mown down his brave Goffs. As

Adrian, the Chief Librarian had
/arphead and he was forced to discard Power Vomit

TURN 1 VICTORY POINTS
ORKS: 1 POINT
SPACE MARINES: 5 POINTS

smoke as a deafening explosion rocked the hill. Makari

iched stunned as the billowing smoke clearcd to reveal the
enraged Warlord cluiching the trigger and a few mangled
wires. To his disgust his prized Kuustom Blasia had misf
‘and blown itself apart

Looking out over the battlefield, Adrian decided that the

and
of s ight lak o oo et st erdicatc e aehicle
Deathsk

e sl of gt ot ooy sk miscl o




The Blod Axe Konmandos lead he Ort arack

a final effort to destroy the Imperial ve

cle, the Deathskull

armed with a heavy plasma gun took careful aim. The bla

smashed through the vehicle’s armot
exploded spectacularly in mi

smoking hulk crashed into the jungle. The

drian breathed a sigh of relif.

On the other flank the Ork vehicles fired in unison at the Sy
Marines facing them. Shot after shot bounced off the

more Space Marines fell to
the  Stormboyz and

struck by bolier shells but
they all ricocheted off his

sed from
he wary s e e
‘weak and as the Warphead
atiempted to *Edbuiz the

cover of the trees passed
their morale check and
looked around to see if it
was all over yet.

ILING GRIFFONS TURN 2

SPACE MARINE TURN 2

Much to Adrian’s reief, the cloud of toxin drified away from
the Blood Axe Kommandos and out of harm's way.

The Howling Griffons advanced again. lead by their
characters. Under the direction of the Chicf Librarian, the
Tactical squad in the centre of the battlefield readied itself i
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The Space

fire at the centre of the Ork battleline spread out before them.
On the left, the Lexicanian moved cautiously forward to the
edge of the hill from where he could sce the Scouts spread out
below him as they stalked the remaining Orks through the
dense jungle.

At the forefront of the Space Marine attack stood the

Dreadnought. The mighty war machine strode through the
blind grenad

aim at the Warbikes. Servos whirred ulgclcls Chckea

e mul-bareled weapon sough ou s prey. The ancient

watio skl (e S catagacs was determind tht

In the centre of the batlefield, the Chief Librarian directed the.
fire against the Gretchin screen guarding the Orks” support
spons but missed them all. The Space Marines with him

Following their lead, the Devastators on the hll also fired at
the Gretchin and their two heavy bolters churned up the
ground around the diminutive orkoids, killing another three

and forcing a Break ble 6's
and groaned s the remaining members of the mob tured to
run for cover, leaving onc lone Gretchi in the open.

Fred had carefully positioned the Devastators” heavy plasma
‘gunner so that the Deathskulls were his nearest target and not

e power of hi

ar the Dreadnought fired, killing one of the
Warbike drversinatanty and damaging the Warirak's
controls as the explosive shells ripped into the helpless Ork
vehicles. The last Warbike escaped the fury of the
Dreadnought only to be blasted by a krak missile from the last
actical rooper accompanying the Chaplain.

‘The Chaplain Hero himself ignored the vehicles and continucd
o slaughter the Blood Axe Kommandos amongst the rocks

deadly accura another frag grenade which cut

down one more of the concealed Orks.

the Before they knew what was happening

and went to join Mork and Gork. Finally, as if to balance the
‘camage the Space Marines had inflicted on the Orks’ centre,
the Scouts in the jungle missed everything they shot at!

After the devastation of the shooting phase there was  calm as
both Adrian and Fred surveyed their warp cards for the
forthcoming psychic conflict. Firstly, the Chief Librarian
Teleported actoss the battefield 1o oin the Devastators. Then
the Warphead spotted the Lexicanian who had walked right
i unge of “Sadbu:. The mlormats g was il
instantly, u fend himself against the raw energy of
e Wasagh Dismayed by this esut. Fred layed Enersy
Drain and ended the tur.

TURN 2 VICTORY POINTS
ORKS: 7 POINTS
SPACE MARINES: 6 POINTS




Adrian’s support weapons
still had very few targets
so he placed them on
overwatch in case the
Dreadnought or the Space

Marines chose to advance.
The riderless Warbike
carcered

they began 1o pull
themselves together.

As the Warbikes skidded
and crashed, the damaged
Wartrak screched 0 @ hat, aking im at he towering

ORKS TURN 3

wmwid:.bullh:lﬂvyghxml»gunwnhmgmugam

ks and Gretchin ganged up on the Scouts gty
5 Stoewbtya e 40 et e Seslo
Tactical trooper and the Chaplain. One of the Stormboyz
ended up being impaled on the spikes of a deadly cactus but

Onthe Ot e, the Wark missed the Deadnough from
point blank range. The Stormboyz killed the las of the Tactical
squad, cutting kgl trooper with the missile launcher as

revenge for their fallen comrades, The Kommandos® ire was

Soos i BT mm BT mm Axe
imandos moved out of the rocks 10

of the Orks” ight
their remaining fire on the Scouts. Amid the chattering of
wildly aimed shots the Scout carrying the heavy bolter was
felled by the Goff Nob.

From the il the remaining Deathskulls opened v at the

Chaplain Hero.

Vet again the dice roll for warp flux was low and the psychic
phase helped neither side as both the Warphead's ‘Edbutz and
the Chief Librarian’s Teleport were each nullified in tum.

SPACE MARINE TURN 3

‘The lethal cloud from the toxin grenade finally disappeared

p their fire

"HOWLING GRIFFONS TURN 3

whilst began to disperse. With

penetrate the massively
thick armoured ~sides.
Smoke poured from the
‘Traktor Kannon's controls




The Marines cheer as their Librarian kills the Orks’ Warphead with a Voriex.

as it took up the strsin , dragging the Dreadnought towards the
Ok positions and almost, but not quite, into the

t weapons. With no clear line of sight to the
Dreadnough, the Splatta Kannon fired at the central Tactical
squad once more. Again is shell failed to bounce more than
once and the Space Marines escaped without a scraich. A
began (0 think that the dead Mekaniak had got just about what
he deserved! Having survived the Orks’ fire, the Tactical
squad i the centre began to move away from the cover of the
ruins and close in on the exposed Stormboyz.

ORKS TURN 4

From the hill on the left of the Imperial batteline, both the
Chief Librarian and the Space Marine Commander advanced
10 skirt around the ruins that the Devastators were using as
cover. In front of them the Scouts were faced with a mass of
Ok guns and readied themselves for combat.
Leading the squad, the Scout Sergeant ordered
renades to blast the Orks from their concealment in the
jungle. Unforantey,th young Seous: ack ofexpercnce
t0ld and their grenades all faled to harm the Orks, knocking
the Minderz off their feet but it clsc. Finally the Sergeant
showed them how it was
done, by lobbing a frag

inspired

close by, and passed their
test the second

Amid the black smoke and
scattered wreckage that
marked the graveyard of

then fired it storm bolter at




the Scorcher but could
e ke

amid the de
i et i P
disgusted and ~ Adrian
delighted —he had plans for
that Scorcher!

In e, the
Devastators oinod il
carnage. Their heavy

targets he wanted. An
accurate lascannon shot cut
down the Deathskul
carrying the heavy bolter and the rest of the heavy weapons
pounded away at Makari. With his amazing luck, the litle
fellow escaped death every time, leaving Fred aghast!

In the itter hand-to-hand combat against the Kommandos, the
Ch

"HOWLING GRIFFONS TURN 4

he cut him down too. With only the Kaptin left, the broken
o waseffcively dostrope s he el wasremove

bore down on the Chaplain, whilst the Stormboyz jump-
‘packed towards the remains of the Tactical and Devastator
squads positioned in the centre of the battlefield. With the
force of the Waaagh! in them the Orks were really in control
and only one of the Stormboyz span wildly of the board and
into oblivion.

Even with f hand-to-
the Warphed managed o pas bis Wasah! st bt e v
flux was still too small for him to use any of his poy

Clief Librarian b just oough 0 Telepors immelf. el
10 attack the second mob of Gretchin who were cowering in
some ruins. As they fled, the Librarian butchered one of the

as they were beyond hope of rallying.

TURN 3 VICTORY POINTS
ORKS: 10 POINTS
SPACE MARINES: 11 POINTS

“This was ! Adrian had only one turn left and it was going to
be close. With a mighty roar Ghazghkull called on the.

of the Waaagh! and all across the batlefield the Orks felt a
renewed sense ofsrength, There would be 1o more alaes,
the Orks would sweep the Space Marines before the!

Fecling the sirength of their Warboss in the very air, the last
two Goffs charged the Scouts whilst the rest of the Orks and.

thing or two! The Warphead's Minds

of survival. The gunner on the Scorchers
Shcallyi M ik A sk Howlag Grifionoa this
flank die. Unfortunately the Ork attack in the centre came o
e i s ok e vk were

onabe Lo inflict any damage at all. The Storm!
arl ting as they failed to inflict the killing
blow on two Space Marine squads wort of seven
Victory points. On the far flank, the GofTs fared only a litle
better killing a single Scout i their hand-1o-hand combat. The
worried by the assault and passed their Break

test with ease.

Finally, to add injury (0 insult, the Chief Librarian used the
Ultimate Force 1o unleash a Vortex at the Warphead. The
Acgis Suitthe Warphead was wearing fused and with nothing
he could do to halt the a power. he just watched in
o a4 bl Saatully dufemtid  Warphead, Minderz and

The end was nigh.

SPACE MARINE TURN 4

s o oot i) s e M were o e

Sl pursucd R s
* Chaplain.

him as they watched for any sign of  Space Marine attack.
‘They had kept him alive so far and didn’t want to lose the
head on the last ur of the game.

As the flanks positioned themselves for the final attack. the
centre of the Howling Griffons line let loose with a storm of




A BITTER HARVEST

bolter fire. The surviving Tactical squad sprayed the last few
Stormboyz with deadly accurate bolter shells, killing two and
the mob finally broke and fled the batefild. The Devastators
on the hill above them opened up on Makari once again and
their disgust he shrugged off every shot! Only their heavy
plasma gunner was positioned to fir at another target and his
m was perfect. The Painboy found himself engulfed in
plasma and as his charred body crumpled to the floor, the
doughty Scouts managed to finally defeat the Goffs, and
wiping them out completely!
The Ok sght Tk was i tters bt he slvghirwasn't
over ye s the Space Maine's Chiet Libr
Surviving Minders with  bail of botr ire, Meanwhil, the
Dreadnought had caught up with the Scorcher.

vy wespons of the snciensIperil var machine fred
Jing oot g i pie blinding
explosion, utterly dc\!mymg e Ork e pame o i
As the shattered remains of the Ork vehicles crackled and
burmed the Space Marines watched as the Orks retreated. the
battle was over and victory was theirs.

TURN 4 VICTORY POINTS
ORKS: 13 POINT
SPACE MARINES: 24 POINTS

THE AFTERMATH

All praise t0 the Emperor! Mission accomplished and the
Howling Griffons are fully blooded.

Although I won the batte it was a very closely fought game.

ar killing the Warphead it was just luck that
dew e Ulinae Foree card whichalowsd me 10 do it so
easily. By the ree | was getting desperate

Thought that T would have o iry and win on Kt slone, In
I going horribly wrong — my right
Tank had virwally ollapscd and the Land Specder oy n 3

determination of the Space Marines saw them through and |
was rewarded for my faith in the Emperor with the perfect
weapon to complete my mission.

plan worked fairly well.
imy expensive units v incding the vo o heroes. On
my uts and Land Speeder managed to heavily
darage Adkim's oo, bcabin . Grechin wipag ot
Goffs ad destroyng bis Dreadooughtbefor it hd fieda
single
On the right, my own Dreadnought oblterated the Ork vehicle
squadron with a litke help from the Tactical squad's missile
Ismchc. By the o ofthe bt ood ke e widte
5. dea ing enemies scattered
b ik o o
The Devastators performed admirably. They had duelled with
his Deathskulls and won, killing the Orks with their heavy

they had also stalled the Gretchin mob in the centre w
ricd n vain 0 cover the Orks” support weapons st the back of
their Tines. Finally., they had targeted the crews of the support
weapons themselves and forced the few survivors to flee for
their cowardly lves.

1did lose both the Lexicanian and Chaplain Hero which was
allthe more frustrating as I had the Lok ous Sir, AAARGH! in

y from any other troof
intervene and save him. Ah well.. maybe next time.
In the end Adrian was bt unlucky. I got the right card and
having closed the range for Vortex there was nothing he could
do 10 stop me using the power. Even so, he sillfaled to roll
the save for his Aegis Suit and so lost the Warphead and his
fate was sealed.

Allin al, it was a g me that was close run untl the end
when foriane and o of susained fre cnid the da
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Oh ot Defeated by Witch Hunt again! 1 ruly dread fighting
against an opponent with this mission and once again, no
matter how much I tried to protect him, my Warphead was
hunted down and slain.

What went wrong? Turn one saw what was probably my

actic in Warhammer. Fred had deployed his.

1 combat squads and a Devastator
combat squad in quite 4 restricted arca and I should have
attacked more decisively

1 had atacked the Tactical squad and Chaplain on the end of
the line with the both the Kommandos and the Stormboyz at
full strength I could have thrown the Space Marine battline
into confusion. Then, whilst they were still reeling, my vehicle

fferent. In the event, | sat back
and waited which justleft the iniiative with the enemy.

At the time I was a bit worried about the damage the Space
Marines” Dreadnought could do and so did

them head on. Charging in against the Dreadnought sounds
like a suicidal idea but even a devastating vehicle ke that can

found itself with (00 many targets o shoot at once and so it
would have been swamped.

In stark contrast to my left ince on my right was
mistimed and I should have held back. My falure to recognise
the threat to my Dreadnought from the Land Speeder cost me.
dear both in fire power and victory points. Once the Land
eder’s mult-melta had reduced my most powerful single
model on the battlefield (next to Ghazghkull) t0 a heap of
IfThad
10 Fred’s plan earlier I would have been much more defensive
and overwatched against such an attack.

In the centre of the battlefield Fred managed to out-flank my
arillery with his Dreadnought and rendered them uscless for
‘most of the game as they had nothing to shoot at The only plus
point (and believe me it was the only plus point) was that the
Dreadnought wasn't in & position 10 threaten my cenire cither
and spent the entire game trying to wipe ou
squadron!

vehicle

Once I could see the way the battle was heading I was able to
counter Fred's attack and keep the victory points close until

twrn four. Then, what was supposed 1o be my final hammer

With this last embarrassing defeat yet
another opportunty o gain victory poins sipped away with a
whimper. When the small pockets of surviving Orks and
Gretchin on the ight flank failed again to cut down the Scouts

Tknew the ga

Aftr three tums of stalemate all it had taken was for one side:
10 tip the scales in their favour and the other side collapsed.
Unfortunately for the Orks, Space Marines are still able to
th almost no troops, and onc it had started there
was nothing I could do 1o stop my downsward plunge.
On the other side of the battlefield I have o say that Fred
proved himself to be an adept Space Marine Commander and |
hope to play him again someday. He managed to contain most
of my attacks even when his squads had been badly shot up.
tal deployment, he became much more:
careful with his troops and hung back, letting the awesome
power of his Chicf Librarian accomplish his mission.

nusual battl in which neither of us made an all-out

1
coadi fnish off te ther Tactical squad and e badly
uled Devastators. In the the Space Marine:
e T e e

vigorously and il escape unharmed.

The lesson that I learned from this battle is not to be half
hearted about attacking. Pick your targets and attack them
without mercy and with everything y throw at them.

K and h ks only result in your. bei

obliterated. Next time will be different, next time | will
triumph — Warlord Ghazghkull willbe back!
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FAST AND CONVENIENT

‘Games Workshop products have a greater availabilty all
across the country then ever before — just check out any
issue of White Dwarf which now features a monthly
listing of every Independent Retailer carrying Games
Workshop products in the United States and Ganada.
Even with this greater accessibilty of Games Workshop
games and miniatures some customers still have a
problem finding local stores stocking a variety of our
roducts.

The Games Workshop Mail Order department has been

are looking for a chance to purchase directly from our
ieadquarters in Baltimore, Maryland. Our Mail Order

FEATURED THIS ISSUE
Specialists can help you find the miniatures that you

ave boen looking fo, provide you wi the fatest news
BLOOD BOWL in product release information, answer your product

questions, and much more. Our Mail Order team wor
hard to provide a fast and convenient service that
assures your order will be delivered 10 you as quickly.
and efficiently as possible.

MAIL ORDER

Our Mail Order Hotiines are open five days a week and
you can pay by check, money order, Mastercard, or

bank, payable in U.S. dollars. Unfortunately Canadian
Postal Money orders, COD and general delivery can not
be accepted.
(410) 644-5699 Monday through Friday
9:00t0 5:00 pm EST (Eastern Standard Time)
Closed Saturdays, Sundays, and Holidays

For more information, written orders, or to request a
complete catalog please write (o:

GAMES WORKSHOP
1-C Benson Avenue
Baltimore Maryland 21227-1072
You may also fax your order through at:
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FREE TITAN LEGIONS T-SHIRT
Not only will a White Dwarf subscription save you 25%
off the cover price, but it will also include an Titan
Legions T-shirt completely FREE! This is an $14.99
value that you can get your hands on absolutely free of
charge. The Titan Legions T-shirt is an extra arge, black

the FREE Titan Leglons T-shirt offer expires January
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BLOOD BOWL

BLOOD BOWL HALFLINGS - 9144

PACKAGED 4 FIGURES PER BLISTER.

BLOOD BOWL SKAVEN MUTANTS - 9147

EXTRA ARMS BIG HAND
cLaw VERY LONG LEGS

PACKAGED 2 FIGURES PER BLISTER

Designed by Gary Morley




IMPERIAL PEGASUS
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Gliding high above the battlefield on massive wings, an Imperial Hero astride
a Pegasus is an awesome sight. Indeed, only the most powerful of the Empire’s
heroes are deemed worthy enough to ride into battle mounted on a majestic
Pegasus. Swooping down out of the skies like a thunderbolt, the
pounding hooves of the Pegasus and the hero’s mighty lance can
break and shatter entire enemy units.
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CHAOS SORCERERS

CHAOS SORCERERS - 9145

PACKAGED 1 SORCERER AND 1 RANDOM FAMILIAR PER BLISTER.

CHAOS DAEMONS

FLAMERS OF TZEENTCH - 9148

Designed by Aly Morrison

PACKAGED 2 FIGURES PER BLISTER




NEW BOXED SETS

These two new boxed sets each contain ten highly detailed plastic Citadel Miniatures.

CITADEL ‘

CHAOS DWARFS

‘These models require assembly. We recommend that the models are carefully removed from
e plastc sprue Wi a sharp madeling ki and thatthey are undercaated beore painting

with Citadel Pair

is particularly suited for painting and modelling,
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EPIC IMPERIAL

KNIGHTS ERRANT - 9142

5
THERMAL
ExawpLEOFA  CANNON SR
COMPLETED
KNIGHT ERRANT

Designed by Dave Andrews

PACKAGED 3 FIGURES PER BLISTER

KNIGHTS CRUSADER - 9146

LASCANNON
EXAMPLE OF A

QUAKE
CANNON

el S s e;@’

PACKAGED 3 FIGURES PER BLISTER.

COMPLETED
KNIGHT CRUSADER

PREDATOR — 8826 GORGON - 8827

PACKAGED 3 FIGURES PER BLISTER PACKAGED 3 FIGURES PER BLISTER




IMPERIAL TANKS

BANEBLADE - 8803

SUPER HEAVY TANK

PACKAGED 1 FIGURE PER BLISTER.

SHADOW SWORD - 8804

SUPER HEAVY TANK

PACKAGED 1 FIGURE PER BLISTER.

STORM HAMMER - 8805

SUPER HEAVY TANK

PACKAGED 1 FIGURE PER BLISTER

LEMAN RUSS -9143

BATTLE TANK
Designed by Norman Swales

PACKAGED 3 FIGURES PER BLISTER

EPIC SQUATS

COLOSSUS - 8822

PACKAGED 1 FIGURE PER BLISTER

LEVIATHAN - 8825

PACKAGED 1 FIGURE PER BLISTER




BLOOD BOWL

CHAOS STAR PLAYER

9140

LORD BORAK
PACKAGED 1 FIGURE PER BLISTER.

SPACE MARINES

SPACE MARINE CHAPLAINS - 9134

PACKAGED 2 FIGURES PER BLISTER.




CHAOS DWARFS

The Chaos Dwarfs
are a vile, black-
hearted race, forever
waging war in their
relentless search for
victims to enslave.

Shrouded by the
smoke of a thousand
forges, the foul empire
of the Chaos Dwarfs
lies deep inside the
Dark Lands.

Far below the bitter
earth, the tortured
slaves labour in heavy
chains, endlessly
seeking out precious
metals and minerals
for their evil masters’
plans and desires.

ARMY LIST

This full-colour book is
a compilation of all the

SUPPLEMEN

: S Chaos Dwarf articles

first printed in White

Dwarf magazine plus additional unpublished material. These include rules for new Chaos

Dwart characters, the full range of Chaos Dwarf troops and war machines, a complete
Chaos Dwarf army list and an exciting Warhammer battle report
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PRINCE IMRIK LEADS AN ATTACK BY AN ARMY OF LVES AGAINST THE MALEVOLENT'CHAOS DWARFS




