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JUNGLE FIGHTERS
OF CATACHAN

The Death World of Catachan is one of the most dangerous
places in the entire galaxy. Its steaming tropical forests are

g hell filled with inummerable dangers. It is from this
terrifying planet that the Jungle Fighters regiment has been
recruited into the Imperial Guard. The Jungle Fighters are
armed with lasguns and a melta gun, and the squad also
includes a missile launcher with two crew.

This boxed set contains 10 Jungle Fighters and a sheet

of Citadel Waterslide Transfers. ==
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NEW TERMINATORS

The ultimate in clite fighting troops.
Space Marine Terminators always
draw the most dangerous of missi
Expert designer Jes Goodwin has been
hard at work developi

range of Space M

first of which can be s
Metal pages of this issue.

a brand new

Terminator with Stormbolter

THIS MONTH'S CITADEL
COLOUR RELEASES

0073 Shading Wash St s
(Baned st i)

W8S Cndad i s s
B et of 6 pains)

1299

PaintSet.

'EAVY METAL POSTER
FREE with this issue you will find a
massive *Eavy Metal Poster. Fully
illustrated with dozens of beautifully
painted miniatures, the poster also
comes with a quick-reference Colour
Mixing Chart and swatches for the entire
the ne Citadel Colours!

IMPERIAL GUARD

Alan and Michael Perry have been

blockbuser rlease of the boxed s, the
Catachan Jung]
available in bliser pa
want 10 bulk up large units of troops.

CHARGE'

The second major rel:
Imperial Guard mw e e R
Riders of A build up your
d blister

oot for ths nomadic troops e i
this issue

WORLD EATERS

sed and available this month i the
and new box of World Eater Chaos
Space Marines containing 10 finely
sculpted plastic models

Rel

THIS MONTH'S
WARHAMMER 40,000
RELEASES

00 Rough Ridersof At 52499
[T p—E—"

0841 Space Marine Terminstors  $3199

793 World Eater Space Marines S17.50

514 Space Ork Army sai000
(e Boved Arny)

9149 Rough Riders: swso
1 mode e st

stachan Junge Fighters $5.50

WAAAGH! IN A BOX
What better way to start an Ork force

in the new mega-box containing a
Complet 1000 pont Ork Army'! Led by

Warboss Ghazghkull Thraka, the Ork
box contains a Dreadnought, a Shokk
Attack Gun, a Splatta Kannon, and more!

check out the Undead P
Shading Wash Set contains pecilly
formulated inks to darken and shade your
models, while the Glaze Paint Set is
designed to brighten your colors
amore dynamic effect.

NEW RELI:ASES FOR FEBRUARY
games.

Sty

Chapter Approved Retail Shop.
10,16

B e
“There i  fullls of Chapter Approved Stores a2

ies Workshop Store o
of this issue and our sore.

southen ourspedy, fficien Mail

Order Service will be happ

p. Justcall 5699 for up
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THIS MONTH'S BLOOD
BOWL RELEASES

1 model pr biir)

BLOOD BOWL CODES
Are you trying o get your human team
rolling, but can’t find a Mighty Zug
model? I your Ore team missing the
vital chainsaw element of Nobbla
Blackwort? All the Blood Bowl Star
Player models have been gathered from
the New Release
into more accessible codes. So now if
you are missing any Star Player from
Count Luthor Von Drakenborg to

THIS MONTH'S
'WARHAMMER RELEASES

9150 Seta—

s Spav S99
ot e iy

SCYLA - CHAOS SPAWN
The very name of Scyla is enough o
cause dread and fear throughout the
Warhammer World. A massive and
monstrously mutated Chaos Beast, Seyla
the Chaos Spawn has the kind of might
and power that can smash any batle line.

In this issue you can find an *Eavy Metal
featureon Syl s well s spcial Rick

iestley section detailing rules and
e e S e

GRASHNAK BLACKHOOF

Minotaurs are great bull-headed

appetit for raw flesh and you'll realize
why Minotaurs are so attracted 10 the
‘ame of Blood Bow.

“This month sculptor Gary Morley has
outdone himself with Star Player
Grashnak Blackhoof, a truly colossal
Minotaur model!

NEW ARTIST!
Games Workshop would like to offer a
‘warm welcome to our newest llustrator

Des was previously a staff member at the
Games Workshop in Leicester when his
artwork was spotted by John Blanche.
Put straight 0 work illusrating the new
range of Imperial Guard, sharp-eyed
readers may have spotied Des's
Catachan Jungle Fighter picture in last
monih's issue. Keep your eyes open for
more of this great new artst.

S NEWS NEWS NEWS NEW,|

‘Grashnak Blackhoof

MIKE MCVEY

Even as you read this Mike McVey is
h

on the black and white illustration by
Adrian Smith, Mike has only a few fine
details for his specially converted
miniatures left o complete.

We plan to bring you a special feature on
this breathiaking project in the next issue.
of White Dwarf.

APOLOGIES

We at Games Workshop would like to
apologize for our mistake in labeling the
1994 Golden Demon Winners. The
correct winner for the third place
Warhammer Monster category should be
Jason Keegan. Those responsible for
this heinous act of false data collecting
have been suitably punished.

o W i 1955 AL st i oo Wort, raos o s ot b e

orkbop Lt ©

ofGanes Workshop L. Bl Anae. i, Cael oo Dtk A, Deshwing, Do

Marioe, Space Walves, Tyrais,Uliamaios

e
OW g G Worib, Coneeir e, Srmbne. Sy

“Crater Appros

s service mark o Games Werksh
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One of the Knigiis Castellan

KNIGHTS

“The loyal forces of the Forge Worlds are
reinforced with the arrival of both the
Knights Castellan and Knights Lancer.
Sculpted by the Dave Andrenws,
these new Knights preform very different
roles on the batlefield.

The Knights Castellan are awesome in
support a they can lay down a withering
Bl of £t W thel cealy

muli-bareled Autocamnon
Wi thelrquic speedand wie it close
ranged Power Lance, his
re more sited 04 it andrun

or ourflanking attack.

GAMES

GAMES DAY AHEAD

It not 100 carly to start making plans
and preparing for Games Day 195!

This year the biggest Games Workshop

day like last year's event, thi
e held over TWO
will be June 23rd and

published in upcoming issues of White
Dwarf. Stay tuned!

ORKS BEWARE!

The most important release this month
for the Epic Game Sysiem is. without a

As anyone who has Titan Legions will
attest, the Imperator is the single-most
deadly war machine 1o ever stalk the vast
and bloody battlefields of the forty-first
millennium.

Now you can field as many of these
‘monstrous Titans as Team up
with your friends/gaming club and ry an
enormous batle. Each boxed set
contains an Imperator Titan, Datacard,
4 1o play

and all the counters you necy
straight away

THIS MONTH'S EPIC
RELEASES

s

Moles and
(Vo' model or bisie)

ORK VEHICLES
Keeping pace with the Imperial
reinforcements, there are plenty of new
elesss for he Ok this month. New

EPIC RERELEASES

des are being rercleased
ial

Moles and  Imperial

Ork Warlords will also be happy to sec 2
slew of rereleased vehicles. Scorchers,
Wartracks,a Hop Splat Guns r ll
available as well as an Ork B:
Code whereyou wil find lister packs of
deadly Bowelbartas, Gobsmashas
Spleenrippas, and Lungburstas.

NEW FOR 1995

The new year of 1995 will bring many
new Games Workshop products as well
several changes. Upcomi
s (no hints). new Warhammer
A odex  supplements
(Ultramarines, Dark Elves, and mor
Tyranids for the Epic Baule Systems.
and we're not even mentioning the tons
del \|.mmm that are
under production.
Keep your eyes on o Wit D for
Joten s nd elase informtion

1995 will also see the first Games
Workshop pri
years. The price increase will apply
primarily to miniatures and will add
Jbout 50 cents 10 the cost of an average
blister pack of

EWS NEWS NEWS NEWS NEWS NEWS NEWS N
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pERUY METAD
ROUGH RIDERS OF ATTILA

The Rough Riders of Atila are the most famous of the
Rough Rider regiments of the Imperial Guard. It is often
said that these fierce tribesmen ride as well as other
humans walk! With their unparallelled skills as
horsemen. they quickly seck out every weakness in their
enemy’s line and ruthlessly exploitit, riding down the foe.
‘with their deadly hunting lances.

Every squad of Atilan Rough Riders chooses a
distinctive Imperial Guard skull motif which is branded
onto each of their horses. Apart from this and the Imperial
Guard icon on their shoulder armour, they wear lttle or
no insignia.

2 eE S

'A'SQUAD OF ATTILAN ROUGH RIDERS
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ROUGH RIDERS OF ATTILA

By Rick Priestley

Like the cavalry of old, the Rough Riders strike fear into the hearts of their foe as
they charge across the battlefield, deadly hunting lances at the ready. Even those
who survive this explosive charge cannot escape the cleansing sweep of the

Rough Riders’ chainswords.

THE IMPERIAL GUARD

ioned last month, our Imperial Guard project
continues to gather speed with both Alan and Michael Perry
producing a steady stream of excellent new models. The
Catachan Jungle Fighters regiment has proved very popular
and even as | write the "Eavy Metal team is paining another
three nenw regiments which will be out i the next few months.
“This month’s elease are the Rough Riders of Atila. Like all of
the other regiments we have in the pipeline, these warriors are
dressed in the distinctive style of their homeworld.

ATTILA

The world of Atila is somewhat smaller than Earth and has &
single continent which covers almost half its surface. The
centre of this massive land mass is prone to such extremes of
temperature that it remains uninhabited, a baking desert in the
summer which becomes a sub-zero sea of san
winter. Between the Death Lands of the conti
the coasts s a belt of rich savannah thousands of milles decp
ghty inland lakes, and

P
vast rivers. Only towards the coastal edges does the grassland




ROUGH RIDERS OF ATTILA

ive way (o ve
athin arboreal band.
Humans colonised Atila many thousands of years ago and
must have adopted the nomadic life almost immediately. The
original landing site of Khanasan has grown into the only city
on the whole planct. The bustling metropolis is  gathering
place for the tribes of Attila and the centre of its government.
As for the bulk of the population, they.

ATTILAN ROUGH RIDERS

‘The Imperium recruits some of the most ferocious mounted

warriors from this barbaric world. Attilan regiments of

Imperial Guard Rough Riders have fought all over the galaxy

in many different theatres of war. On worlds thousand of ight

years from Auila the image of the scarred tribesman

reslendent i biscrude frs 2ndbedecked wih beads and
ar as it is frightening.

‘The Ailans’ warior prowess is founded upon a tradition of
fighting amongst themselves, for the tribes of Atila respect
only power and a King must be prepared to demonstrate his
‘When alord of the
enemy he cuts off the beaten man’s head and his artificers tum
e skl o drinkng cup s 3 permannt symbol of s
victory. A tribal chieftain may have s, bound
with omately carvd gold or inaid with sivr. embelkbed
with rubies and sapphires of immense worth. The King of
Khanasan and Lord of Auila is the most mighty of all,
‘acknowledged as the King of a Thousand Skulls!

The Au.hm = seid o bc boninthe saddl, for ey are
‘amongst the greatest horsemen in the galaxy. The horses they
rete etk et b, eanperedsnd kel v o o
Kick anyone unwise enough to give them the chance.

“The rders depend upon their horses a great deal, and value

them more highly then gold. In adversity a warrior will draw
off 0 sustain himself.
In thi ater for many

days, enabling them to operate deep behind cnemy lines
without supplies.

Characteristic features of an Attilan warrior are the scars that
P

skin.
into his cheeks as a young man, fire
are ubbed o the Wounds s that they leave deep and

from their herds of Ovigors. These are gigantic shaggy and
savage animals native 10 the world of Atila. Their rich flesh
‘and dark blood form the basic subsistence diet of the tribes.
When the summer comes, the Ailans drive their herds
towards the heart of the continent, following the spri

find enough grazing t0 keep them alive until the year's tum.

I long
and matted. They do not wash themselves or clean their
clothes, believing that 10 do so would affront the spirits of
water with which they superstitiously people their land. This
diion b provn ard bk, despe cosieale et
Five im preachers in the barcly

iokerscd sision in Ebasasmn. e, 8 sotoine sy
that the stench of the Atilan is as powerful a weapon s hi
hunting lance!




ROUGH RIDERS OF ATTILA

ROUGH RIDERS

An Imperial Guard army may include up t0 three squads of
Rough Riders for every Command Section or Rough Rider
Command Section it has
ROUGH RIDER COMMAND SECTION .. 115 points
‘The Command Section consists of 1 Lieutenant,
ough Riders, all armed with hunting lance, chainsword,
laspistol, frag grenades and carapace armour (3+ save,
including cavalry bonus) and all iding horses. The Lieutenant
card.

is. ‘may have up to one We and
any combi ‘wargear from the lst below or
the Imperial Guard wargear list in Warhammer 40,000. Any
nd

10 two Rough Riders may be equipped with a special weapon
from the list below. One of the Rough ay be a
standard bes

PROFILE MWSBS S T W | ALd
Leutenant 4 4 4 3 3 1 4 18
OtherModels 4 3 3 3 3 1 3 1 7
Horse 880 3313815

ROUGH RIDER SQUAD e 80 pOtS
“The squad consists of 5 Rough Riders including a Sergeant,
armed with hunting lance, laspistol, chainsword, frag
srenades. e it cxrakyboms) s
iding a horse. One model may ‘weapon chosen
e e i gt . s as

oot of » Hoogh HideFSipad o nam 00 not 100 as
PROFILE M WSBS S T W 1| A Ld
RoughRidr 4 3 3 3 3 1 3 1 7
Horse 8 slpohais 1 .9 1

HETMAN (VETERAN SERGEANT).......... Special

‘Sergeant to a Hetman for +10 points. These veteran warriors
‘may have up o one Wargear card, and any combination of
additionl wargear from the list below or the Imperial Guard
wargear list in Warhammer 40.000.
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THINGS THAT GO BUMP.

By Gavin Thorpe

The Undead are one of the most fearsome teams in Blood Bowl. Merciless and
implacable, they grind their foes to grave-dust. In this article, Gavin Thorpe —
Head Coach of the formidable Washington Deadskins, takes us through the ins
and outs of their tactics.

DEAD GOOD et the best from this wide range of players, remember the

The Ui e one of e most 533108 " place for everything, and everything in ts place”

Towarding om0 conch a1y to ensur thatyou use cach player o do tingsthey e
o0d at. Forget passing the ball ©0 a Mummy, for example, as

Blood Bowl and I hope that the 500

following hints and tips will  \DeY'veonly gotan Agilty of .

encourage you 1o try them out.  Zombies and Skeletons are the Linemen of the Undead Blood
They do require a good sense of  Bowl team. They should be used t0 get in the way of your
tactics, but when used properly  opponent, exert tackle zones and assst your b il
ihy can e smost unstopable, - Movenent means thy can b utflnkedand ou-cupeced
burying their y almost every other team, but don't worry about this.
‘weight of teir attack. fullowing s et the ther side will v crckcs

these gays.
RAISING THEIR SPIRITS As mentioned above, Mummics have abysmal Agility, but

Undead teams consist of a strange variety of players, ranging  they ing sgest players you can

from th filydie but plenifulan cheap Zombies and oy withot purchuing a S Pleyer. Thei Sungth of

Skeletons, to the awesome. f Sylvania. To of any offensive or defensive line,




* THINGS THAT GO BUMP.

DEATH WARMED UP
Yempies s 50 i) NS T3] ol e ok
Strength and Agility, plus the Block and Dodge

sort of saety
net which keeps you in the game while the rest of the other
players get some skil

‘With your Vampire i reserve, ready to save the day if things go
‘wtong, ry 0 score with your Wights or Ghouls allowing them to

Gaze skil, which means they are great for tuming small holes in

ponen’sdfcce o brge g o o o el They
can even Hypnotize one player and block another in the same
tum, creating a hole wide enough to run your Ghouls or Wights
through without having to dodge.

Taking everything I've said into account, my prefered starting

* fron line

where they can smash their way through the enemy and

provide holes for your speedier players 1o exploit. With a
fovement of onl

ifthy ar ot st up carfully o you must b aware of s

. Hoer, oy oppsing payer

who is clumsy ln)mpld enough 10 get in range can be quite.

certain of getting a good whack round the head!

Ghouls and Wights are your equivalents of Caichers and

|
2

respond quickly if something goes horribly wrong. Their
Strength of 3 is better than most other Catcher-types, making.
inch,

the Block skill and a slightly higher Armour value, allowing
them to stay in th
reasonably intact.

1 Vampire St Player 180000
2 Mummies. 200000
2 Wights 180000
2Ghouls 140000
3 Skeletons. 90000
3 Zombies 90000
1 Re-roll 7000
Fan Factor 5 50000

TOTAL 1,000,000

As the Undead have two types of player who only cost 30,000
each I've found

as your Necromanceer will be able 10 use his

into more Zombie.

The best defence
against a_running.
play is 10 stand firm
and give as good as




THINGS THAT GO BUMP... *

When you're facing a

qmdl) o nterceph
any Catchers that
make a break for

Once youve covered his
break through

STOPPING THE ROT

Undead are not one of the best defensive teams. Being dead,

‘make sure that your team is set up correctly. If you fail to do

‘opponent’s underhand and sneaky plays.

Both
are very similar, the main difference lies in the way the
players react to your opponet’s plays. Basically, you have a
strong central block on the line of scrimmage with the

o Serimmge, I ou ikt '] 3 i ok n
centre than you can throw your Vampir's weight n thei 00,

e you might want o eave him e fo plg any g3p.
Behind this block ar the faster Wights and Ghools and to
it sideare keletonsand Zombies The Skeleons are
fielded neare the flanks where thei ment
ele tho b g AR e o o5 s ke
Zombies are paced more centrally because their ammour will
keep them ging longer ina fight,

The first diagram shows the defence against hard:

s like Dwarfs that prefer to run with the ball. Thi
the sort of game that the Undead are good at and you shouldn’t
have toa much trouble in the ensuing scrap.

‘GRAVE TROUBLE

‘You'll probably have most problems facing fast, agile teams
like High Elves. These teams can potentially run through and

round your defence and pass the ball over the heads of the
Mummies and Vampire, dodging your most dangerous
players and leaving you with litle to do but chase forlornly
after them. To counter this you should try the set up shown in
the diagram above.

5 e
plays, that usually send players up the flanks. You do not have
1o waste your valuable movement crossing from the ceatre of

the pitch to the sides. Inscad your players can drop back with
the opposing Catchers, sing their whole movement.

Vampires are so flexible they can be uscful almost anywhere.
scrimmage

g thei
ide ¢ heic Bypootc Gase allows you 0 siom your

ine. Either way, Vampires are your best allound
e B et e sty st
‘however you use them.
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* THINGS THAT GO BUMP...

THE FUNERAL MARCH

Tho best Uiz ftesiv pay 1 tho s e e
n this theme which I will explain

Jeterbut e basic s s verysple. Using your Mummies
and Vampire you break  hole in the defensive line of the
other team. The ball can be carried through this gap by a
‘Ghoul or Wight (preferably a Ghoul as their Dodge skill can
them out of unforeseen scrapes). Before you do this you

must set up a corridor so that the ball carrier is protecied.
Using your other Ghouls and Wights you set up a short safe.
zone” three squares long. In your next tum you can run the ball
carrier into this area without unneccesary.

on, your team steadily works its way up the ficld, hitting

anybody foolish enough to stand between the ball carier and

the end zone. After two or three turns of this slow advance

your ball carrier can sprint nto the end zone. I call this play.

the Funeral March, as the two lines of players slowly make

their way towards the end.

Variations on this play can be introduced 1o keep your

opponent from knowing exactly what you are trying

xample, sndin 3 Ghouldownone ik

‘opponent that you are going to pass the

back from your line and making it o e S

If you are using the Special Play cards from Death Zone, you
may be lucky and draw a

Magic ltem that will make

a passing play possible.

off which will start him
running for the end zone a
tu earlier than expected.

1f you've plenty of time o
score, or it's the first half
and you want to grind the
other team down a bit. you
can use your My
lead blockers, maki
the path is completely clear

¥
nies as.

Once inside the box the
hardes hing 10 do i keep up
the momentum. You may
have t0 do some pretry fancy
manoeuvring in order io
pace of the Funeral
March steady if no fast, so
think carefully about the
order in which you move
your players.
‘Also, be sure 10 keep an eye
on the mumber of downs you
have eft 10 play and
Jor that final sprins!




THINGS THAT GO BUMP... %

of opposing players. This does limit the whole team (o the
Mummies’ movement of 3 which is why you shouldn't
attempt this play when you only have two tums lef to score!

With a Vampire on your team you can try the odd passing play
10 keep the other coach on his toes. One of the best uses of this
tactc is @ fake Funeral March play. After a tum of advancing
up the field the ball carrier hands the ball off 10 the Vampire,
Ghouls at the front of the procession make a break for it,
and the pass is thrown over the heads of the defenders. The
beauty of this play is its flexibility. If the opportunity 10 use.
is play presents itself you can perf it docsn't
then you can simply forget about trying fancy manocuvres
and carry on with the Funeral March.

SPECIAL PLAY CARDS

‘The Special Play cards in Death Zone add an entirely new

Sover Mop, 1 the Magic s Seed of Ligh Rakar's
Bounding Leap, Time Warp, The Secret Way and Magic Pils
11 you can get your hands ons onc of these cands you can

an extra Mummy trns up right next to his
ball carrier!

‘The other cards have no more specific uses with an Undead
team than they do with any other race, but here are a few
pointers on some of the more profitable uses.

Knut’s Spell of Awesome Strenth i a great card for Ghouls,
allowing them (0 add the roll of a D6 to their already average.

balance, especially if used in conjunction with a card that

seinos large braw in the ct
n pass over their heads.

centr, setting them up for the

Magic Helmet permanently increases one of your players
Armour value by one and is best used on Ghouls, whose
Armour Value of 7 means they can spend quite 3 bit of t
staring at the pitch. Altenatively, you can give the Magic
Helmet 10 2 Wight, giving them enough protection to
partcipate in a full scale ruck with the opposition and you
don’t have to worry 100 much about the Wight being 100 badly
hurt. Combined with the Regenerate skil, a Magic Helmet can
make players almost impossible to injure.

THE LONG HAUL
Undead teams are definitely at their best in a League. Their
ability to Regenerate allows them (o cor

10 score Touchdowns and inflct casualtie if you are going to
‘et anywhere i this game.

strength of 3
in make excellent pocket-breaking runs or Touchdown
blitzes with this card.

Scut’s Deluge of Despair halves the Movement of the other
team, bringing them down to your own slugeish pace. It's
especially demoralising for your opponent if you play it when
he thinks he's broken through your lne, your end zone is in
sight and he has that “nothing can stop me now” feling.

Magic Hand of Jarik Longarm allows you to automatically
complete a pass successfully. Since the low Agility of an
Undead team makes passing plays unlikely,the use of this
card can throw yout opponeat's defence compercly off

* * * Did you know...

otk sovrs yors 1 butd
for

battefi is was introduced to avoid
a infamous botween
Athelom Avengers and the Erengrad Undertakers
wh haitafter of the
Undortakers'

o a ‘thousands
5 fans rose from their graves in the end
zone and invaded the pitch!
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* THINGS THAT GO BUMP.
—_—

Two Wights beat off a lone Orc Blitzer as their Ghoul team-
mate rushes for the end zor

The following are my suggestions on what types of skills are
best to acquire for different players. Of course, Strength
layer, but be a bit wary about

throwing away a g0od opy
Block, Tackle or 4 more useful skill. Of course you will only
have the choice if you roll a double, but i’s always worth
bearing in mind.

A Mummy with a Movement of 4, on the other hand. can be a
horrible surprise for your opponent, as his allows them to
‘make a Blitz action on the same tr they stand up (thir usual
mventof i taken up by the procesofsandiag ). In
fact, the mere thought of a Mummy with a high Movement is
cacugh o give some Head Cooches sightnmres.

MUMMIES
“The majority of Star Player Points for a Mummy will come
from casualties, 50 hit the. jon whenever you can. The
most essential skill o get for a Mummy is Block and when

front line, with the exception of a few very expensive Star

skill stops fast teams like Wood Elves slipping past these
lumbering players.

If you are fortunate enough to oll a double, then I would
recommed ihe Jump Up skill, s hee s o sight more

just downed him!

GHOULS
‘Ghouls benefit greaty from skills such as Catch, while Surc
Hands and Sure Feet increase their ability as ball cariers. To
make full use of skillslike Leap (which require an Agilty roll)
aroll of cleven and a bonus Agility point is preferable. Block
is a handy skill 100, allowing the Ghoul to ignore certain

Block dce e when the e vy g e
enough to land a few blows. Pass Block is another ans

only o inicrcept 4 pass, bu lso o move you Ghoul nearr the
end zone. One Ghoul can be given
players for as long as possibl.

WIGHTS

‘Wights with skills can be divided into two categories: those.
Bl

Blocking Wights ought to get Mighty Blow, Tackle,
Daunless and Steip Ball, while Bltzing Wights will find
Frenzy, Strip Ball and Tackle more useful.

casualtes, so capitalise on this during

THEM DRY BONES
Finally, you have the cheapest of all your players — Skeletons
and Zombies. These players should be given all e usal
Lineman-type skill, such as Tackle, Block and Dauntless. I
two players. Guard sk

‘doubles, you can keep them next 10 your Mumamies and make
them cven more potent Blockers. For a bit of surprise value
and variety, why no try a Zombic or Skeleton with Kick. as

damaging your game plan.

LAST RITES

Well here you have it - e disilled wisdom of an old

Necromancer. Everything I know about lcading an Undead

o o of oo Leagoe. At lat veeyting T going
10 tell you — I till need
our teams might meet

rets, you never know when

* % % Did you know.
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Citadel Colour line of paint, you will y e ed 2 s that are fully
¢ and completely non-tosic. *Specially mixed for add

ing hues 0 your models the
‘Shading Washes set contains a: Red Wash, Flesh Wash, Ork Flesh Wash, Blue Wash, Yellow W
Brown Wash. +The Undead set contains: Pustulous Brown, Bleached Bone, Brown Wash, Lich
Rotting Flesh, and Dead)

purpl Glaze, Blue Glare,
BANES

RSP

models iry the Gl
Green Glaze, and Red Glaze.
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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.
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In the 41st Millennium no part of the galaxy is safe from the howling maelstrom and

blazing bolters of an Ork invasion! Savage and brutal, the Orks long only to plunder

afiery path across the universe. Indeed these battle-crazed crusades, or Waaaghs!
as Orks call them, have been known to decimate whole planetary systems.

New from Citadel Miniatures, the Space Ork Army Box a full army list for all the models in the box including
contains an entire 1.000 point army for Warhammer  points values and characteristics. There is also a
40,000, Available for a imited time only! complete set of full-color, self-adhesive banners and

Inside this boxed set you wil find: an Ork Dreadnought,  /2"Sfer sheets to properly outft your Orks.
10 Ork Boyz, 16 Gretchin, 5 Stormboyz, a Shokk Attack
Gun, 1 Runtherd, lots of Snotlings, a
K H mes Workshop logo and Warhammer 40,000 are
S K00 iboamoyz, 3 radomar of Garmes Wolkshop L. Cradel and
Viovanop are ademane o Games Workenop L
5 Workshop L1, 1994. Al ighs reserved.

i product contains mul-part models which requi a dogree of
moceing s 1 assemtle

Waaagh! itself you will find the
us and bioodithirsty Ork Warlord
Ghazghkull Thraka.

JSEPHAN  The bored set contains a bookit with




EPIC.

TITAN LEGIONS

IMPERATOR

By Gavin Thorpe

The Imperator class Titans of the
tread a planet’s surface. With a mi

tan Legions are the most destructive machines ever to
ture sun providing its power, an Imperator strides

into battle dealing death to whole armies at a time.

THE WALKING ARSENAL
“The Imperator Emperor class Titan is the most powerful model
in the whole of the Epic Game system. Armed with a huge
armay of weapons, it can deal with almost any eventuality by
using simple brute force. s twelve banks of void shiclds soak
up tremendous amounts of enemy fie, and even when they are:
gone itsthick armour s enough to turn aside almost any blow
Despite all this, an Imperator Titan requires good tactics 1o
realise its full potential. s lack of manoeurability means that
ther troops can keep out of sight, while well-placed infantry

metimes get close enough to destroy it by boarding. To.
make sure that your Imperator Titan performs o its utmost
you must use all your skill and cunning, and ensure that you
know how 1o get the best out of the Imperator’s seven
different weapon sysiems.

PLASMA ANNIHILATOR
“The Plasma Annihilator is the most awesome weapon ever o
be used in a land batte. With a potential for twelve attack dice
with an awesome profil, it's the ulimate tank and Titan.

The Imperator Titan Cassus Bell talks through an Ork setlement a th head of an Imperial assaul

wozs




IMPERATOR

busier. Of course having enough plasma to do this could be

tricky. but it is such an breathtaking demonstration of sheer

firepower that you should try it at least once. Volleys from the

Plasma Anniilator can destroy Squat Land Trains, and other

per heavy vehicles. It can set a Mega-Gargant bl

ower. Entire Daemon Engine

a single pass. It's basically

the most destructive weapon you've ever seen and should be
saved for the most worthwhile targets.

HELLSTORM CANNON

Like other barrage weapons, the Hellstorm cannon is most
d{mwe e fird at clocy grouped argets and youshould

o "o G you st have the o) o Els oy
rage like thisis usually enough to

§5,capecially f ot wesgons e o P Ao
pick off the more heavily armoured targets.

MAIN BATTERY

‘The main battery is a barrage weapon like the Hellstorm

Its massive range means you can start pounding the enemy
before they get the chance 1o spread t00 far out from their
deployment position. Unfortunately, it's random strength
makes it oo unreliable to be a battle winner every time it is
used, but its potential of nine barrage points it can be
devsating 1 s que god at knakindown buldins,
especially the weaker Ork

SECONDARY WEAPONS

Sheer volume of fie is the main strength of the secondary

theyare great for fending offwtacks by mcaing iy,
With a -1 saving throw modificr, the secondary weapons can
dmmumm«mmywdmxmmﬁclﬂs

Defence lasr o Plasma Ansifilato.

GUN TOWERS
The gun towers are the Imperator's most useful weapon for
attacking heavy battle tanks, such as Daemon Engines or Ork
batle fortresses. They have a fairly wide coverage with their
acs o i, andcan pick off ndividal modes with o S0%
chance of hitting. They pack quite a punch t0o, reducing the

or more, or

only, giving them a very effective kill ate.

DEFENCE LASER
‘The Defence laer s the archetypical Titan-killer. When it its,

has overthe Plsana Annihilator s ot s bonus to the.
o, bt s abiliy 0 snap fir. Titans whichfail o epai their

cover t the st portmiy busth Defence s can
crack they get a chance to hide thems
behind» bulding o ohe terening .

BOLTERS

e bol assault on the
ety they can avays first frrtiew biggest

yoor Bastonsor do v yu sccondery weags. They can

it vehicl deachmens, you can cut i o hreds b
thy canatack. The same ca b dooe sgeine iy rd

Weapons. With cight atack dice and an unimpeded firc rc, already mov
IMPERATOR TITAN WEAPONS SUMMARY
‘Weapon Range Attack. ToHit  Target's Notes
Dice Roll__Save Mod.
Boliers 15em T cach o o First fire, Total of 16 Attack dice.
Gun Towers 75em 1 cach ar 2 Toulof 4 Aack dice.
Main Batery  200cm D6+3 Barmage points Fires barrge.
Sccondary Weapons. S0cm Teach se “Total o 8 Auack dice.




LEGIO METALICA

The Forge World of Metalica lies in one of the most dangerous parts of the
galaxy, a zone infested with Orks and constantly threatened by war. The Titans
of thisancint legion wer batle-bardend overcenuricsof fighing cven
before the Great Crusade brought

(e 1ogio Maalck S 1ond o Yesies s warrpasted by any enc Than

EMPEROR TITANS

Emperor class Titans tower some 25 10 40 metzes all.
They mount veritable arsenals of weaponry and are
protected by up to twelve void shield and
amout so thiek it wosld notbe D place on
tans are
koo e arge i bocc mull S
one forms a

vital part of the Imperium’s strategy.
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IMPERATOR

TITAN MISSIONS
Imperator Titans are far 100 valusble an asset to be simply
Every time an Emperor Titan is
it will be with a particular objective in
‘mind. To represent his, Titan Legions contains a set of five

will vary depending on
i mir s A

s el n e Tk e i 1 Wl D 179,
W ways you can select your Titan Missions. Many

ol ket haengs of Soin irough each of s Titans
in turn, drawing cards at random and having to fulfil the

missions for their whole force, and then allocate them at the

Ve go
as the army commander, being told what you have to
accomplish and how many Titans you have to do it with, but
leaves you to decide which Titans are best suited 1o perform
which missions.

ENGAGE AND DESTROY

is pr
Titan can be given as its massive array of weapons can
i smce sny g wiin 3 segl wr, You shonkd
consider your Imperator Titan or ent Engage and
Destroy mission regardiess of whmtvzr s i might 5 doing
~ afterallthis s what it's best a

Squat Land T
the maximum number of victory points available. However.
this may take more time than destroying several less well
armoured nts. For example, an Imperator Titan i faced
by a Squat force, including a Land Train with seven carriages
and two Leviathans. Th in is worth eight victory
points if it is completely destroyed. the same as both
Leviathans combined. It may be simpler and
each Leviathan one after the other than o concentrate on the
Land Train. But what do you do if the Leviathans are set up on
opposite ends of the batlefield?

In this situation it's probably best to destroy the closest
Leviathan firs, then move on 10 attack the Land Train in one.
sweeping manocuvre, as shown in the diagram.

The Titan swings from one flank to the other, engaging each

“The first choice to be made on this mission is what target 0 go
for first, » :

wozz




IMPERATOR

mission s (o concentrate the Impe miwimlcnscnalagnnn
ach argtuni i i destoped, Wih the huge amouot of
firepoy s posile t akeout e oppasiion in

your way on
the other hand, your objective could be really close 10 your
deployment zone, giving you an easy 15 victory poins.

At the Studio, we always choose which side of the batlefield

There are a number of important factors to take into
comideraion Gaepats (vith the exceptonofte ekboy

fargant) are protected by banks of power felds, while Titans
ni Squnt uper by ehicls have veid shicds. To knock
these out takes a large number of hits and is best suited o the
Imperator’s secondary weapons which have 4 SOcm range.
Usforunael, the majcky o Gargoe epons bave 1 range

an deliver quite a punch. Squat

the Imperator Titan will be exposed to lots of enemy fie as it
moves in o attack.

“This is where Imperator Titans really come into their own.
Because they allocate plasma to Fire Control and Engines
tely, they can move during

inthe it fir phase. This usully llows you o fir s
Gargant before it ges the chance 10 fire at you. The Imperator
Can Sy o 1 Gargant's opimam snge of S0om and
avoid its fire. Then, when the time comes 10 attack, the
Imperator simply sicps inside the SOcm zone with its Firc
Controls overloaded with plasma and unleashes everything it
has on First Fire.

Don't forget close combat cither. An Imperator Titan has

any opponcnt on a one-to-one basis. If you are unsure though.
you can dismount troops from the Bastions and give the
Imperator an extra one or two dice for being a second or third
close combat opponen.

DELAYING ACTION

Delaying Action is superb for Imperator Titans. The Imperator
is anexcllent survivr with s banks of void shiclds and

ot
because it's tough an Imperator isn’t totally invulnerable.
Don't take unnecessary risks unless the gain is cqual 1o the
potential loss of your Imperator Titan.

TAKE AND HOLD
Take and Hold can be the worst, or the best mission 1o give 1o
an Imperator Titan depending on which randomly drawn
Objective you have to capture. You may end up having to slog

wozs

bav 1o Takeand Hold. I we s asigring miscns ser
1 drawn, we rol for the Objective be
Who i underaking e Titn mision. . This meas thd i e
target does happen to be ien the Ta
ad Hld 1o coc of e Bl Groups i out srmy incad e
of your Imper

The advantage of an Imperator Titan having this mission s its
stubborn refusal 10 be destroyed. Once it has captured the
v o

snaiched from under its guns. With a Plasma Anaihilator,
Hellstorn canon an the othr weapons syiens o sty
duty, it would be a very brave opponent who
victory points once you've gained them!

‘When you get this Titan mission you must decide whether to
S I .t vt gt vk scping i
enemy. IF the Objective you are afier s at least three quarters

the wayacos the balfied you shoukd probly fore
It would almost certainly

Titans, securing other Objectives and breaking formations.

10 make a decision. s the route fairly open? If s, then it could

However, b careful — your opponent will know where you are
heading and you may end up marching straight nto a trap!

1f the desired Objective is in your half of the table you should
g0 for it under almost any circumstances. The only real
exception s if the desired Objective i right out on one flank. If
this i the case your Imperator Titan won't be able do anything
except go for the Objective. Once again this would be.

of ts potential, since its best employed supporting your other
roops and Titans.

BLITZKRIEG
Like Take and Hold, Blickrieg is suited to an Imperator Titan
but also presents very definite difficulties. The Imperator may
find it difficult to maintain maximum speed while utlising its
weapons (o their utmost. On the other hand, if any model is
going to survive a headlong charge into the enemy it's an
Imperator Titan.

Since you know from the start where the Titan has to go
(unlike Take and Hold) you can make your decision much
e casiy. Basially. you ave 1o choose betwsen two
ble courses of action. Either you can go for your mission
flat out, full power to the engines and don’t stop for hi
M, Akl 28 ol s o iiom and just
entrate on blowing away the

If you are facing a large force of Titans, super heavy vehicles

verful models you may be better off ignoring the
Blitchrieg rather than charging into the teeth of all their guns.
You should also be wary of advancing into the middie of

opponent will be expecting you to come right across the
battlefield, so try to think of  way to set up or move that will
throw your opponent off balance.




Concentrated Imperial fire pounds the traitors inio oblivion.

CAPTURE
This s probably the worst Titan Miss
opponent will place a building ngm on the edge of u.=
battlefield. This will mean that the Imperator or Battle Grouy

the building. This isn't really worth it uless there are lots of

her bjectivs ey, mesing your i atack ca ll o
that part o the battlefeld. Al of the other comments for Take
and Hold apply to Capture.

COMBINED ACTIONS
An Imperator Titan does not operate alone. I's used to support

theer
deailed carlir, there may be situations where you have to
ignore your mission, and an Imperator Titan is potent cnough
0 performits Titan mission atthe same time as carrying out s
partin your larger plan.

Making sure your army works in a co-ordinated and prepared

fashion s vital, and the best way to ensure this is to realise how
work together.

tell you how your Imperator can help your infantry and tanks,

and how they can be of benefit to the Imperator Titan

TROOPS AND TANKS
An Imperator carries more firepower than anything clse, and if
used properly can sweep away the enemy. Infaniry and tanks
have the advantage of numbers — if you destroy one then
another just steps in to fill its place, but if you destroy an

IMPERATOR

Imperator Titan it's not so easy to replace. Tanks and troops.
are much more vulnerable though, and your Imper
fulfl the role of a guardian. IUs the job of the Imperator to

amly dealing with. These include enemy Titans or
Gargants, super heavy tanks. and enemy troops holed up in
buildings. Leave the easy targets o the infantry

Imperator’
main battery is to use it to destroy buildings, exposing the
flanks or rear of enemy formations to your infantry or tank
detachments. This is demonstrated in the example bel

Devastator company
the buildings 10 shield themselves from the Tempests (yellow).
The Imperator Titan advances behind them with its Fire
Control systems overloaded.

(red) moves through the town, using.




IMPERATOR

The Imperator destroys the building with its main batiery.,

Tempests while the Imperator turns its attention 1o the
Phantom Titan.
n the above example the Imperator could alternatively hav
desroyed the Tompost Heci 10 be sre o cleaing the
Objective)

RETURNING THE FAVOUR
shown by the diagram in the previous section, the
oot s i i Dovmstates o ok ot o o

v, g e iy o move through almost any terrain to
the Titan's flanks from being attacked.

PROTECTING AN IMPERATOR TITAN
‘Whatever the plan for the batle, whoever you are facing, an
|mpmm Tn:n has a number of weaknesses. The most
obvi Vulnerability to boarding actions by marauding
Safanty. Allbough 1 has sxicen boicrs which can always
sk o i e g

co-ordinated
the Imperator o S s s SO TR
reducing the bolier's to hit roll to 7+ (that's a roll of a 6
followed by a oll of a 4 or more - only an 8% chance of
hitting with each dice).

o
yiin s o sationsou roope s the, The Teh-Guad
Titan Defence y i the Adeptus Mechanicus'

e prolem. The Tech Gusrd e s sl o salin foth

forgocropponcat who's el oot ey e there. In onkr

then used its barrag the Phantom
Titan (which could destroy its Holo-field wings and leave it
‘exposed to the advancing Devastator Company instead).

You deploy your trops always st up halfof 3 emcent i
cach Bastion, so that when one of the detachments leaves the
I

et another useful tactic s (0 use your

hiek, advancing n froat of your infantry and soaking up the
damage. Having an escort of this caibre is very useful for the
troops, who can capture Objectives or attack the enemy with
greater confidence and numbers.

imperator
any attack.

1o e hongh poies 0 spend whenyou'e ikin your
pace Marine battle

‘where they be slowly transported across the battlefield while
being able to stay on first fire orders for the whole duration.
‘The Tactical and Assault detachments should be split between
the Bastions, with the Tactical stands being placed in the
locations that allow them to fire out of the Imperator Titan
(shown by a red box on the datacard, there are two on each
Bastion). The Assault troops are then able 10 defend the
Bastions or launch assaults and counter attacks on Objectives
tha are within range of thir jump packs.

10 you r eally wortied oot eing bosrdd you o
the Space Marine battle company and purchase the. Chaph-n
Specilcan. 1 th Chapisi s thn placed n the Bridge
Coardroom al the Impeial sands count +1 10 heir Close
Assault factor. If your paranoi

fever pitch then extreme measures can be taken. Almost total
protection can be ensured by purchasing an Imperial Guard
Company and two detachments of Ogryns. With their close
assault factor of +6 and horribly effective Ripper Guns, almost
nobody is going (0 get past the Ogryns 10 attack the Bastions
think of them as very good bouncers?).

FINALLY..
There is only so much you can cover in one articl, but I hope
that you have some great plans forming for using your
Imperator Titan. Remember, it's not ‘the bigger they are, the
harder they fall,but ‘the bigger they are, the harder they ht...
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40000 s

WORLD EATERS
CHAOS SPACE MARINES

Khorne is the great warrior of Chaos, the ferocious
Blood God. The World Eaters of Khorne Chaos Space
Marines are his ultimate warriors, steeped in martial
honour and the ethic of war, chosen for the final conflict
when Khorne awakes and the universe is drenched in
the blood of his enemies.

This boxed set contains 10

plastic World Eaters of
Khorne Chaos Space Marines and a sheet of
Citadel waterslide transfers.

X




“THE FORCES OF CHAOS CONFRONT A DWARF ARMY




REAMMER

SCYLA - CHAOS SPAWN

By Rick Priestley

Chaos Spawn are the warped and twisted followers of Chaos whose bodies
have been wildly mutated by their master’s gifts. Few survive their creation
long, though there are exceptions such as the dreaded Chaos Spawn Scyla.

THE CHAOS GODS

Chaos Gods are generous but imesponsible with their favours.
Gods cannot distinguish the difference in value of their gifts,
or they simply have no interest in investigating the matter.
When blessing one of his followers a Chaos God might

gher, f hingl,

stract i his lot. But the gt
might equally el disadvantage the follower, making him
weak, fecble-minded, or turning his body into a sluggish
mound of flesh. The Gods of Chaos are also the gods of
chance, and courting their favour is nothing if notrisky

CHAOS GIFTS

Most Gif of Chaos take the form of physical mutation. For
example, Iron Hard Skin might well make the recipient
resistant 0 damage but it also covers him with a crust of scaly
iton. The more gifts a creature has the more potentially
disastrous their cumulative cffect can be. Extreme mutations
tend to affect the recipient in all kinds of unfortunate ways. Ifa
follower acquires to0 many mutations he passes the poin of no
retum and becomes a Chaos Spawn,

FOLLOWERS OF CHAOS

Any follower of Chaos can find himself heading towards
spawndom. Even a Chaos Champion who enjoys the favour of
his god is likely to suffer this fate. A champion who does not
am himself the ultimate teward of daemonic immortality will
certainly become Spawn unless he dies firs. Such 9
the Chaos Champion: he is destined for everlasting diabolic
lory or an ignominious end as a mindless dribbling monsier.

The outward appearance of a Chaos Spawn is utterly
unpredictable. They may have several sets of limbs, bizarre
atributes like crab claws, a chitinous carapace, tattered but
useless wings, eye stalks, a long flexible neck, or a gaping
maw full of needie-

e tecth,

gl : e
their former intelligence having long since been sacrificed to
their unholy ambition. Many a champion of grcat promise has
ended up as a secthing mound of bone and
distorted and screaming with insane rage.

flesh, monsirously

CHAOS SPAWN
Chaos Spawn are not covered in the Chaos arm lst and so are
not normally included in your initial forces. They are the
result o the Warping power of the gifts that the Chaos Gods
bestow on their loyal followers. During the game. 3 model
into Chaos Spawn as the result of a Chaos God
trning his atention to the battlefield. This can happen when

2 Chaos Gift. It can also happen if your champion is visited
with t0o many Chaos Gifs. Full rules for Chaos Gifts and
Chaos Spawn can be found in the Warhammer Armics —
Chaos boxed set.

As well as the above, you may wish 10 include the following
Chaos Spawn special character as part of your Chaos army




SCYLA - CHAOS SPAWN

SCYLA, SPAWN OF CHAOS 340 points.

You may include Scyla as a character - in which case
Jou muet appoiat another Chaos Chimpion or Chios Sorcerer

o be his master (sce the Special Rules). Scyla may not be the
army’s General

Once Seyla Anfinngrim of Norsca enjoyed the favour of his
Chaos God. At one time Scyla’s Raders plagued he norhern
coasts of the Empire. His name was held in terror by the
Gslevite merchants of Ereagrad. Many remembered the
daring night rids tht If the docKlands o th Lynsk an
inferno of destruction. But power of such magnitude
cost,and Seyla i the highestprice fo nis ambition.

has its

it i body swelledwithciinousptes. Tis gt made
bim even mor powerul,but i s the beginning o he
forSeyla. Wit the year s b 4 e i e repelian
and a beaked il sprovied fon His limbs lost their
clen humanshape,becoming i, b e i S
e could no ongergras is swrd and il upon alfours e
wbcast. At ast i i gave up s £ and Syl Anfnngrim
was los n the Sephs of gibbeing sbominaion-.h bosame
act

Seyla’s warrior band took pity on him. Indeed, there w
. him in his new shape, and paid him homage

pion, and Erloc
around Seyla’s malformed hea pmw Cotlarof  Kome.
When Enock o th warrios 10 bl with him,
diretng he boriic creaure ke some e peat. The
ultimate fate of Seyla s not re was said 1o have

fallen at the Gates o Kislev the utanic bat which ended he

Great War Against Chaos.
Profile MWSBS S T W I A Ld

SolsSpwa 6 6 0 6 6 4 3 6 8

w04

ifts: Scyla’s profile reflects the effects of most of his
Chaos Gits, he bizam shape of s body, unnaturally stong
ugh chitinous body and so forth. He also has the

eyla s Iron Hard Skin which gives him an
|l\rm\ of 4 ana D6 This save i ot modifed

s Stre other armour is). Where no
= 527 s perkiod (o, = e sho o sioue teower)
then Iron Hard Skin has no effect.

Collar of Khorne: Scyla wears a Collar of Khome. If he is

The destroyed spell s rem:
opponent’s hand and cannot be used for the fest of the game.
SPECIAL RULES

la’s Master: Seyla obeys the will of his master and can be

controlled ke any other monster. The Chaos Spawn rules do
ot apply whilst Scyla remains under his master's command.

He moves and attacks normally,justlike a monster included in

the army

If you include Seyla in your
Champion or Chaos Sorcer

army you must appoint a Chaos
ras s master. Scyla deploys

es for Chaos
Chaos (but note

tha he gains no further Chaos Gifts).
Fear: Scyla s a monstrous beast of horrific appearance. Chs
Spawn caeefoar ¢ Gecriod n e peychlogy soction of e
Warhammer rulebook.
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SPACE MARINES

LAND SPEEDER
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The Space Marine Land Speeder is a lightning fast weapon of war. Crewed by two
Space Marines, the Land Speeder is armed with a heavy flamer and the awesome
multi-melta. Soaring across the deadly battlefields of the

41st Millenium, the Land Speeder destroys the enemy

with lightning fast attacks and deep strikes behind the

enemy lines.

SUAREL o




SPACE MARINE TERMINATORS

The s Compony o Spoce M Capers sty of vt T i
ey bt of the C ponrysnd ipment i

e supplicd with any nw o modiied wargear, They are sl raditonaly tcnty Space. [ Q)

Marine to be cquipped with th devasating Tenminstor armour. Thes powertul amoured s

area physical mbodiment of the Chapier’s fighting spirit and ar reganded by the brother-

wrines as important artifacts in thir own right. HAVTERBADGE  ARMY BADGE

‘When equipped with Terminator armour the Space Marines of the 1st Company are organised
into Baule Squads of fve men. This means that at fll srngth the Chapter coud fed twenty

juad is identified by a simple number 1, 11 JIL, etc. These are displayed in
hapter icon on the right shoulder pad of the Marine’s armour. The left
muumcr pad m.pxm the solid stone Terminator badge which is both 3 tactical symbol and a

the weapons i3
ol Ukmaciocs Cpes, e Vg o UG e bk o il T
Veteran Sergean ran,

SPACE MARINE VETERAN SERGEANT
TERMINATOR WITH WITH POWER SWORD
ASSAULT CANNOX. AND STORM BOLTER

TERMINATOR WITH TERMINATOR WITH
POWER FIST AND AND
STORM BOLTER STORM BOLTER

‘This Ultramarines Terminator squad is known as
squad Calidus after its Veteran Sergeant. This

typical bosour badge ~  wreathed skull n

se markings, the banner display
the Chapter icon, squad number and has the
e wbie i o T




SPACE MARINE
TERMINATORS

At the forefront of the Space Marines’ assault come the Terminators.
Brushing aside defenders like insects, their attack i
unstoppable avalanche of fire and steel.

The First Company of each Chapteris made up from the oldest
and most battle-hardened Space Marines. I s the senior and
most respected company, and s members use Terminator
armour as well as other Space Marine equipmen.

NG e

S, N

TACTICAL DREADNOUGHT ARMOUR

Tactical dreadnought armour or Terminator armou, as it s

known, is without doubt the toughest

personal armour in the galaxy. The armour is massively bulky

nizins 2 full exo-skeleton arrangement of fibre bundies

nantium rods to support the heavy gauge plasteel and

ceramite plates which form the outer carapace. The Adeptus
Mechanicus has des a

ike an

In addition t0 its considerable protective value Terminator
‘armour is equipped with a number of other devices. It always
includes a targeter which is linked to whichever ranged
weapon is carried and a teleport homer to assist in teleport
operations. Extensive communications gear and sensory
apparatus is also fitted as standard though this has lite direct
bearing on play and is subsumed into the Warhammer 40,000
game rules for convenience.

Stace Marin Teminsions aesbjct o thesame syl s
for Break tests and rapid Fire as other Space Marines

ARMY LIST ENTRY

or. bolter and power fist
ML i Wl el o e of
lightning o additional points cos.

PROFLE M WSBS S T W 1| Ald
Teminator 4 5 5 4 4 1 5 1 9

‘Special Rule. Any Terminator squads can be teleported
into battle bt ther points value s increased by 50%.

veterans of the highly trained Imperial Space Marine Chapers.
A model wearing Terminator armour has an armour saving
throw of 3 or more, justlike power armour. However, because
Terminator armour is so massively thick the saving throw is
rolled on 2D6 rather than 1D6. The 2D6 a

et a number between 2 and 12.
armour can potentially survive  shot from even devastating

65

uckicey douho 1 v e peea kot om il penceae
‘armour through the vulnerable joints or eyepicces

HEAVY WEAPONS  Cost
One per model. May not be chosen for Character models.

wos7
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FORCES OF THE IMPERIUM

'STORMBLADE SUPER HEAVY TANK COMPANY

BLOOD ANGELS SPACE MARINES PREDATOR SQUADRON

Dab

S —
B T

IMPERIAL FORCES STORM ACROSS A BRIDGE TO ATTACK THE ORK FLANK
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SPACE MARINE RAZORBACKS

HISTORY
‘The vast armouries of the Space Marines contain many types
of vehicles. Some have been used for thousands of years whilst
others, like the Razorback, have only recently been
rediscovered. Based andard Template Construct found
by Chief Artisan Tilvius, the Razorback is a heavily armed
variant of the Rhino troop transport

BATTLE TACTICS

Gavin Thorpe

Occasionally a Space Marine detachment has all three of its
Rhinos replaced with a Razorback transport detachment,
giving them greater frepower and allowing them (o deliver a
hard srike 10 the enemy.

The Razorback has one atack dice for its lascannon and one
attack dice for ts plasma guns. However, the Razorback

pr
the lascannon and plasma guns are linked 10 fire in the same
direction. Both weapons must be ired at the same target, o if
the plasma guns are out of range they miss automatically

close support for their troops as they With
their mixture of troop carrying ability and concentrated
firepower they are also able to help re-deploy the Space
Marines even if they have lost some of their Rhinos.

‘With a large weapon system taking up much of ts hull, the

‘and can only carry one troop stand.

“Troop Type Move | Saving | CAF | Weapons Range | Atack | Roll | Targets | Notes
“Throw. Dice | to Hit_| save Mod.
Razorback Bem | 4 | 0 |PamaGums | Soem | 1| s 1| Cannot divide i
‘uxm Tem 1 s+ 1| Carries one stand

TR s g

Razorbacks lead an Imperial atack against an Ork force in the shadow of a nearly completed Mega-Gargant.




IMPERIAL KNIGHTS

‘The Paladin s the archetypal Imperial Knight able (o fulfil many hattlefield roles. However, the Forge Worlds also produce a

variety of more specialised Knights. The Lancer is built for speed, able o out-flank the enemy and scout for weak paints in his
fences Likethe Paldin the Lancer is amed with  powerful balecannon s0tht i can duel with the cnemy scross the

bl s of the normal Jance. The Lancer

<y et et thms ingee il

Qo ofthe hesvie 1ypes o Kight mde byt Forge Workds s he Casella. The Casiln bears incease armoutad carcs
additional irepower. Often d in a heavy support role, the Castellan can pick off e aree Wikl ek catl
and strafe enemy infantry.

KNIGHT CASTELLAN DETACHMENT




SPACE MARINE RAZORBACK ARMY CARDS

To e (ot g s e o i it o S o ke ok oo bt
‘you want o

it
by e e you glue them together.

RAZORBACK
TRANSPORT DETACHMENT

The Razorback ransport detachment cardallows you 1o
repiace the Rbinos of one Space Mrine detachmnt with
Fasoracks They becomne e dcachcn' Favper vebichs
s consderd art o e detchmen o Al prposs

SPECIAL CARD

RAZORBACK
TRANSPORT DETACHMENT

A Space Marine Razorback transport detachment

BREAK POINT +3:
Rasorback wanspot detachmen nceass s break i by
210 S i detimens o s compey
focremes th whol company's bk

MORALE VALUE 2 Spoce Mo e e ke o2 They
R e ———

VICTORY POINTS +2

POINTS VALUE 200

SPACE MARINE
RAZORBACK SQUADRON

A Razorback Squadron that carries roops becomes teic

{eansport vhiclsand st say within 6 ofthm for 1
e of e bt

BREAK POINT 3¢ The it s oce s st 3

ol Onc th i i broken i

MORALE VALUE 2: 5,

g

L

o Dot pus i e heck.
VICTORY POINTS 2

ouropponet gies 2 VPs whe the urit s ok

SPACE MARINE
RAZORBACK SQUADRON

A Space Marine Razorback Squadron consists of 3
Rasorbacks.

POINTS VALUE 150

SPACE MARINE
RAZORBACK SQUADRON

<k St s s o e
e and st sty within 6 o ther for e

“The it broken once it has st 2

i ok b 3 ol check

MORALE VALUE : 5 [ —
ol 2o moe on 436 10 pss e morle check

VICTORY POINTS 2

Your opponctgins 2 VP when h it i ke

SPACE MARINE
RAZORBACK SQUADRON

A Space Marine Razorback Squadron consists of 3
Rasorbacks.

POINTS VALUE 150

© Copyright Games Workshop Lid. 1995. All rights reserved.  Permission granted o photocopy for personal use only
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A GATHERING OF MIGHT

By Jervis Johnson and Robin Dews

For this month’s battle report, we decided to show you something a little
different and so we got together eight players and over twenty five
thousand points worth of troops for an absolutely massive game...

arl Fran wrmed. sazed
out across the dark valley towards the enemy

ines. All night long, a tumuls of braying rrumpets
and beating drans hod mineed with & cacophon of
screams and S e
plo ke & iy wind hilin arts that were
lready i i Ao e lngi o he ey h
could se the disposition of his army marked by the
hundreds of flickering campfres to which men crept for
Jood and warmih and succour.

Now there was slence.

s thoughis lew bk hroughthe ds.. . ow i
is weeks that his horror had been upon them. First
there had been rumours of raids against a few small
tovens and villages on the frnges of the Empire. Then a

honest council he rusted. bu who's optimism often belied
the truth. To his lefi, muttering 10 himself, hunched and
staring stood the Elecior Count of Averland, Despite his
heroic ictory. the province of Averland had been averrun
the mods o lppd frker o futher
towards madness. And there, sianding side
s old friends and comrades, Ludwig Schw
the Grand Theogonist Vollmar.

ik

“There is no news from the Dwarfs and neither

Middenland and Hochland wil arrive before evening.™
His voicewas siady and showeed 30 gmoron. The
ies tell me nm hey have

my spi
e Joned by e ety of Hashut in
“Fire and blood! Fire and blood!™

hissed Averland

of a vast Ore army sweeping down from the Black
Mountains. He'd dispatched a force 1o intercept the
invaders and under the command of the Elector Count
theyd tpuid  purs o N e e, e
i day the news had been
N i AR o Joined
by a horde of Goblins and had now advanced 1 the very
borders of Talabecland, killing, burning and desiroying
all intheir pa. n Aldorf e e iver Rtk hd i
e dozensofcopssseen oaing
b e s ool
BB ar et e s b e
there were rumours of unrest i the arms.
He turned, and drawing his cloak abou him he siepped
bk nidethefen:. "My Lo, s cyes ausied 1o
e fickering candleligh, "...here s no hope of further
asininc. Wo st e s e iower”

. the voice was that of

Jforwards clenching and unclenching his fisi.

The others exchanged glances, but Karl Franz reached
out and touched his friend’s arm.

velled 10

The Count's movemen ceased and i eyes
focuson the Emperor’ oce
he Count, i voice v calm.
revenge my murdered kinsmen. 1 long 10 ee the hated
ones drven from our land and your ustice restored.”
There was a swift movement bchmd ‘him and a graceful
fisurestpped under he awing and cast back his cloak.
“oreiel” exclained Kar Fan.reacing utand
srasping the EIfbythe shoulders, “How come sou here
“My people have old scores to sete with he bearded
ones. Many suns pas, my kindred were slaughtered by
e i Sl i o ey r ot e

“Sire, there may yet be time”,
stland,
"

Vi o it o e s
and. the rees and waiting.

o my dar i, there s b grieous reachry
against my name. No more will

:
|
E
5@

woas

From the enemy camp a single ominous drumbeat began
10 sound. Boom.... Boon... Boon.

ENE. ¥ SO A

L




A GATHERING OF MIGHT

JERVIS’ INTRODUCTION

Jervis: Most games of Warhammer are two player games
between two armies with an equal points value. This has been
reflected in the Warhammer battle reports we've published in
the past, almost all of which have been two player games
between armies of about 3,000 points. Every now and thei

however, we like to play something a bit different at the
Studio. So, instcad of only two players, we’ll gather a group of
Six or eight gamers together, and play in two teams. And
insad of chosin e s ey win the sy i,
we'll simpl two for cach side — and then use.

very sngic ol we can Iy out hands on i e bl

sheer size of the armies, and

although we don't know exactly
how many points each army came to, we estimate that there
was a grand total of about 25,000 points worth of troops
involved in the game al together!

‘The Empire forces were commanded by a four-player ‘White
Dwarf” team consisting of Robin Dews, Adrian Wood, Jake
Thornton and Mike McVey. The forces of evil were
‘commanded by myself, Nigel Stllman, Gavin Thorpe and lan
Pickstock. We used a number of special rules in the game, all

of which are described below. The purpose of these rules was
d conft nd

stop the teams of players from acting in 100 co-ordinated
fashion, As the battle report will make clear, they worked
almost oo well!

THE CHAIN OF COMMAND

When we play muldi-player games of this type we normally

s person is in overall charge of the enfire army and gets (0
o e oty i et A
‘game, Robin took overall command of the Empire and Wood
E8f g, e ok ot e O, Gl 4 Chace
Dwarf fo
Apart from decudmg ‘when and where to commit his reserves
(e of which below.the s comemanier it lowed
to move any of the models that are on the table. Instead. the
ot v o

given a part of the army 10 control, and is allowed to make all
of the decisions (and roll all of the dice!) for the troops under
their command.

THE FOG OF WAR

y yourfellow
high above the wargames tabl, it’s all 100 easy to chat about
hat you plan to do in your next tur without giving any
thought to how difficult this would be to do amongst the
confusion of alarge battl. In reality the separate com:
could oalytalk dircly i they were choss caough o b0 ahe o
hear each other (a rare circumstance amongst the noise and
chaos of a large battle). Most of the time they would have to
rely on hasiily writien notes carried by messengers to their
fellow commanders.




A GATHERING OF MIGHT

To represent these factors we decided that cach player had to

One fnal poin on maglc s, A we weren't reslly kecping

‘and that they could only discuss strategy and tactics with a
fellow commander if their two models were in base-to-base
contact. At other times, players on the same side were only
allowed to communicate by written notes, which represented

In addition to only being allowed to communicate by note, we
decided that each player had to secretly write down their

poits 0 xch st commandr with which to purchase magic
tems for their

E RESERVES
Ofien the biggest problem for a comm

batie i o he G physicaty st orsiia
‘deployment zone. In order (0 get round this problem, and to

had inished writing. Thissimple rule sopped players co-

their sub-commanders around. we decided to allow each

e ooy e oo i agatan naale
opponent, with the result Tt the two wuackers ended wp

i reserve. We didn’t place any limits on the mumber of troops
that could be held back, preferring o leave it 10 each of the

start of each turn for players to write any wgt\ il
‘down their charge declarations.

MAGIC

In large multi-player games it's very easy for magic 1o cither
lay o par s T oy complesly dominue
and 50 we took a number of steps (o make s dn’
happen i our game. We've can romexperience the with the
large number of S kg il bt
rolling two dice for the Winds of Magi doesn't work.
Tostel we roled 4D for he Windeof Mg so ot
would be just cnough power to allow all of the players in the
‘game 10 try and cast a spell each tm, but not so much that
spells could dominate the game.

‘The cards generated by the Winds of Magic dice roll were

3 pas
cards they received as equally as possible to their army

the players tried to gather the power they need
o pleaded for a dispel card 10 stop one of their units being
ihilated!
Normally in the magic phase the players take it in tum to cast
spells. This works fine in a two player game, but can get very
confusing in a multi-player game. In order (o keep everything
nice and orderly, we decided that it was up to cach supreme
commander to choose which of his sub-commanders was

5 fum e wad g o Ak th i e, hon
10 nominate a player from his
e, a5 0 i al o the magie cards b
This system worked extremely well, and proved highly
entertaining for the numerous spectators who came to waich
the who were reated to the spectacle of each sides
sub-commanders jumping up and down yelling “Me next! Me
Me!” when it came to casting spells!

wose

Starting with their second turn, the supreme commanders were
e 0 o opé ik et ol Ty
did this by placing the front rank of the unit on the table edge,
atany point they Kked within tici deployment 2006 (We

table, greatly increasing the distance the unit could move on
the s Command ofthe pewly commitied urit was
handed over 10 one sub-co wal

with the unit normaly on the turn the unit was deploye. Units

ould even be deployed staight into hand-to-hand combat if
burif this

unit had (0 pass any fear or terror tests a the appropriate time

during the turn

nd

T was keen to see how it worked out. | wanied the
gl i b o kg e i s
by friendly units that had broken and fled. 1 also wanted them
10 be able to launch counter-attacks against enemy units that
had broken through the front-line, and to be available to
reinforce successful attacks made by troops from their own
side once the first wave of attackers had been

the other hand, I was worried that this rule might have made
the reserves so flexible that they would be able t0 react rather
100 quickly t 2y enecny s Only e ol e

ould work in practic.

OTHER NOTES
Rather than play 10 set umber of tuns, we decided t0 use
time limt for the game. Ths tends o be the best way to play
muli-player games, where the amount of organisation needed
10 get several players together means that you don't wan o

quickly, and can' leave the game set up if you don't finish in

something like “Everyone turn up at my place at ten in the
‘moming, and we'll play until eight.” Once the time limit runs
out it is a simple matter 10 count up victory points and see

“This s pr
our game, except that instead of playing the game all in one
day, it was fought over the course of two days to give us plenty
of time to make notes and take photographs.

One final point, due to the huge size of this battle we decided
ot to show each individual unit on the maps. This gave a far
better impressi

it much easier to see what is going on. The only exception to
this i on the deployment map where each unit is shown.
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A GATHERING OF MIGHT

THE BADDIES BIG BATTLE PLAN

Jervis Johnson
The Big Boss

As long-term readers of White
Duwarf will know. I like to try to
keep my batle plans as simple as
possible. This is because a
complicated plan has a nasty habi

of falling apart if one small thing
goes wrong, while a simple plan

in a large multi-player game and
10 try to co-ordinate

the attacks made by your sub-

‘commanders. However, although as supreme commander it's

your job 10 allocate the troops in
the army and make the

decisions with regard to what your
forces will do, it's stll important

lan Pickstock
The Orc Boss

o T st ingtodowas sl he ary o e ronghly
even pars, for Nigel, Gavin and lan to control. This
e e ey o of e b
Ores, Goblins and Chaos Dwarfs. We decided that Nig




should command
s

Ore contingent.for lan to control.

Next we sorted out the troops that

would be placed in reserve. The

y bulk of troops we decided to hold
Gavin Thorpe 5 fed o}

s e back were the poorer quality

perfectly adequate 1o fill gaps in our line caused by flecing
units, 0r 0 use s supporting troops for the front ine attac}
5. We also kept a Goblin Master Shaman, an Orc Master

THERING OF MIGHT

Shaman, and Skarsnik and Gobbla
in reserve. The Goblin and Orc

haman were held back to replace
ny oftheir compatrios that we
lost to the *Eadl

lying heroes that landed
bt hangs ange of ot
Nigel Siillman
Chaos Dwarf General

y for counter-attacking any Empire troops that
might manage (o break through our front line.
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The next step was to devise a battle plan. Looking t the table
it was immediately obvious (0 us that the river would di

the table into two separate battlefields, a smaller battlefield
cousing o shou op it o 1 gl of el s o

rger battlefield consisting of the other two thirds. This meant
{hat e contingent going oo th smalle batiefild would be
pretty much isolated from the rest of the army, so we quickly
decided that it should be Gavin's Goblins that set up in this

‘We were certain that if the Empire army decided to make

bogged down fighting the extremely large Goblin units in
Gay's contingent. On the other hand, if the Empire decided not

1gh powerful units to launch an attack of his own.
Wih e Gblins covering the smllesctor of e b,
it was up to Ni 1a0s Duarfs and lan’s Ores (0 cover the
ren e decidd that he Chaos Dwars would o n e centre.
between the hill i the middle o our deployment zone and the

ould set up on the left flank (o cover the remaining third of
the batlefild, with their Rock Lobber and Bolt Thrower also
set up on the central hill.

With our deployment zones decided, all that was left was 1o

should launch an attack. Deciding on a plan for the Chaos
Duwarfs and Ores was more difficult, as we really needed to
make sure that we launched a co-ordinated attack with the two
forces. Experience of multi-player games has taught me that
what tends to happen is for cach player to fight the battle
separately, paying litl attention to what is happening on the
other sectors of the battlefild.

1 decided that the best way to stop this happening with Nigel

Ian were both atacking the same point I hoped that the Ores.

woso

and Chaos Dwarfs would work together more closely than is
normally the case with contingents ld by difersnt
commanders. This simple strategy is shown more clearly on

the map o,
In order facilitate the attack on the “hinge” by the Chaos
and Orcs, 1 ordered Nigel to place his Bull Centaurs on

the left flank of his contingent, while Ian was 10 place his

be able to launch a poy
ordinated attack.

swerful and, more importantly, well co-

Apart from telling Nigel and lan where t0 place the Bull
Centaurs, Boarboyz and Black Ores, I left the rest of the
decisions about how to deploy up to my sub-commanders.
Turning my attention to what was likely 1o be facing us, the
only thing that really worried me was that Robin might decide
to mass his Knights, War Wagons and Steam Tanks all

case then they should concentrae the fire of thei artllery on
the massed War Wagons and Steam Tanks fist, and then turm
their attentions 1o the Kaights once the war engines had been
disabled. If these dangerous and extremely powerful units
wer no mased togther 1 fevenly boped the
arillery at whatever they felt
e Witk e ol sl s o s bt Rl
and Wood EIf army had actually deployed.




WHITE DWARF RISES TO THE
CHALLENGE!

: Well Jervis and the Games Developers had issued the
challenge and we were duty bound to rise to it. Before we
started to a plan, there were a few minor problems on
our side. The first of these was that Adrian, although a
renowned Ork commander in Warhammer 40,000, had never
played Warhammer in his lfe! As a consequence, we-
that the nearest approximation 0 3 W: 40,000 toop

and 50 he was sent off o the Imperial Artiler School in Nuln
for a crash course n guessing ranges.

Mike also hadn't given his Wood EIf army an outing for six

painting and modelling projects. This meant that our lomc
would be playing with two relatively inexperienced players.
s fou 1l el G gk {2 o0 el
currently writing Warhammer books!
‘That being said, because we'd decided 1o include all of the
‘models in our figure cabinet in the armies, we woul

cavary. A thoseof yoa i saw is“Chge” e i st
‘months White Dwarf will remember, Jake s a skilled cavalry
coutkoii et AN T S .o et
horde to flight.

THE EMPIRE PLAN
Afier we'd sat down with Jervis and the games developers and
he'd explained all of the special rules we’d be using for this
quick sketch map of the battlefield and went
off 0 another room 1o see if we could come up with a plan.

A GATHERING OF MIGHT

with Mike and Adrian placed on the right and left flanks of our
bl s S e e et

u play against a table edge, one of your flanks is
sl e 8 g Al e comr, he
flanks of both Mike and Adrian' ould be covered
s by bl edge o by Jake's sy ety wonld e abke
to concentrate all of their firepower and attacks on the
‘advancing Orc, Goblin and Chaos Dwarf hordes.

The e deciion wemade l the plamiog sag,was
not o advance the tabletop. This was a strategy
not withou risk, but we  thoughs that the “resorv et

on our side of the table we could use all
of the Imperial guns and other missile troops and spells to

A S b Ul . v would 3
three or four tums of firing before we had 10 close with the
enemy. The additional bonus for us would be that by forcing
them 10 advance towards us, the Orc army would get very
strung out and only be able t0 atack in a piecemeal fashion.

‘gamer in your army who's never played before, it's far casier
10 say “Stand here and shoot!” rather than get involved in a
complex series of manoeures.)

control rule which would only allow us 0 talk 1o each other if

re in base to base contact. Otherwise
we could only communicate by written notes which we could
pass 0 each other before the start of each turn. Al this meant
the et 5 o mapL AR oM ol )
before the start of the game which we could all st

1 appointed Jake s the main tabletop general, s he was
definitely our most experienced Warhammer player. He would

threats as they developed. I therefore gave Jake the centre,

charge us, we could Launch a pre-empive strike with our heavy
cavalry which would rout the troops immediately in front of

the army! At the start of the game therefore, the only cavalry
we would deploy on the table would be the Kislev Horse

the Imperial Pistoliers who could move quickly
forward 1o draw out any Fanatics concealed in the Night

enemy with arrows and pistol fire. By drawing out any
Fanatics carly in the game, Archers would also
ional blockage 10 the Goblins® advance. Itis a
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(or foolish) Goblin
commander indeed who will risk
advancing his
of wildly out-of-control Fanatics!

my towards horde

Jervis” reserve rule would allow us.
to commit our reserves at any
point along our own table edge ant

Robin Dews
Supreme Commander
they would immediately be able to

reach up 1o 12° onto the tabletop and engage any enemy r00ps
that might advance within range. By keeping these highly
cxpensive unite off the tabletop, we could sl render then
immun fomth wort ffets of the cemy misie e and
ma bound the have the Chaos Dwarf
Death Rocke and 4n ssorticat of
obbers and Bolt Throwers positioncd

Doom Divers, Rock

wher they could o e masium
damage and we could simply
avoid giving them their most
desiable  argets  while

‘When the igh pport
Wood Elves possess the best

Jake Thormion
Empire Centre

hers and crossbows in the

ere put under Adrian’s command and placed

on the left flank. If the opportunity arose, the two ends of the

line were to fold forward s0 that the attacking army would be

contained within a deadly crossfire.

In support of this strate
off the table for the first turn. These highly mobile cannon,
would be deployed as soon as the Ore attack developed, in

:y 1 resolved t0 keep the Steam Tanks




positions from where they could
bounce cannon balls slong the
lengih of the

‘We also decided to use our flying
ereatures to kno

antillery. If your army doesn’t
move, your enemy will quickly
find the range and start o drop &
hail if rocks and missiles on your

the enemy

rian Wood
Empire Lt Pk Il and Karl Franz to dispose:
of these elements of the enemy
fore, Panbertors, i they et lo during tua

could strike in tum two, and then be ready o

battle during tuns three and fou.

“The overall strategy was therefore (o form a stable line on our
side of the table and rain down fire on the advancing hordes.
Once they"d come within charge range of the heavy cavalry
and War Wagons held in reserve off the table, we would strike:

A GATHERING OF MIGHT

2 covhing blow and sead them
recling back in disarr

As 1 said at the start, there was
sigifican and srious

Mike McVey
Wood Eif Allies

plan would be weakened because we would lose fire
TG el o e sk v i
from the table edge.

Every good plan balances risk and danger against the
‘opportunity for triumph and victory. We now had to weld our
disparate and untested commands into a unified army with 2
single aim. With allthis in mind we headed for the table.
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THE ORC GOBLIN AND CHAOS DWARF HOST

6)4 Squig Hunter teams and
7 Squigs.

7)6 Stone Trolls

8) Snotling Pump Wagon

9) 48 Night Goblins with
3 Fanatics

10) Grom the Paunch

11) 6 Goblin Squig Hoppers
12)6 Goblin Spider Riders
13) Hippogriff.

14) 14 Hobgoblin Archers
15) 5 Hobgoblin Wolf Riders
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30) Giant
31) Gorbad Ironclaw

34) 16 Orc Arrer Boyz.

35) Ore Shaman on a War Wyvern
36) 24 Ore Arrer Boyz

37)5 Ogres
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S L
| orwe s

reenof|
i Fonais

Kislev Horse Archers|
draw out the Goblin
Fanatics, bur one unit is|

EMPIRE ALLIANCE TURN 1

Turn 1 - The end of the Orc’s combat phase.
Left ~ The Empire make theirfirst tum moves.

which he first released them, on every subsequent turm
they would move in a random direction and thus
present a eal hazard to his own advance.

In the centre of the battlefield, the third Kislevite
regiment and a unit of Pistoliers moved in

tr00ps 0 take up positions near the village. On the
right, the Wood ELf Chariot and Mage moved forward.
again concealed from harm behind a screen of Kislev

rehers.

The movementphase s v and e aemy ratid

itself 1o fire. On the left, Commander Wood,

checked the range towards the Snotling Pump Wagon

and touchd is mach o e st camon'spowder e Wit
i

Robin: With a rousing cher, the
the army forward. On the Ieft fank he Halting archers

column to take up a position on the hill dircctly
e e Foom et they would be able to pour down fire
on the advancing Gobbos.

‘Spurring forward their mounts, the Kislevite Horse Arche
who were screening the Empire army, galloped forward

on the left flank, six Fanatics emerged. In a blaze of whirling
death, one of the Kislevite regiments was wiped out 0 2 man
andtho second led s paic test and wed il and ran
‘Although bloody, this i the very 10 use light cavalry
when faced with Night Guhhn regiments. These greca

ey n th ol s posible. T ide of e e s well
supported with archers and a crossbo
Came 100 close {0 our ines we could cany pick them o,

wering the surrounding troops with wood snd metal!

For i fis shot ofthe game, Adkia bod olled 3 isire
As the smoke cleared, the only sound th:

Courd o neand e e o guffawing from the Orc

‘commanders. First blood to the greenskins

the bowire was I

ective with the

“The remainder of
exception of the Wood EIf Archers who il four ofthe
eral who caused two.

Savage Orcs and the Wood EIf Ge

4 portent of things to come.

The magie phuse vaughl fourteen cards, shared between the

of the Horn of Andor, which
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allowed the flecing Kislevites to automatically rally, most of
the spells were blocked by the use of dispels unil the Empire
played Drain Magic o end the trn.

On he whol L was't o unhappy with the way tings bt
‘gone. We'd pulled out all of the Fanatics on Adrian’s side
e i M P w15 i

Turn 1- On the lei flank the Kislev Horse Archers gallop forward 1o drav out the Night Goblin Fantics.
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We were now in a position to deploy the Steam Tanks next
tum in positions rom. where hey could cnfilad e
y

e e ke

ORC HOST TURN 1
Jervis: Apart from the Kislev Horse Archers drawing out all
of our Goblin Fanatics on our right flank, and the appearance.
of the Wood EIf Scouts in the woods on our left, I was
extremely pleased with the situation a the end of the Empire’s
first turn. The factthat the Empire’s most powerful units were.

time being, atleast) and carry on with our plan of attack.
Itwas 100 early yet o comit very many of our reserves, but
did decide to bring on a Hobgoblin Wolf Rider regiment
behind the Ogres on our left flank. A quickly writien note.
explained to lan that the Wolf Riders were his to command

(cven thought they had oiginally been par of the Chaos

e try 1o attack the Wood EIf spearmen and
‘Wardancers in the flank.
s dicaed by cur lan th enire O, Goblc 1ad Chaos
tleline rumbled forward, remarkably untroubled by

any et 1 ordered

on the Kislev Horse Arct sge. Gavin with his

Higpogrif and Nigel wih his Wolf Riders. The Horse

Archers e teedeor et o being churged by
et an bravly dcidd o sand and v, Killng two

o ot Radrs with s wel e vallyof svows. o

insult 1 injury the Wolf Riders tumed out to not be within

harge range of the Kisley Horse Archers, and so their charge

failed to hit home.

The Hippogriff, on the other hand, was just in range. His

charge casily broke the lightly armed Horse Archers, who
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The sight of the Kislew rout caused th sl it of
rossbowmen next (0 the Volley Gun to panic and flee off the
mmy "abl cdge. (Thei cose prosimity to the edge of the
table was 10 prove a problem for the Empire and Wood EIf
armies throughout the battle, because it meant that any troops
who broke almost inevitably disappeared off the table cdge
never to retm!)
Meanwhile on our extreme left, the Ogres tried to charge the
Wood EIf Scouts in the woods. The Scouts decided that
discretion was the better partof valour, and fled rather than be:

the dice, and they didn't lee of the edge of the table as the

Crossbowmen had. On the other hand, if they failed to rally at

the start of the next turn then they would almost certainly be

Tostfor good.

“The rest of the m was remarkbly uneventfl. Our shooting
fuily ineffective, although a

Altar, while a Chaos Dwarf Death Rocket smashed into a unit
of Empire Archers killing six of them! Magic proved equally
unspectacular, with the sole exception of the Pipes of Doon.
Th A

Magic supplement and they cast a spell which causes D6
strength 4 hits on a mounted unit or model within 18" of the
piper. The pipes were held by the champion of our Black Orc:

iment, who used them with devastating effcct on the Kislev
regiment standing in front of the Wood EIf Chariot, completcly

Orcs, Goblins and Chaos Dwarfs:
6 Victory Points

Empire and Wood Elves:

_—-
[— 7.

Chaos
Dwars

Individusl
Characier

@

psicr
® S

S

EMPIRE ALLIANCE TURN 2
uwxn ‘Well they were on the move and it was up t0 us to

¢ them. The main problem I had to deal with was the
p.m..« of the HippogrTbeiod ot fne. This sered my
plan somewhat, as | had intended to bring on the

advancing hordes. AS it was, I placed the model on the table:
asking him t0 take control and use.
it1o kill the Hippogriff I also decided to keep the second one:

My other problem on this flank were the two Doom Divers

laced on the il to the rear of the Goblin army. They had
already reduced the Grand Theogonist (0 a half move by
killing 4 horse, and tcam

could casily wipe

their S10 hit and D6 wounds. |
10 send my own model of Karl Franz flying
high on Deathclaw so that I could swoop down on the bat

im. Unfortunately this meant that as |

was no longer in base to base contact with Adrian’s
model I could no longer advise him on strategy or help him to
choose targets for the anllery.

Acrosthe st of the bl Mik's Scous acaged o ally

0 the Cariot and Mage declred acharg gains e Svage
men directly in ot o e 2 s

Wood FIf Geaers joned KarlFras and e two Pegass

Adrian rolled for the Steam Tank declaring four sieam points
so that he could move forward, twrn and shoot at the
Hippogriff, but when he rolled to check the pressure in the

overtaken him, he found that it merely failed to move!

Again the shooting was largely incffective due 1o a
‘combination of long range and poor dice rolls. A cannon ball

The Hippos:
she Volley gun crew!
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The charse o the Wood ]

charior and Me

tage wipes out a

regiment of Orcs, and causes |
other units o panic and flee.

2 The position atthe end of the second.
‘magic phase.

Right - The Empire reinforce their centre
while the Perry twins look on.

tore through the Goblin Netters killing three of
them but the same shot merely bounced off the.

. and Mike managed to kill one
of the advancing Bull Centaurs

It was now time for our close combat. As they
charged forward, the Wood EIf Chariot and
Mage were peppered with a hail of arrows which killed one of
the Chariot’s horses, but st it crashed home. In the ensuing
batt

el e running - the gits! - and
disag

five of them and the Unicorn impaled two more. Unable to
fight back, the Ores tumed and fled and were overrun by th
triumphant Elves

‘The sight of the Chariot overwhelming their comrades caused
a wave of panic (o spread through the Orc flank. and the
Savage Ores, Giant and Hobgoblin Wolf Riders all tmed tail
‘and fled! Unfortunately, the Elves were now stranded deep in
enemy territory and were left looking very vulnerable.

being either out of range or dispelled.

ORC HOST TURN 2
Jervis: The destruction of our Savage Ore Archers followed
by the panic of the Giant, Savage Orc Boyz and Hobgoblin
‘Wolf Riders had left our left flank looking decidedly weak.
Forunately, our advance on the first turn meant none of the
panicking troops fled off the table, and in our rally phs
the Giant and the Savage Orc Boyz ralled. Unfortunately, the

lef flank I the regiment of

Dwarf Blunderbuss i front of the chariot —I could just
|magmc the look of sudden horror on the faces of the
charioteers as they burs through the Savage Orcs only 10 find
their way blocked by a unit of Chaos Dwarf Blunderbuss who
were loaded and ready o fire! I also brought on the Orc
‘Shaman I'd held in reserve on our left flank, so that Ian could
send forward the Shaman mounted on the War Wyvern and
use the newly arrived Shaman to cast spell.

Ml shong the s cfthe o e adrancs confomd
The Hi ‘rampage, charging an Empire
Voley Gun whose crew promply fled off the edge of the
table. Gavin's Squig Hunters launched a charge against the
Kislew Horse Arcersthat wee lowing down the Goblns
advance, butthe Kisley Horse Arct
fury of the ferocious Squigs that were hurting towards —
Back on our lef,the Orc Shaman on the Wyvern charged the
Halfling Hot Pot crew, who did their best to run away but
where unable 10 outdistance the Shaman’s Wyvern and were
cut down as they ran.
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Karl Franz swoops upon the
Divers and then causes a

o lec

shoot that tarn.) The volley killed two of the remaining three.
st o the Chriot,one o the cewane, nd the Wood If

army standard bearer who was in the Chariot as well. This
prety much destroyed the Chariot as a fighting unit, only

rather weak Wood EIf wizard to deal with
Unfoﬂ\mll:\y. most of the rest of our shooting was less
effective, with the exception of the Chaos Dwarf's Earthshaker

Cannon which managed to land one of its huge rounds just
behind the Knights Panther. The explosion immobilised the
Knights Panther and several other unis that we for
the next Empire tum,

In the Magic Phase, the Empire’s Grand Theogonist was ble
inflict two wounds on the Hippogriff with a Blast spell. The

Raise The Dead, creating seven Skelcton Warriors near the
‘Wood EIf spearmen and Wardancers. The Magic Phase was
rounded off by one Gavin's Goblin Heroes firing off the Sky

Empire and Wood EY]
 tvers anack and destroy,
he Chaos Dwarfarilery,

ut are then cut down by a
vicious counter rack.

EMPIRE ALLIANCE TURN 3
Robin: Curses! Curses! A pox upon the Wood Elves and their
bu

the right flank was scattered. Still the damage had been done
d

he could cause any more bloodshed before his Chariot and
Mage were overwhels

On the lefi-hand side, Adrian's character model - the Elector
‘count of Ostland ~ fled the batlefield in terror at the sight of
the Hippogriff! This meant that we would no longer be
allowed to discuss strategy with him and so for the rest of the
ian would be playing on his own! Fortunately. the
remainder of the let flank passed their tests, and so I placed a
te Wolves on the edge of the table, ready to

charge in and deal with the beast

startof the previous turn, Mike had passed me a note:
Teavesing the Wood EIf ngl\ls and so they were also
positioned ready 10 attack the War W

It was now time to declare charges, and so according to plan,
curfyers vooped o wpon the cncmny el pocdoned

Magic. It can be used once per battle o attack  single model
that i flying high. If a hit is scored then the Sky Arrow of
Naloer causes D6 strength 10 hits on the target (ouch!). Gavin
chose Karl Fran 1 i age, it bim. an infictd e
woun Franz's Griffon and a single wound on the
reat man e A temporary reverse on the Empire’s
second turn the tide was starting to tum back in our favour.

Ores, Goblins and Chaos Dwarfs:
7 Victory Points
Empire and Wood Elves:
3 Victory Points

on thecrest o the hill.

the Eantabaker Cannon and o th O artilery was et
touched! On the lef, both of the Goblin Doom Divers fled
e bl n e s Kl Frans aded i ot of them.

Bloody but unbowed, the Wood EIf Champion coaxed his
remaining horse forward in an atiempt to drive the damaged
Chariot into the malevolent Chaos Dwarfs arrayed in front of
him. With a deafening crash, they unleashed another volley of
whirring shrapnel and the Chariot and horse were torn to
picces. Somehow the Champion survived this bloody

10 sell is life dearly.




The Wood Elf Chariot is destr
and their Mage driven
& from the Chaos

[
[ =N

|
[ bt

o
-t
Lale
=
Aveoe
|’| Arillery

il
o
AT
AT
o

Fansicer
® Saugopper
Turn 3 — The end of the Orc combat phase and the Imperial
centre is broken.

In the shooting phase, a cannon ball from Mike killed three of
the Black Orcs who were advancing towards him. Firing from
across the iver, Adrian perfectly placed another missile in the
flank of the Bull Centaurs and killed two of these deadly
cavalry. Bouncing through their ranks, the same shot also
Struck the Lammas, but again we rolled a one and failed to
cause any wounds! Gashing bis tecth in frustration. Adrian

Empire Turn 3 - The Knights of the White Wolf charge into combat against the marauding Hippogriff.
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aimed his second Great Cannon towards Grom himself but

only managed to damage the Goblin General’s chariot. Aware:

of the impending attack, Jake also concentrated his fire on the

Bull Centaurs, but despite leting fly with all nine barrls, the

Hellblaster misfired on its second shot and oaly killed one of
creatures.

Toosed against the enemy and four more Black Orcs were cut
‘down. Together with the losses from the cannon, this forced
panic test on the evil creatures, but they easily passed it. The

ranks of Orcs and Goblins, but Niblit - Grom's standard

I th comba phase the Wood EIf Kaighs pased thei et
and pressed home their charge against the War Wy

attacked the beast in the flank. The contest was close and
bloody but Mike won the combat by onc. Ian failed his break
test and picked up three dice 10 see how far he would flee.
three 1's came up... and three inches he fled! The Wyvem
was destroyed and only the shouts of “Keep down the noise!
were rying o do some work here!", from the "Eavy Metal
team, stopped the laughter from the Empre ranks!

On the left, the Knights of the White Wolf also passed their
test to strike at the Hippogriff but the combat was drawn.

of the newly-raised Undead and killed them all!

The Winds of Magic gave us a total of twenty cards this tum

and with many Dispel Scrolls already used up, we knew it

e
an extra magic card from the Chalice of Sorcery further
swelling the available power.
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Ore Host Turn 3 - The Ci

‘The first serious attack came from Nigel who cast the Chaos

Dwarf spell Eruption with Total Power against the Knights

Panther in the centre of our line. Miraculously, as the ground

flamed and burst asunder beneath them, every one of the

Keights pused their st and managed o lap s Because
e inds of

Total Power coming up each turn was very high. o o
coupled with the total amount of power available cach turn
‘made cach magic phase very deadly and so from Jervis's lips
‘came a bitter moan about this inappropriate use of Total Power
on a spell that could be avoided!

Adrian next cast Firestorm against the Forest Goblins =
Gavin fended it off with a Dispel Magic Scroll. Our assault o
the Bull Centaurs continued as Jake lashed them with the
Bamer of Wrath. Unfotnsel he was only ale o cavse 8
single wound on one of the beast. The response was swift as
Nigel fied off a Lava Storm against he Reltsguad oot
Despite our making three dispel attempts (using three

and Tling al of the diee ol th T cngolied them but
Nigel's luck was no better than ours. His 2D6 hits came up
with a three! and only one of these caused a wound, killing a
single trooper.

Jake then cast the Purple Sun of Xereus across the Chaos

wards” line of advance, engulfing the Sneaky Gits. In reply,
Ian once again used Raise Dead to put a second unit of
‘Skeletons in contact with the astonished Wardancers and the
used Vanhels Danse Macabre o fight a round of combat,
killing one of the Elves.

ORC HOST TURN 3

s more than pleased with the situation a1 the start
ofou hid tum. By carging ur uns the Enpc' ying
roops had, admitidly, wiped out more than half our artillery.
e o ey e choss mcigh 1 o il ey
attack them with our carefully hoarded reserves. What was
more, the Bull Centaurs, Savage Orc Boar Boyz and Black

Ores were in position to unleash a devastating charg:

and a regiment of Orc Boyz to support an'
More importantly, I decided to unleash Skarsnik and Gobbla

against the Wood EIf General, a uni of Hobgoblins against the
Empire Hero, and and a large unit of Goblins against Karl
Franz. Although the unit’s of Hobgoblins and Goblins were
unlikely to cause more casualties than they received, I knew

heir rank and standard bonuses would be enough to win

The m storm was abo

woss




Unfortunately, I fuled to take into account the fact that Karl

lobgoblins promply failed their fear
test and refused to charge the Empire hero (th gits!), w
‘Goblins failed their terror test and fled straight back off the
table cdge they had just entered! What was more, another unit
of Goblins that was within §" of Karl Franz also failed their
terror test, and fled away from the Emperor and his terifying
Griffon moun.

Apart from these minor set-backs, however, the turn went
peety much e clockwrk. Sk and Gotbla charged e
Wood EIf General, killed is Eagle mount as it
o o, conght e B s o o
of their pursuit move to charge into the Empire Hero who was

vealed after the Eagle had been killed. Magnificent suff!
‘The newly arrived Ore Boar Boyz charged and wiped out the
remaining Chariot crew, while Gorfang saw off the Elf Wizard
on the Unicorn, although he didn’t manage to kil her.

‘Gavin’s advance was slowed up by an outbreak of animosity in

the Goblins ranks, but this was more than made up for by the.

heroic efforts of one of his Squig Hoppers, who bounced up

and downthe line of Enpire Archers, Hlbedies and Hand
7 of them! Sadly our

A GATHERING OF MIGHT

succumbed to the attentions of the White Wolves, but only
after he had reduced the White Wolf regiment o two models.
It was in the centre, however, where our most important
attacks were made, as the Savage Orc Boar Boyz and Bull
Centaurs charged the Reiksguard foot regiment, while the
lack Orcs took on a regiment of Wood EIf Archers. The Bull
Reiksguard to handle, and the Empire’s finest infaniry were
Hurid back 10d ten un down by te Savage O 3 ey
attempled Ore regiment all but annihilated
he Wood B Archers mey were fighting. the handful of

o by he g of he Rt w10 W B s
Caused the Wood EIf Archerson th il and the Knighee

the Knights Panther took the Empire army’s battle standard

Magic Phase proved equally spectacular. The Purple Sun
of Xereus carried on inexorably across the battefield,
out s it of Hobgoblin Wolf Riders and mauling 4 uni of
Hobgoblin Sneaky Gits. The Chaos Dwarf Sorcerer Lord
unleashed a Lan

s sding. Tho phase ws rounded off by the Supreme

Patriarch hurling  Burning Head spell at one of Gavi

Forest Goblinregiments Kiling onc model

bis fulld tector e athe lart of the e by roling 2.3 on
Forest Goblins steadicd their ranks

Ores, Goblins and Chaos Dwarf
33 Victory Points

Empire and Wood Elves:
16 Victory Points

Ore Host Turn 3 - The Black Orcs, 3
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EMPIRE ALLIANCE TURN 4
Robin:Ou e bsn broken bt il e oce card
i the form of a twenty-two strong regiment of Reiksguard
Kaigh, e Ko Winged Lancer and oo War Wagom.
It was now our tum to strike back and so | brought them from

e

break time and so I passed Jake a note giving him control of
the flower of the Imperial army.

The Reiksguard charged the Boar Boyz who failed a fear test
caused by the Dread Banner, broke and fled. The Knights
pursued them accompanied by one of the War Wagons and
overran the unit o crash into the Chaos Dwasf Bull Centaurs.
Alongside them, the Kislev Winged L
War Wagon smashed tei ull wegh gint the Black Orcs
who stood charged the Sneaky
it whe had been maaled by the Purpie Sun 4nd over on e
hill, the Pegasus, charged the R crew who fled in
fear. The second Hero mounted on his winged steed, failed &
by a Scarecrow
Over on Adrian’s side, the Halberdiers regiment charged

Finally.
EIf Knights passed their fear test, spurred up their seeds and

In the shooting phase, the two Steam Tanks both opened fire
from opposite ends of our line. The tank on the left struck
Grom’s Chariot causing two wounds on Grom himself. The
tank on the right once again hit the Lammasu, but for the third

It must have had an armour-plated head! Once again the
remainder of the bowfire was largely ineffective against the
big Goblin units but a volley of arrows from the Halfling

woes

Empire Alliance Turn 4~ The Imperial reserves enter the fray and rout he ariacking regimens
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but the Halberdiers
N uried backintur by a charge.
| led by Grom the Paunch!

archers, sent the Forest Goblin regiment fleeing from the
banefield in panic.

and ltrally make or brcak tme. On the right,the Wood EIF
cavalry crashed againt the tough Ogre regiment but faled to




A huge regiment of|

committed from reserve
o cpoi e e f|
e atack i the cenre

Empire_Pistoliers

Turm 4 - Depite o spiried comnerack
the Empire army is doom

cause a single wound! In their turn, the

the battlfield
In the oo, e combl: M s
Kiseis he War Wagen s the Bac
o s short b B WA T
Cxompmof e ek S i
remainder of the Ores’ front rank was completely wiped out.
With a howl of rage, the Ore struck back smashing two lancers
St o Howail K uliuctie sl s e
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The fnal Ore reserves enter the batile as the
righ lank ofthe Allance army colapses!

~ The Empire’s last un — no wonder the Orc an d
Goblin generals are happy!

mmdynnldmmymmmmmlswnmrmlb:

oore et s ding Ao G Wi

Alongside this battle, however, disaster struck. Jake issued a
challenge with his character, the Elector Count of Averland.
but even with seven frenzied ttacks he couldn’t harm the Bull

ﬂxghl causing N)ghl Goblins and Netirs & Clubbers 1o
also,

Eight magic cards brought ltle cheer 10 our side, but it was
our last chance to do any damage and try 1o even the score.

Centaur Lord atall
of incompetent dice rollng, the Reiksguard Knights — flower
of the mperial army — then fui

hit

the remaining Bull Centaurs! The combat was lost and the
Knights faled their break test and fled from the batlefield!
Elsewhere, the Archers were also cut down by th s
and the sragel berween the Skecions and the Wardancers
ended in an inconclusive dra

‘The Empire Generals stared Defeat i the face, but he merely
‘rinned and spatin their eye!

a concerted attack against Grom the Paunch in a desperate
attempt o grab some last minute points. First of all he

clawed their way through the ground
Wood EIf Spears.




A GATHERING OF MIGHT

Jake's next attack was to cast the Choking Foe against Grom
but the Goblin general was just out of range. Finally he used

Chaviot plunged ito the yawing depthssad n doiag 50

L e otk g phe e ey D eaplc cha
removed the template for the Purple Sun of Xereus. Then, in a
final act of spite, Gavin rolled o see if Grom would regeneratc
the two wounds caused by the cannon shot. Needless 10 say. he
‘ot them both back!

ORC HOST TURN 4

Jervis: Well what can I say except.. ‘Ere we go. "ere we g0
“ere we go! But seriously, after that disastrous turn for the
Empire, there was litle for s to do other than get stuck into.
the shaken survivors of the once proud Empire army. This
being the case I quickly released the last of our rescrves,
including the huge regiment of Goblin Wolf Riders which
would be just about perfect for pursuing the shattered and
defeated Empire troops as they fell back in disarray.
Sensing victory, our troops charged wherever they had the
pporunity. On our et the Or Boar Bos chargd he Woed

¢ Unicorn, while the Ogres, moving
...q;mmgu B S ey L ST
Wood EIf Knights who attempted 10 flec

hillin our centre actually managed to pass a fear test and
charge the Empire hero with the Shrieking Blade. On the other
side of the river, Gavin's Spider Riders charged the Pistoliers
on the bridge, and a regiment of Night Goblins charged the
Halberdiers who were fighting the Squig Hunters i the flank.
‘The Halberdiers, assaled from two sides a once and no doubt

sensing that all was lost, promptly broke and fled.

Our general good fortune carried on into the Combat Phase.
‘The Spider Riders ripped into the Pistoliers, broke them, and
then ran down the survivors as they atiempted to lec. Both the

Empire Hero on the Pegasus and the Wood EIf wizard on the
Unicorn were slain, although their mounts did manage (o
escape. The Skeletons battling away against the.
and Wood EIf Spearmen were unable to break them,
the Wood EIf Spearmen failed their panic test caused by the
death of the Wood EIf wizard, and as they tried to flee they
‘were overrun and cut down.

“The forces of the Empire were able o gt some small meas
of reveng i the Magic Phse, when Jake used Total Power 0
again cast the Purple Sun of Xereus. The spell sliced th

Chaos Dwarf Blunderbuss unit and a regiment of Hobgoblins,

10 fle. Nigel more than made up for this, however, by using
his Chaos Dwasf Sorcerer Lord 1o unleash a Lava Siorm on the
Kislev Winged Lancers. The resulting conflagration killed
seven of the nine models that remained in the regiment.
although the two rather scorched survivors refused to panic
and held their ground.

And there our battle ended, having reached the end of the time.
we had allotted for the game. Everywhere the forces of evil
were triumphant - we had won 3 famous victory

Orex Golilza a Caos Dvach
ctory Points

Empim and Wood Elves:
34 Victory Points




THE BADDIES VICTORY
CELEBRATION!
Jervis: s rare for a battle 10 go almost exactly according to
plan, but it is very satisfying when it does happen, and even
better sill when i’s a Battle Report game and you can crow
about it in print afterwards! I therefore goes without saying

A GATHERING OF MIGHT

St wreight ou el g, For ctample, e et
‘move made by the Savage Ore Be

:lmnwﬂmkxgu’d«loppednsmmrheﬁmwc bl cdge.

leaving no room for the counter-attacking Reiksguard Knights

best to simply push the offending unit back a couple of inches
12 sl oome i o he front rank o he rser unit 1 et up
This aside,

has to be said, however, tha the fates were firmly on our side

Duwarfs were incredibly lucky, with the Sorcerer Lord's
Lammasu surviving three direct cannon hits that only needed
torolla 2+ & ‘and then the Bull Centaurs pulling off
a quite extraordinarily jammy defeat of the Reiksguard
Knights t0 send them running and win the batle f

Noneeles, oven withoatou good luck I tink w would

ve almost certainly pulled off a win. In particular the
decision to attack the cween ihe Wood EIf and
Empire forces proved decisive, the more so because the
Empire and Wood EIf contingents compltely failed to provide

each other with any mutual suf i
on it own and in detal However, considering it
Adrian's first ever game of that Mike's skills
= a Wood EIf Genera were a it sy, te Empire team i
wel t act as cohesively as they did.

“The other area of the
was the reserves rule. As I meationed in

that T was extremely pleased

the nroduction, i

am keenly looking forward o trying out it again in ol
“big battle’ that we hold at the Studio..

THE GOOD GUYS LAMENT!
Robin: So w LIPS true... We were abmlmzly
i B o 1 o e 0 B
I o look carefully at the photographs in this battle report,
‘might notice that the players keep changing their clothes
{at eas 1 ope ey dob). This s bocause with making
ekt phcko ad Decing ke i g sk us o a3
half days to play! I'd imagine that even if you were just

 way that's part of the challenge of gaming on this scale. T
i o oty ply o v 24 o g s we
vould siay v

o o s, et by

Saturday.
‘Sunday would be spent recovering, but what grand tales we
had to tell!

You'll notice that I've so far avoided commenting on our
defeat. Well to be honest there’s not much (o say.

any games.
designer will tell you, a rule can look great on papcl but until
you've tried it out in the whi

we weo beaten fif and squae. AsJevis says, even f the
Reik:

ofteling b wel it willmaly wokin prcice. o peiclc
as worried that | might have reseves oo flexible
hy allowing the freedom in

Chaos Duwats had yt o aack v
he Butl Taurus, the Lamimasu of the very dcadly onit of

ing which of his reserves to commit to i el t e
R

Fortunately the reserve rule worked almost perfectly, and it
will be a long time before I forget the pleasure of revealing the

haos Dwarf Blunderbuss regiment whose sudden and
unexpected volley destroyed the Wood EIf Chariot, or the
tension caused by the dramatic counter-attack by the
Reiksguard Knights, War Wagons and Winged Lancers! More
importantly, however, was the fact that the advantages of
keeping units in reserve was balanced their extreme

committed. The latter happened a number of times in our
‘game, for example when the Goblins I sent against Karl Franz

1o move, or when the Reiksguard Knights fled off their table:
edge afier being defeated by the Bull Centaurs,

No rule i ever completely “bug free’, however, and i this case:
we had some trouble bringing on reserves against enemy units

Dospc the g thath'd e gy befre Gnd whet o
fire!) Adrian’ by keeping
Gdshnsahlyiulhwhulzn{l.kylm Mmamy
moment carly on when the Hippogriff was loose behind our
ranks, but the White Wolves soon sorted him out. Apart from
the obvious casualtis, the main effect of this attack was 1o
send Adrian’s character model running from the battefield and

‘gaming strategy!
On the whole, T thought that Jervis’ reserve and command
rules worked really well. At times it was incredibly frustrating

base combat but his added 1 the fun of the game. Over the

last few years, we’ve played a number of big games in the
the irst time we'

5.2 banle report. As I've said, it was a lot of fun o do and I

hope its been good fun to read.”As for the result... next time!

Nexttime!




AIL ORDER (410) 644-5699 MAIL ORDER (410) 644

MAIL ORDER

TELEPHONE HOTLINE (410) 644 5699
FAX (410) 242-1839

FAST AND CONVENIENT

Games Workshop products have  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 Canada.
Even with this greater accessbility of Games Workshop
games and miniatures some customers still have a
problem finding local stores stocking a variety of our
roducts.

FEATURED THIS ISSUE The Games Workshop Mail Order department has been

BLOOD BOWL are looking for a chance to purchase directy from our
riers in Battmors, Maryland. Our Mail Ordor

Specalts can hlp you nd o mnturs hat you
ing or, provide you wih the atest nows

= your order wil e delivered o you as quickly
] iy poe

MAIL ORDER
Our Mail Order Hotlines are open five days a week and
Yol can pay by check, moniey orer Masercard. o
Visa. All Canadian Money Orders must be drawn from a
bank, payabl in U.S, adllars, Unforunately Canadian
Postal Money orders, COD and general delivery can not

o{t10) 44-5695 Monday through Friday

EST (Eastern Standard Time)
Closed Saturdeys, Sundeys. and Holldays
Formare formain, writen orers,or 0 fequest
complete catalog please write

GAMES WORKSHOP
3431-C Benson Avenue
Baltimore Maryland 21227-1072

You may aso fax your order through at:
39

) 0
D153 i s of o e pr i 550

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




AIL ORDER (410) 644-5699 MAIL ORDER (410) 644-5

SUBSCRIPTION OFFER

Each month you can have White Dwarf delivered right to your door. With a one year (12 issues) subscription plan
offered, there is no reason to miss a single issue! White Dwarf features all the latest Games Workshop games, great
new Citadel Miniatures, battle reports, game rules updates, ‘Eavy Metal painting tips, modeling workshops, and more!

FREE BOX OF MINIATURES!
Not only will a White Dwarf subscription save you 25% off the cover price, but it will also include a box of highly detailed
plastic Citadel Miniatures! This is a $12.99 value that you can get your hands on absolutely free of charge, and even
better, you get to choose which miniatures you'l receive. Subscribe Now, the special offer expires March 31, 19951

0754 High X Wariors (10) ome o 7
755 o7e1 o76s
o7 0765 Spacs Marne Tacical Company (144)
0778 Greenn (6] o7es Ok Horde (138)
= 0784 Eidar Guardans (10) 0767 Ok nvasion (180)
or 0 0786 Eidr ot Bk (1) o768 Chaos Horde (150)
E 2 ores xarLogon (132)
Skelton 0770 Edar War Hosi (165)
haos Beastmen (10) 0771 imperil Guard (175)
o787 Chaos Warrios (10) o772 St Wanors (165)
0786 Ghaos DwartRegiment (10) o3 Siompers (64)

SUBSCRIPTION RATES
1 year (12 issues) - $35.00 (U.S,) or $45.00 (Canada) ALL ORDERS MUST BE PAID IN U.S. DOLLARS
Ploss noe Manyand Resdents st 3032 5% Sal sas ax
To start your White Dwarf Subscription fill out the information below, clip out the box and send it to:
White Dwarf Subscriptions
Games Workshop
3431 - C Benson Avenue Balimore, Maryland 21227 - 1072

Yes, I would like to get a 1 year subscription and receive a FREE box of Citadel Miniatures!
Please sign me up for a: 1 year (12 issues) subscription

Is this a: New or Renewal subscription? (please circie one choice

Form of Payment: Check, Credit Card (see below) or Money Order (piease Grce one choice)
Mastercard/Visa: Master Card or Visa (please circe one choce) Exp. Date:
Credit Card Number
Cardholder's Name:
Cardholder's Signature

Name

Address

City: State: Code:
Phone Number Home: () Work: ()

AIL ORDER (410) 644-5699 MAIL ORDER (410) 644




BLOOD BOWL

BLOOD BOWL STAR PLAYERS HEROES - 8401

ER %

GRIFF OBERWALD MIGHTY ZUG GRIM IRONJAW PRINCE MORANION

PACKAGED 1 FIGURE PER BLISTER

BLOOD BOWL STAR PLAYERS - 8402

% &

SCRAPPASOREHEAD  FUNGUS THELOON ~ BOOMER DRIBBLESNOT  NOBBLA BLACKWORT

PACKAGED 1 FIGURE PER BLISTER.

BLOOD BOWL GOBLIN PLAYERS - 8402

L2 &

GOBLINS

PACKAGED 3 FIGURES PER BLISTER.

Designed by Gary Morley



BLOOD BOWL

BLOOD BOWL STAR PLAYER VILLAINS - 8403

VARAG GHOUL LORD BORAK HORKON COUNT LUTHOR
THE DESPOILER HEARTRIPPER VON DRAKENBORG

PACKAGED 1 FIGURE PER BLISTER

BLOOD BOWL MONSTERS - 8404

HEADSPLITTER

‘RIPPER' BOLGROT

PACKAGED 1 FIGURE PER BLISTER

Designed by Gary Morley wors



EPIC IMPERIAL

KNIGHTS LANCER - 9151

: BATTLECANNON

Designed by Dave Andrews

PACKAGED 3 FIGURES PER BLISTER.

KNIGHTS CASTELLAN - 9155

AUTOCANNON

QUAKE
CANNON

Designed by Dave Andrews

PACKAGED 3 FIGURES PER BLISTER

IMPERIAL MOLES AND TERMITES - 8833

IMPERIAL MOLE TERMITE SURFACING TERMITE

PACKAGED 1 MOLE OR 3 TERMITES PER BLISTER

wors



EPIC ORK TANKS

ORK BATTLE TANKS - 8832

a&

BOWELBURNA GOBSMASHA

o

SPLEENRIPPA

PACKAGED 5 GOBSMASHAS OR 3 OTHER MODELS PER BLISTER

SCORCHERS, WARTRACKS & HOP SPLATS - 8831

% & <

SCORCHER WARTRACK HOP SPLAT

PACKAGED 3 SCORCHERS OR 5 OTHER MODELS PER BLISTER.

GUTRIPPAS - 9152 BONECRUNCHAS - 9154
PACKAGED 3 MODELS PER BLISTER. PACKAGED 3 MODELS PER BLISTER.

wozs



BLOOD BOWL

MINOTAUR
STAR PLAYER - 9156

GRASHNAK BLACKHOOF

Designed by Gary Morley

PACKAGED 1 FIGURE PER BLISTER.

WARHAMMER
CHAOS SPAWN

SCYLA
CHAOS SPAWN - 9150

Designed by Aly Morrison

PACKAGED 1 FIGURE PER BLISTER

EPIC CHAOS

Sps

GREATER DAEMON GREATER DAEMON

EPIC CHAOS GREATER DAEMONS - 8830

GREATER DAEMON
OF SLAANESH

GREATER DAEMON
OF TZEENTCH

PACKAGED 1 FIGURE PER BLISTER

wozs




IMPERIAL GUARD

CATACHAN JUNGLE FIGHTERS - 9153

PACKAGED 2 FIGURES PER BLISTER

ROUGHRIDERS - 9149

PACKAGED 1 FIGURE PER BLISTER.




EMPIRE INFANTRY - 8558

SPEARMEN

£

GREATSWORDS SWORDSMEN
ﬁ %

SWORDSMEN

i

‘THESE MINIATURES ARE SUPPLIED WITH A PLASTIC SHIELD WHEN NECESSARY
PACKAGED 2 FIGURES PER BLISTER.




CHAOS DWARF WARRIORS AND COMMAND - 8580

¥4

COMMAND

bidd

WARRIORS

THESE MINIATURES AkE SUPPLIED WITH A PLASTIC SHIELD WHEN NECESSARY.
ACKAGED 2 FIGURES PER BLISTER

HOBGOBLIN WARRIORS AND COMMAND - 8581

EEEKE

ARCHERS
‘THESE MINIATURES ARE SUPPLIED WITH A PLASTIC SHIELD WHEN NECESSARY.
PACKAGED 2 FIGURES PER BLISTER.




NIGHT GOBLIN NET TEAMS, SQUIG HOPPERS AND
HERDERS - 8549

b
14

NETTEAMS

9

- ¥ 39

CAVE SQUIGS,

PACKAGED | SQUIG HOPPER, 3 SQUIGS, | HUNTER TEAM  SQUIG HOPPERS
AND SQUIG. OR | GOBLIN CLUBBER AND NETTER PER BLISTER.

SQUIG HUNTERS




‘A CHAOS HORDE ATTACKS A FORCE OF IMPERIAL KNIGHTS WITH THEIR ELDAR ALLIES




ULTRAMARINES CLEANSE AN ORK SETTLEMENT




