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AN IMPERATOR TITAN LEADS A DESPERATE DEFENCE AGAINST A TYRANID SWARM
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ULTRAMARINES CODEX
The latest Codex_supplement for
Warhammer 40.000 is released this
month - the Ultramarines Codex.

Filled with all the special rules, troop
types, and unique heroes of the
Ultramarines, and all the Codex
Chapters, the Codex also delves into the
chapter’s long and glorious history
Sculptor Jes Goodwin is putting the
inishing touches on some awesome new
additions to the Marine linc, which will
be available next month!

IMPERIAL GUARD

The overall response 10 all the newly

ontinue to outdo
themselves with another baich of great
hew releases this month,

ICE WARRIORS
The newest addition to the Imperial
Guard Army comes in the form of the
Ice Warriors of Valhalla. From a
planet that is litle more than a frozen
wasteland, the lce Warriors camed their
fame for their never retreat and never
surrender tenacity! Together with an
“Eavy Metl page, full rules and
background for the Ice Warriors
found elsewhere in this issue. Check out

ROUGH RIDERS

Galloping into combat with their
Lances, the Rough

devastating charge. Now

you can add the brand new Licutenant

and Standard Bearer to your hunting

party of Rough Riders. Both of these

reat new models can be found on the
Eavy Metal pages in this issue.

CADIAN SHOCK TROOPS

Players who wish to customize or bulk
f Cadian Shock Troopers

HIVE MIND ANDY

In the past few months games designer

system. Using this sinister knowledge
Andy will now tum his clearly focused
(yet_ entirely alien) mind to the
Warhammer 40,000 game. Prepare your
defenses, yourve been wamed!

THIS MONTH'S
WARHAMMER 40,000
RELEASES
0157 Codex Unramarines s1999

Ay ook spplrcat)
044 e Warrorsof Vahalla 53199

(Boved e 10 k)
Coin Stk Troper Lictmsm $450

1 e per )
67 Ok DesthklLowizs 5550
0 ol w/ ey wespon e iser)
9165 Auin Rough Rider Licicnant
0 moumicd o per )
974 Rough Rider Standard Bearer 5650
0 moumicd e e i)
975 Catian Shock T 50

2 modls erbiste)

A Deathskull Loota

DEATHSKULL LOOTAS
L

the Ork Army. These scavenging Orks
th an awesome array of deadly
ombi-weapons.

BOXED ARMIES
The boxed Armies -
Warhammer 40.000 force all crammed
into one giant box -
popular that we've had o bring them
back. Look for new boxed Armies in
upcoming issues of White Dwarf!

have proven so

NEW RELEASES FOR APRIL

ey
pages, as well as the full line of Games Workshop products, is as easy as finding your ncarest Games Workshop Store or

Chapter Approved Retail Shop.
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EPIC

THIS MONTH'S EPIC
RELEASES

T Tyrana Mt ssso

TYRANID INFESTATION

lloying as monit'seeae of Epic
© War f the

niatures has everybody
Tyranid army, o
mies o take on

Tyranid Trygon

FREE EPIC CATALOG
Wit taibiisnc yoo sam AR
FREE Epic Catalog! This 16 page
Cainlog Contains all 0 s sl
i Spoce M

ble for Titan Legions

QAUES WORISHOP
CITADEL MINIATURES

wso
s
ssso

TYRANID BROODS

(3 models er biste)

The first of the deadly living weapons of
the Tyranids released this month is the
Trygon. The size and weight of a
Imperial super heavy tank, the Trygon
slithers forward, creating a powerful
clectrial field. The tank-like Exocrine
specializes in long-ranged blasts with its
destructive bio-cannon. The lumberi
Malefactors arc ideal for breaking
through and  devastating ~enemy
positions.

HIVE TYRANT

available to lead your Tyranids to battle!

Tyranid Hive Tyrant

THIS MONTH'S CITADEL
COLOUR RELEASES
si299
of individual paints in the Citadel
Colour range. That's all 75 different
colours, including all the fantastic new
dros. itz Tt

S99

Stoseas | Green. Tentacle Pink. Deadly
5 Nightshade, and many more, there are
enough of these great new colours to fill
up any painter's palete.




THIS MONTH'S BLOOD
BOWL RELEASES
0290 Zharr-Nogarund Zigaurats $3199
(Conple cam o 12 mocels)

13tk Shticnie
St Py per lisr)
180 Mk b Uty 8750
1 Chaos D B o e i)

CHAOS DWARFS

“This month sees the release of the final

HTHARK
Star Player Hthark the Unstoppable is
ed this month. This Bull
Centaur is absolutely incredible. but as

Robin Dews always points ou, everyone

goes down on a skull dice result! While

e hapless
Hihark

this advice may not save th
player chosen as the recipient
bliz, it will give you somethi e
fo. I youhave I ake Hihrk down
think massiv

NEXT MONTH

While the last planned boxed set fo

thing to hof

may be able to spot these upcoming

‘models n this issue.

EWS NEWS NEWS NEWS NEWS NEWS NEWS NE

HAKFLEM SKUTTLESPIKE
Great news for Skaven coaches -
Mutant Star Player Hakflem
Skuttlespike is now available. With two

Halflem Skutlespike

VAMPIRE CHARACTERS
From out of the cold, shadowy lands of
Sylvania come two of the most famous
(and powerful) Undead Characters. Full
rules can be found in this ssue for both
Viad Von Carstein and his lovely (and
deadly) wite, Isabella,

Isabella Von Carstein

FORCES OF CHAOS
Chaos Armies continue to swell and
expand with this month's release of even
more models.

First off, Ackold Helbrass, Champion
of Tzeente
somewhat unpredictable) element to
your forces. Full ules for Ackold and his

h, can add a devastating G

Chaos boxed s

FIENDS OF SLAANESH

iacmons. With wicked barbed
Lais and an overwhelming soporitic
musk, the Fiends make a hard-hitting

by Trish and Aly
wres place even
more power into the claws of Chaos
Generals. Check out all the grea new
models on page 14,

IS MONTH'S
WARHAMMER RELEASES
S— 0
PRl S
i3 mn«"«" 850
9177 Fiends s 150

o)
P s
ke

previous boxed armies as

well as creating new ones. Keep your
eyes on White Dwarf for the latest news.
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GOLDEN DEMON T g

Games Day Ticke (st hedoor)  S10.00
GAMES DAY 1995

PHONE ORDERS CALL 1-800.394-GAME

“GAMES DAY!9 5 GAMES DAY TIGKETS
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ICE WARRIORS OF VALHALLA

By Rick Priestley

Raised on a frozen and desolate homeworld, the Ice Warriors of Valhalla have a
long and glorious history of victories against the Orks and other enemies of the

Imperium. F

m and tena

VALHALLA

“The planet of Valhalla was once a temperate paradise of forests
and broad fertie plains. There is no record of its setllement
but legends recall a world ripe for colonisation and
development. Its people spread across the world and
prospered. The planet’s main

more or less evenly, one centred at the northern pole and the
other at the south. The equatorial regions themselves were
dominated by a huge warm ocean eleven thousand miles wid.

d masses were distributed

Approximately ten thousand years ago Valhalla was struck by
a comet of immense size and weight. The planet’s defence
lasers poured shot after shot into the comet. This did nothing
an break off several smallr fragments of what proved
10 be virtually solid iron. A mile wide fragment struck the
northern continent causing massive carthquakes and
destruction, but the main comet body landed i the sca.

st the confnion o devmsaion mad i hard o ge e
full effect of the srike. The boiling seas,cla

om its sun. By then the planct was a very
different place indeed.

E WORLD

Valhalla had become a frozen world of ice. The survivors of

disaster found themselves pushed further and further
towards the equatorial oceans as glaciers engulfed the polar
continents. Eventually, there was no more land feft, and they
were forced to live upon the ice itsel. Thos of alllfe

med as one of the toughest regiments of the Imperial Guard, these
us warriors never retreat and never surrender.

had been destroyed the people struggled through, building

cultivated, growing nutrient slimes and al
by thermal sills.

acs in vats heated

Tt delhe workd il bow bt had o s with
of starvation

e mu e

us foe appeared. Orks cam

themseves upn he Valballa'switha erocty hapened by
hunger. It ks were marooned
andth only food omthe whole plaet Ly nside the ciis of
the V. s - the ultures and the
inhabitants themselves!




REAVY METAL
ICE WARRIORS OF VALHALLA

SERGEANT TROOPER WITH FLAMER

THE ICE WARRIORS OF VALHALLA SKIRMISH WITH A GROUP OF INVADING ELDAR

wor




ICE WARRIORS OF VALHALLA

A DESPERATE STRUGGLE

The ighing raged troughou the sub-glacial cites o he
Valhallans. The thermal sill which rose above the ice were
casy targes for he Orks, bu the green-skinncd creatures

Toe Wi of Vgt e I Goeos 2 s cpsin

=X
st an Ork horde.

THE FINAL BATTLE

‘The Orks attacked in a great mass. The green-skinned warriors
th hunger and no longer scemed capable of
aiona hought. It aack hd b bt planned 1
but

fighting raged through the galleres and tunnels of Valhalla

e defenders knew every inch of their frozen domain, every
slley and haf s they made g s of ek unilriy
in cach encounter. As the Orks fought inward they found

s consanty y ambuhe, o ed unwi
ends where wr ould be collapsed behind

Iy into dead

By the sixth week of ighting the Orks reached the main food
chamberwil it ndreds of ot e vas. Aot k.
ihe Orks had been i, bt he emader were very bi 3
determined as ever. The scent of the bubbling green slime
y licked their scaly lips i
Yaliaitms péepared to pt up & Foat
resistance. Ifthe chamber was captured they'd starve within a
sy ey oy carry a gun
crowded into the chamber and its surrounding galleries. The
battle would decide which race would survive on Valhalla.

great cost. Almost half the defenders were skain or hurt. The
Orks retreated and prepared for another

“The second attack came in two simaltancous thrusts. The first
was repelled eas proved to be nothing more than
ein. The seoond was dircid aganst s small s chamber,

Mhe pack aging plant eventually fell o the
Orks, its defenders dead at their posts after exacting a heavy
toll amongst the enemy,

From their newly won position the Orks rapidly moved

algal lime. The rascd sides of the pits provided covesfor
attacker and defender alike. The fighting intensified as the

Orks struggled forward, pit by pit, and the humans gradually
retreated or fell at their places.

VICTORY!

Afier three hours the Orks had lost half their number but had
forced the Valhallans back against the ice wall. The defenders’
prospects looked pretty grim as they prepared for a fresh
assault, determined to sell their lives as dearly as possible. As

wos




GUARD
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ICE WARRIORS OF VALHALLA

the Orks rose as one and howled their battle cry, a mighty
explosion tore through the caven. Ice pillars toppled and fell
e it poois, e o Ryt bk
the Ork Ihallans rose in their turn and with an
gty sceam 1 apo thei anackers. The Ork broke i

i dihe

cavern swam in a mixture of slime and green ichor.

‘The Valhallans had won the day because their stff resistance
gave their engincers time t0 bore er the cavern

machines used to form the sub-glacial chambers themselves.
had been allowed to burst through and run amok amongst the.
Oeks. The intensely hot burners, carried by their own high
pressure steam, had terrified the Orks. Those who did not run
were badly bumed or melted, and those who escaped were cut
down by the vengeful Valhallans.

‘Though the planet of Valhalla is no longer a populous or
affluent world, the Valhallans are famous throughout the
Gllni Al desvoag the Dkson it awen world
regiments of Valhallans joined with other Imperial
& many works ofthe rk mvades. Aty s Valbtany
fought with the same grim determination which they displayed
inthe c s theibomeword, I bl e courge and
tenacity e the respect of other regiments from all
b

IMPERIAL GUARD MORTAR

‘The mortarfies a shell o a high, arcing trajectory. which flies
over the heads of the nearby troops and crashes down onto. e

need both the Scatter dice (marked with arrows and hit
mbols) and. 24,6810

FIRING THE MORTAR

“The first step in fiing the mortar is o nominate the direcion
s 90 degree

scenery and declare that you are aiming directly towards tha
point. You can aim anywhere on the table that you think is
within range of the weapon, regardless of whether you or any
other model in your army can see the target point. This is the
chief advantage of the mortar over other weapons. The
mortar’s unique system means that it is not subject 0 the usual
Choosing a Target ruls.

Once you've established the dircction you are firing in you
st declre e range. Witkou measuring,gues the ange
ou wish 1o fire. You m: up 10 2 maximum range of
0" The mortar fire s shell high nto the ar and has a
minimum range, so you cannot guess a range less than 12°.I’s
important that you guess this range. If you wish to shoot other
the same diretion as the mortar then it’s only fair

Having guessed the range between 12° and 60", measure this
distance towards the aiming point and place the centre of the
2" blast marker there. This. target or you might
have guessed too much or oo lttle. However accurate your

rules for weapon teams described previously in White Dwarf
issues 180 and 182. The mortar fires in the shooting phase as
normal but remember that the mortar s  heavy weapon and
cannot move and fire in the same turn.

& s Anillery
dice together 10 see where the shot actually lands. IU’s best if
you roll both dice near the blast marker, so that it's casy to
ok out whete he st e i s Reocmbert
fhe skt will st from ke poie Jou guesss, ot
necessarily the place you originally aimed iot




ICE WARRIORS OF VALHALLA

The imperial Guard
layr decies b re

vl o (i sue)

o th i O
P ramiaies e Doabonls
Nob_ s e tagel and
guesses e range s

artow and an eh. He moves he emplate
8" in he dirction shown by the arow. This s

“he normal -Choosing
oo nia. 1o, b o s

‘O Orkisfuly under th tempate and:
Syt sl be M rarot ol 4 S5,

a0 any of the Orks at alf

and th imperil Guard piaye now fol 10 wound
aenomal

SCATTER AND HITS

1f you roll an arrow and a number, move the blast marker the
number ofinches indicated by the arilery dice in the direction
shown by the scatter dice arrow. Mortars are not subject to the

maximum scater rule on page 37 of the Warhammer 40,000
Rulebook, so the shell may scatter over th range of
than 12" away if this is indicated by the

60" or land close

If you roll a Misfire on the Artillery dice,
cater dice result. The shell is a
10 explode or gocs off

harmlessly in mid-ir.

A roimele i il tuioms
dice is a Hit then is bang on
S e
auessed. Ignore the Artllery dice and work
out any hits using the rules given.
If you roll an arrow and a number, the shell
has scattered from the point of aim in the
dircction indicated. The distance the shell
scattersis determined by the Arillry dice.

Scatter and Artilery dice rolls. Each model compleely under
the template is automatically hit, models partially under are hit
on a further D6 roll of 4, 5 o 6 as with other weapons that use:
a blast marker

Note that there is  sight difference to the Scatter and Arillery
dice rolls compared 1o the normal chart on the Warhammer
40,000 quick reference sheet. This means the mortar will not
explode on a Misfire and Hit result. Instead, this result
counts as a dud just ke a Misfire and arrow normally would.

ICE WARI RS OF VALHAL

For every Command section in your Imperial Guard army you
may include up to three squads of Imperial Guard. These could
be Ice Warriors of Valhalla, Rough Riders of Attila, Cadian

Shock Troops, Catachan Jungle Fighters or any other Imperial
Guard regiment.
ICE WARRIOR SQUADS 136 points.

Sergeant and 9 Imperial Guard armed with
flak armour (6+ save). The Sergeant
SRR TR s, ot ot Bt S
armour (64 save). One trooper s eqy h a flamer, and
the squad includes a two man weapons team armed with an
Imperial Guard mortar.

Squd oo
un, nades and

PROFILE M WSBS S T W 1 A

T |
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Range
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T oM sungn  Damage
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Armour
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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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REAYY METAL
¢ UNDEAD CHARACTERS ¢

VLAD VON CARSTEIN
VAMPIRE LORD

ISABELLA VON CARSTEIN HEINRICH KEMMLER
VAMPIRE COUNTESS ‘THE LICHEMASTER

HORDES OF CHAOS

AEKOLD HELBRASS
CHAMPION OF TZEENTCH

FIENDS OF SLAANESH




VLAD AND ISABELLA VON CARSTEIN

By Jervis Johnson

From the cursed lands of Sy

vania comes the first of the legendary Vampire Counts —

the malevolent Viad e Carstein. With his beautiful wife Isabella, he leads the vast

legions of Undead to

against any who dare to confront them, cutting down his

foes and using umr shattered bodies to swell the ranks of his army.

VLAD VON CARSTEIN

Vampire Lord

75 points
+50 points Carstein Ring
+75 points Sword of Unholy Power

Your army may include Vlad von Carsicin. He may lead the

ou wish, though he does not have to. If you choose.
him 10 lead the army then he replaces the general described in
the main army s,

Viad von Carstein was the first and greatest of the Vampire
Counts of Sylvania. It was he who tainted the once human

s owering iges of s
with . mame of black i e lecing ey Thas um» mr\

e g e s e
that could turn into a berserk fury if he was thwarted in his
endeavours. It was said that at such times only his wife Isabella
could calm him without blood being spil

In batde Viad wields the Sword of Unholy Power, an
enchanted blade that grantsits owner great magical power. On
his left hand he wears the infamous Carsiein Ring, 3 magical
artifact which gave Vlad the ability to cheat death ti

n. It was only afer the Carstein Ring had been stolen from
him that Vlad von Carstein was finally defeated.

WEAPONS/ARMOUR: Viad von Carsicin may ride a
Skeleton Steed (+2 points).

MAGIC ITEM:

Viad may take up to four magic items in

be found in Warhammer Battle Magic, while the card for the
Sword of Unholy Power can be found in the Warhammer —
Arcane Magic and Warhammer Armics - Undead
supplemsats. The rule fo th the s Viad ven Carstein
carries are summarised below for your convenience.

PROFILE M WS BS S T W 1 A Ld
VLAD VO
CARSTEN 6 8 6 7 6 4 9 4 10

CARSTEIN RING

If Viad is slain, he may return to lfe immediately. The model
i replaced within 12° of the position where he was siain. All
of his wounds are recovered and any magic items, spells etc
are retumed. If Viad was leading the Undead arm this means
thatis desh doss ot desroy the army, s e may conime
o fight as normal. The. e used once per bat
T o o A s s et e
from the dead again.

SWORD OF UNHOLY POWER
Viad may draw on the power of this sword to cast one of his
Dark Magic or Necromantic Magic spells per magic phase.




VLAD AND ISABELLA VON CARSTEIN

The spell is cast automaically, without Viad having (o expend

any power cards to cast it. The spell may be dispelled as
normal. Roll a D6 each time the sword is used. If the dice roll
is less than or equal to the power normally required for the.

3 spell, then the sword
would become exhausted on a D6 rollof 3 or lss.

If Viad von Carstein is resurrected by the Carstein Ring the

Sword of Unholy Power does not regain its power if it was
xhausted when he was killed. This also applies to any other

items he has which can be exhausted or have a limited number

of uses during a game.

(@

SPECIAL RULES
As a Vampire Lord, Vlad von Carstein has a Magic Level of 3
o Hecl i

the Necromantic or Dark Magic decks. Altematively, one of
his spells may be drawn from one of the colour decks

‘Whatever else he chooses, Vlad must always take at least one:
Necromantic spell. When he casts a Necromantic spell, roll a
D6 On a roll of 5 or 6 Vlad may cast that spell again this turn
(as long as he has enough power cards left 0 do s0).

wots.

ISABELLA VON CARSTEIN
VAIPIre COUNLESS s 173 pOIRES.

‘Your army may include Isabella von Carstein, but only if it
includes Viad von Carstein as wel

Isabella was the daughter of Duke Otto von Drak. Viad
married Isabella, and then inherited her father’s esiates when

2
Isabella was 3 highly intelligent and darkly beautiful women,
and soon what had st 1 s 3 marriage of convenience
developed into something far more. Viad long resisted
Isabella’s requests to join him in undeath, but when she lay
dying fom Tl vasimg s Vi resied tho b cod

her, and reluctantly inducted her into the

not carry on wit
Tanks ofthe Undead
mn.cn. s Viad's most valoed confidante, and the
advice he fully trusted. When Viad
Grand Thc(vgum«l Wilhelm at the Sicge of Altdorf, Isabella
committed suicide rather than carry on through cternity
without him.
WEAPONS/ARMOUR: Isabella von Carsicin is armed with
a sword. She may ride a Skeleton Steed (+2 points).

&

MAGIC ITEMS: Isabella may take up 10 two magic items.

SPECIAL RULES

As a Vampire Countess, Isabella von Carstein has a Magic
Level of 2 and can have one spell card. She must take her card
from the Necromantic spell deck. When she casts a
mantic spell oll a D6. On a oll of ., Isabella may cast
that spell again this twrn (as long as she has enough power
cards left 0 do s0).

hes
into a berserk fury. For the restof the battle he will be subject
o frenzy, as described on page 41 of the W nules. In
addition, he becomes subject to hatred against the model or
unit that killed Isabella

If Viad s Killed then exactly the same special rules apply o
bl ahe besones feied sndsbjct o hrd gaine
Viad's killes. If the battle ngoing campaign and
cither Vlad or Isabella s killed, then you should roll a D6 for
the surviving ps they are overcome by
despair and will kill themselves rather than face an eteri
alone. On a roll of 4-6 they are driven mad by anger and grief,
00 svear venpnceapiat ll ivin cesues — fom ow

e s et o ey ke 5 desibd
hove i cvery bl ths ey ¢
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TOURNAMENT OF CHAMPIONS

APRIL 28TH, 29TH, & 30TH
FAIRFAX, TORONTO, & VANCOUVER




REAUY METAL]

AAAAAAAAAAAAAAAAAAAAAAAAAAA
DEATHSKULL LOOTAS ©

Deathskull Lootas are armed with potent kustom kombi-weapons, constructed from several different guns.
The barrels are all fired together, letting off a wild fusillade of shots which tears the intended target to
shreds. After a battle, the Deathskulls rummage around amongst the debris in order to scavenge new
weapons and anything clse they can lay their hands on, which they use to construct more of these
devastating ‘big gunz'.




EPIC HIVE WAR!

By Andy Chambers

‘The new Epic Hive War boxed set unleashes the horrific alien forces of the Tyranids into
the Epic games system. In this article, Andy tells us how he developed the background,
creatures and battle tactics of the extra-galactic Hive Mind.

EPIC GAMES SYSTEM

‘The Epic game system has been available for over four years
now and covers  lot of subjects in the 415t Millennium. The
Epic game rules and miniature ranges are aimed

players fight r a

oftroops o ghting ma
in the Epic se "
the embatted Imperium of mankind and the alen races of the
Eldar and the Ors. Subsequent supplements have expanded

on the basic troop types and war machines presented in Space
Marine and introduced the other major allics and ocnics of
the Imperium - the Squa fark forces of Chaos.
B i e T ot Mmoo
the shops. This game concentrates on the most gigantic war
machines deployed by the

Imperial and Eldar Titans a




EPIC HIVE WAR

However, one race has long been conspicuous b s abse
on the Epic batlefield - the Tyranids. The lurking threat of the
Tyranids has been alluded o in Jervis Johnson’s board games
Tyranid Attack, and Doom of The Eld

eaiiesTor shem in Warhammer 40,000, This
e use bio-technology in place of the inor

far as well a the Codex

acines coneaon 1 our galaxy. They geactcally oginece
creatres o il he roles mankid s macines o wap

higher form of elepathy, a group mind which
encompasses every living Tyranid, making
them a kind of giant super-organism
whose cells are individual creatures,

wozo

The Tyranids do not occupy worlds, instcad they form vast
hive fleets which move from one world to another, sripping
them of all nutrients and genetic material like a plague of
loces. Th orpmic wankip of e Tymid ve

Tyranid hordes been able to swarm their way onto the
Epic battlfield.

UNTIL NOW..

Hive War s o ong swaied Epic Game supplncnt dtiing
the fighting forces of the Tyranids. Because the Tyranids have
Epic sl before Hive Warcovers 3

ez How could 1t cve

Fortunately, Epic Hive War concenirates entirely on 3 single
e unte previous Epic supplemets which bave ichoded
{aces o foees in cach. T meant that | had plenty of
oom 1 £ the Tyrands o el suitably aben. |
only 1o make the Tyranids play differently to other races on the
ba but also to expand the history of the galaxy’s
cotacts withthe Tyrands and irink h vriousbits and
picces of information I had found about ther

wanted not

TYRANID FORCES

The entire Tyranid Epic range has been created from scratch,
including a new plastic set which includes Termagants,

about all the Tyranid models in the pipeline at the

10 press. As new models are released, rules and army

cards for them will appear in White Dwarf magazine. Coming

up with new ideas for Tyranid creatures was the most exciting

War and I must say I'm very

ers hase excelled

themselves in producing a brilliant range of models for the
Tyranids to ravage the galaxy with

and look of

The firs step was (o work out the
the fa




TYRANID BROODS

Hive Tyrants are terrifying alien warrior-lords of the Tyranid
swarms. I addition to their formidable size and fighting prowess
Hive Tyrants form vital synapse links in the structure of the
Tyranid hive mind. In battles the presence of Hive Tyrants

motivates the lesser
creatures of the swarm
and extends the
influence of the hive
mind across the

ing hordes.

TYRANID HIVE TYRANT TRYGON
“The Trygon is a solitary. snake-like organism the size and weight of a
super heavy tank. This predatory creature has been genctically
engineered o tm it into a living weapon which generates a powerful
electrical fild. Duri is clectic i
arolling blast of high voltage power

AN EXOCRINE BROOD OVERRUNS A MOB OF ORK Bl




pCAvY METAL
EPIC TYRANIDS AND CHAOS

FULGRIM
DAEMON PRIMARCH OF SLAANESH GREATER DAEMON OF SLAANESH

woz2.




army with only one attack mode becomes easy 10 beat because:
it tactics ae limited by the army itself. Secondly, I reckoned
that a race as mutable as the Tyranids would quickly evolve to
fight the forces of the galaxy at their own game. Once they had
been confronied with tanks and arllery the Tyranids would
soon genetically engineer creatures to fight at @ distance as a
reaction to them. Naturally the Tyranids would remain

powerfulin close assault as well, but they would
have more than one rick up their bio-sleeve!

BIO-WARFARE
1 speat a number of sleepless nights feverishly
working out ways that the Tyranids could deal death at long
A variety of lethal corrosive or poisonous projectiles
which were spat, thrown or shot by
frs, followed by electrical and psychic energy bolts ater. It's
amaving what diversy of unpicasatocss mother atre can

EPIC HIVE WAR

evolve when she tries. Armed with such bio-weaponry and

rmoured with polymer bonded carapaces and carbon-based
chitin, 1 felt quite confident the war beasts of the Tyranids
could battle the flimsy metal tanks o favoured by Ork,
Imperial and Eldar forces.

the Tyranid infantry forces proved much easier
Evolution of the lowly Termagant into winged and leaping.
forms has created Gargoyles and Hormagaunts 10 harass and
overwhelm the enems. §
has created the deadly,
held areas to seck concentrations of opposing forces and
murder lone opponents. Further manipulation of the Tyranid
Warrior genes has created the powerfully psychic
beopes These crotres e phyically wesk bt boiod
ithpychic gy which ey o protect themselves
e ) S sy careolat
o

Zou
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BIO-TITANS

“The last clement of Tyranid forces were the Titans. Would the
Tyranid forces include something as big as Ti
Undoubtedly. Would they resembie the bipedal and roughly
umanid Inperialor i Taans? Doubiul A muli egged
form more remniscent of spiders or scorpions seemed morc
interesting and feasible for bio-construction. Naturally these:
bio-Titans are very different to ordinary Titans. For example
Tyranid Titans have no energy shields but they do have
incredibly tough armour and a capacity o regenerate damage
very quickly. Bio-Titan weaponry incldes such horrors a5
i salvoes, ripper

Now the Tyranid forces included a whole host of creatures
wards from the broods of Termagants, Genesteales,

xes which are familiar to
‘Warhammer 40.000 players. The new arrivals run from the
compact but deadly Hormagaunts through tank-sized war
beasts such as Haruspex and Malefactors, super heavy
ereatures like Trygons and Harridans to the mighty Hicrophant
and Hierodule bio-Titans

Asa final twist after some carly playtesting 1 included special

s to llow setea inds of Tyraad retures to deriey
ost armies. This was

he overwhelming impetus of Tyranid assaults and make

‘opposing forces feel under pressure from the very outsetof the

1d in reserve until the enemy has

n brought to battle. To bring this factor into tabletop bl
1 came up with rules for the Tyranids to land their forces in
Mycetic Spores, an organic equivalent of the Drop Pods used

by Space Marines. These extra lourishes make the Tyranids a

invasion force insicad of an isolated army

TYRANIDS ON THE BATTLEFIELD

Of coure coming upwit thecratures and tei iferent
reallythe fun part. The next thing to w

= “megrate a1t broods ogeter i an len borde on
the battlefield. Forces in the Epic game are chosen usi

cards. These army cards have set points values and represent
companics of troops, tanks or artilery. Compani
be supported with extra squadrons of fighting vehicies or
platoons of troops. Obviously the Tyranids would not have a
strict military organisation like this. their’s would have (0 be
far more, well, organic

To this end I redesigned the army cards for Tyranids so that
they build up into an interlocking swarm structure. Each army
card (or swarm cand 1o use ts corect itle) represens a single
brood of Tyranid creatures. A single brood is roughly
cquivalent in size 1o a platoon or squadron of more
conventional troops. Each swarm is built up around an

HIVE MIND CARD

PSYCHIC
BARRAGE

HIVE
HIVE MiND cARD

Effect: Place a Bar

tempiate wih

Everyting at last hal

under 8

femplate s it

arollof 62, no cover
modifers and no amour

Range: In sigh of any
Tyranid reature.
Phase: PSYCHIC




EPIC HIVE WAR

xesngly powestl Tyt quesn called s Dot The
imber of swarms in a battle force depends on the size of the
prisslriripirbes <= players s the swam

Tyranids batle against Eldar Tempests and Nightwings in a dense forest.

To overcome this the Tyranid player receives Hive Mind
cards. The Hive Mind cards represent the Tyranid gestalt
consciousness conirolling its minions in combat as well as

cards offer a great deal of flexibility in

THE HIVE MIND
These differences in organisation have helped o reflect the
influence of the Hive Mind on the Tyranid fighting swarms. |

ban
bio-assasins, Playing Hive Mind curds alowsthe Tyresid
player to control his instinc s directly, so these
e em i o th enscuton o aay plan. The sanbes of
Hive Mind cards a player gets 10 use each game tum depends
onthe size ofthe swarms inhis army. Howeve, s the

Hivs Mind t conrol Tyrmaid batifed tacics o  ceein
extent. This has been achieved by comi
i for giviag ondoath Ty oo

2 up with 3 unique.

Aot of the Tyranid creatures are relatively unintelligent and
will fight according to their instincts when not instructed
otherwise by the hive mind. This is represented in Epic scale
by not allowing them 10 choose their orders like ordinary
troops and tanks, instead they do whatever they do best
charge forward into close combat, sty in place and shoot, or
whatever. This instinctive behaviour i not a problem in itslf
but it docs make the Tyranid swarms harder (o co-ordinate in
an overall plan.

s sucure radalydistcgaesand the

- v

“This all means that the Tyranid army becomes increasingly

uncoordinated as it suffers more and more damage. These

special rules ensure that a Tyranid commanderis best off wher

working to a plan that places his instinctive creatures where
his forcesall

over the battlefild.

i that Tyranids gain an increased number of victory poiats for
breaking and destroying enemy forces and nothing for

pi
o e e o v i
sparison to eliminating all enemy resistance on a world so
that it can be sripped bare by the Hive Fleet
The result of all these adjustments has proved most
satisfactory and makes the Tyranids very different and
challenging o play with or against. When this is combined
with the stunning artwork and miniatures created for Hive War
the exceedingly handsome full colour cards, counters and
templates in the box, I reckon that Hive War has turmed out
brlanty well and Wil soonbeome  “Mist ave” army for

Epic ot s




REAVY heETAL

TRENT
NIGHMAN

Trent Nighman is

showing off more models from his personal
collection, answering questions. an

d giving
paining demonstrations.

—

Varag Ghoul-Cherver,

Black Ore Blood Bow Player

Salamander Space Marine Captain Conversion

Ok Nob Conversion,

Eldar Wave Serpent

High EIf White Lion

Ao

Eldar Guardian




Sumenf

THE BALTIMORE CONVENTION CENTER
IDAY & SATURDAY 23RD - 24TH

Golden Demon Entry will be Saturday 10:00 a.m. to 1:00 p.m.
Award Ceremony on Saturday at 7:00 p.m.
TICKET PRICES ARE $7.50 IN ADVANCE OR
$10.00 AT THE DOOR
TICKETS ARE AVAILABLE MARCH 1ST FROM GAMES WORKSHOP STORES OR
GAMES WORKSHOP MAIL ORDER. CALL 1-800-394-GAME
TO ORDER YOUR TICKETS NOW!

Introductory games for Warhammer, Warhammer 40,000, Epic, Blood Bowl,
Man O’ War, Warhammer Quest, and Talisman. Advanced games for Warhammer,
Warhammer 40,000, Epic, and Talisman. Bring your own team for the Blood Bowl
Tournament. There will be an open gaming area provided. Watch for more details.




GOLDEN DEMON

LEARN HOW TO PLAY

There will be introductory games to Warhammer, Warhammer
40,000, and Titan Legions. No experience is nec a
everything needed o play will be provided.

n with the referee taking his tum first, explaining
example o five intro players. Afier which the intro players will
take their tum, leaming while they play. There is no registration

quired, and games willlas about one hou.

BEGINNER GAMES

Beginner games will be provided for Warhamner, Warhammer
40,000, and Epic Space Marine. Experience is helpful but not
required. There will be eight players participating (four per side)
with simple army lists. Registration is required. Games are
expected 1o last about one and a half hours,

ADVANCED GAMES

Advanced games will be provided for Warhammer, Warhammer 40000, Epic Space

Marine, and Titan Legions. Only experienced players should participate in the advanced
i 10 their complexity. The games will consist of cight players (four per side).

RS ol RO R T & o s

BOARD GAMES
Board games will be Blood Bowl, Talisman, and Warh e, Noexperience i
dration i required

GAMES DAY'95

BRING AND BATTLE EVENTS

Wathanmer - Undead v All Comers

Ten players each bri point unit (no flyers, no wizards, no monsiers,

40 point maximum on magic items, and the army must conform 10 the players

parclar ay s Ciadelfgres only. Minaturs mus e piid wit
ed bases. Players are replaced by waitin s dic or reach

er o the board. Players able on a wati

Warhammer 40,000 - Chaos vs. All Come:
T it 400 ot o ke mo s 15 oo s
car cards). Citadel fgures only. Miniatures must be painted with fnished
Fiyerscs rplioed by waiing layees ae sty i o
teleporters in the center of the hulk. Players register at the table on a waiting
list

Titan Legions — Tyranids vs. All Comers
“Ten players bring one titan or a squat super heavy vehicle (1,000 point limio),
Citadel figures only. Miniatures must be painted with finished bases. Players
fight t0 reach the Hive Ship's Maw and detonate their plasma reactor to.
attempt 1o destroy the invading Tyranid ship. Players register at the tsble on a
waiting s,

BLOOD BOWL TOURNAMENT

One million gold picce teams — No duplicate siar players. No money, star
player points, o injuries carry over to the next game. Citadel figures only.
Miniatures must be painted with finished bases. Players register i the table
on a waitng lit.




DUG-OUT OF DOOM

By Andy Chambers
As the cruel and heartless coach of the Doomlords, one of the top-ranking teams
in the Studio League, Andy knows one end of a death ball from the other.
Now he’s going to let you in on a few dark secrets...

THE LURE OF CHAOS

DARK BLESSINGS

as coach of
Scramblers I finally decided to hang up my running shoes and
try something different. | wanted to play with a slower but
harder team than the Skaven, a team with players which didn't

g0t blocked. Although I was tempted by the Orcs, 1 was
eventually seduced by the lack of sublety of the Chaos team
‘and the mouth-watering selection of hideous monsiers that will
play for them. Afier winning both the Spike Trophy and the
Chaos Cup and getting o the semi-finals for the Blood Bowl, |
must say I'm delighted with my choice.

)y Chaos team:
Chaos Warriors and Beastmen. There is only one skill
possessed by these players and even that isn't a skill its the
physical ability Horns which is possessed by the Beastmen.
“This ability has nothing t0 o with clever stfT, it just makes
them Strength 4 if they move at least one square while
blitzing. Other than this, no skills. None! Nat

Zero! Nil!

But wait, the players themselves are quite good. Chaos
Warriors have Strength of 4 and an Agilty of 3 which mak
them excecdingly tough players who can punch out most




*_DUG OUT OF DOOM

opponents, handle the ball well and dodge with a good chance
of success, unlike the Black Ores or Dwarf Long Beards they
often end up facing. Though their slowish Movement of 5
Stops Chaos Warriors being real Blitzer types they can stll
outpace the Blockers from other teams and once they
the ball they're very hard 10 stop. The only real downside to
‘Warriors is that you can’t have more than four in your
team and they cost the earth to recruit!

‘The Beastmen are less well armoured than the Chaos Warriors
and a bit quicker, so with the help of their Horns they can do
some blitzing and chase opposing Catchers around in the
backfield. Other than this, the Beastmen have to fill in for all
the other duics on the team — Thrower, Catcher, Lineman, etc
as best they can. The main advantage of Beastmen is tha they
are relatively cheap o they can be used (o pad the team out
and replace losses.

So the Chaos team has players which are good basic all
rounders and partcularly adept at breaking heads. This means
that if you are playing in a league You get a clean slate 10 start
developing your team with, As your players earn skills and

in whatever dircction you like. Whichever way you wan to
0, there are a number of plays you can use to confound your
‘opponent and improve your chances of winning.

BLOOD AND SHEKELS

Because the initial Chaos line-up is 50 lacking in skill i’s a
soodide 0 sart o your team with a Sar Plaer 10 take
of the pressure r rookies. This means the rest of

‘won't have 1o perform flawlessly for the fist few

Taiches. Anasber thing to consides careflly is how many
team re-rolls to buy when you start out. Team re-rolls arc

% % * Did you know...

The Mintaur Sta Player Grashrk Biackoot
has one contracts in

Vi gers i pk of o crowd,
is own straw and 2 custom b maze n the
dug-out._ When about his _perks,
oot Sty ekt 1 waking hem o
everything they've got..

With the benefit of hindsight I can tell you that one team re-
roll ' cnough This s cspocally e i e beca
once the team is set up you have to pay double o purchase.
Crrnteam re-rolls unicws you v lacky cadugh 10 draw an
Exira Training Special Play card. Having Extra Training is
only useful if you just happen to have 70,000 hanging around
inthe bank (which is like waiting for the spirit of Chrstmas to
come t0 the Chaos wastes). This means that each extra team
re-roll costs you 140.000! That's equivalent 1o the price of &
new Star Player, so get them early while they're cheap.

OF course one solution i t0 take Lord Borak

the Despoiler as

buy an extra team re-roll, and
my Fan Fact
e you an advaniage on some

e 08 imgeoing
tor. Additional fans are always handy as they can

o ihe ret o e Kickot
table. and they bring in much needed extra cash.

FEAR IS THE KEY

You'll noe thatmy starinlne up only includes cleven

players and no Apothecary as bad as it seems as
s b ahc oo n Apuhecry ey ahes you i o
Second match (g s highly recommended) and soon

et ew extra player o pad ot the sqtad. The ting (0
remember i that Chaos teams aren't going (0 start off being
well-balanced no matter what squad you pick. The only surc.
way forward i 10 get i some games and progress

you

expensive for Chi p

with less players —

100 busy wop sgether reg but
they are vital to keep your game alive because you won't be
getting any re-roll for handy skills like Catch, Dodge and

Sure Hands it b s ke Fo g Hre's e cam
T started our Studio League
nashrak Blackhoof,
Minotaur Star player 160,000
4 Chaos Wariors 400000
6 Beastmen 360000
1 Team re-oll 70000
Fan Factor | 10.000
TOTAL 1,000,000

to prevent panic seting in half way through a game if you are
a few men down. Overall the toughness of the Chaos team
‘means that your casualties should be light, especally if you
pick on weaker opponents like Elves, Humans or Skaven for
your first few games.

Thes caly games s o3 vl g n craing the bes
wespon i your oty reputation. If opposing

= Peeeive your som a2 bong e fyingh sroug and
me\e they will be scared Siff of eaving their players in
range to get blocked or blitzed and this will nhibit their plans
If you uttera few choice phrases like “Well other
Skills so we'lljust have to smash you up a bit before we score”
you'll einforce the opposing Head Coach’s growing sense of
apprehension.




pEAUY METAL
BLOOD BOWL STAR PLAYERS

HAKFLEM SKUTITLESPIKE JORDELL FRESHBREEZE
‘SKAVEN STAR PLAYER WOOD ELF STAR PLAYER

BLOOD BOWL
CHAOS
MUTANTS




ZHARR-NAGGRUND
ZIGGURATS

The tombly Oaupawerior Chaos has Mlsled the
Cha

vil, 3 way,
hnwsver, (hoy naven t changed at all - they s11l| love
playi ying Blood Bowl! They force their Hobgoblin slaves to
play in their Blood bow! teams, whi dou
sneaky and often bring along a Star Player bull centaur.

CHAOS DWARF BLOCKER "HOBGOBLIN ‘CHAGS DWARF BLOCKER
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The Chaas 3-4-4 formation.
Nasuly iy iR S ecd

get an assisted block against a Strength 2 Catcher your
Beastmen wil count as Strength 5 and
roll three block dice.This will make splatering the ltle

By sig yourstron

through. Alternatively you can place the Chaos Wa

on the inside and force the Catchers towards te side lines

50 you can smash them into the crowd.

Wil (s s I o8 coidtnis ou okdng
the centre and frontline While you batter anything lft in
R

stwaningly well you could be in a position to threaten the

opposing Thrower in the next tu but it's more likely

that you'll end up grinding down the opposition for a few

downs before the ball-carrier starts (0 panic and you get
‘an opportunity o pile on the pressure

‘When you play against a fast team it's always advisable

10 keep two or three of your own gays covering open

areas of the fcldin case the opposition makes a break for

will drive the point home even further. This is where nzvmg a

o sy
Both of these well "ard Star Players can flatten the toughest
opponent’s and with their Mighty Blow skills can often put
them out of the game altogether!

CHILLY KHORNE

it Nothing is so frusirating s ber
g mdeiedsi o apl ey g 10 - Tis
sounds obvious but in the heat of a game it's al 100 casy for
most of your players 10 get drawn into the fight 10 get through
10 the ball-carrier, um..g ‘you vulnerable t0 a passing play.
The disadvantage of the 3 that you can’t fully
capitalise on the ko bl Db e seceme your
e

So what sout e el s Peccoaly [ ek
that a powerful and aggressive defens it wins games

it
your opponct’s End Zone from his half of the field than your
own. To this end I use one of two defensive formations
depending on the opposition.

“The first formation, the 3-4-4, i for use against faster teams

Ives, Skaven, Humans tc. Alhough this formation
e e e L e

the End Zone without having to make a string of dodge rolls.

On your um. you shoukd atack any of the pposing Cn!cbels
who might

tough Blitzersor St Players, although the greater strength of
Your player will make ths difficut. Havig wid all . the
-4-4 has served me very well through the seasons and
femains my favourite set-up if I'm unsure about my
‘pponent’s plans.

KILL THE GOOD!
The second defence is for nasty opponents who
e e e
beat up this sort of team is about as effective as trying to
oot St ou . i Ax i oo st e, 3
defence in depth . though against Orc
teams you must keep wuy oo bl stping (or

move your players up and place two models N
each wide zone . The players in

This should weigh the odds in your favour if a full scale
e develops.

Ore, Dwarf and Undead teams the minions of Chaos.
conbapply bl th i o kel pemael the

Mt
e Chao layesar sighly Fsee than s aroes
teams you can use your speed and power (0 break around the

ball carrir (which
thing for them to do).

Once you're around the line a huge slugfest will ensue but
after a few downs you can hopefully get your big. spiky
‘gauntlets on the ball carrier and bring him down (preferably

woss
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for the rest of the match...). When the ball s free, bash any
opposing players out of the way so their tackle zones won't
in scooping up the ball. This achieved, get the
nearest player to grab the ball and then leg it off downficld
covered by as many players as you can extricate from the
centre. Simple really.

SKILLS - THE UNHOLY ASCENSION
So. you've lefta tail of mangled bodies through your fist few
gains and camed cnough Sar Payer Ponts t gan a ew
skills, now what skills do you take?

Youtl rm that your first few skill are likely 1o be dictated
10 your regular opponents are than anything clse,
Emrakogaty o vou've b o st intia S For
exampl, one or two players with the Tackle and Pass Block
skill are going 10 be 4 necessity if you're constantly chasing
Catchers, Gutter Runners and their like. Against tougher
‘opponents Block and Guard will be required to prevent them
‘gradually overpowering you as they ear their own skills.

Chaos matants overwhelm the High Elf defence and run in t0
score a touchdown!

However, in between plugging the gaps in your own defence.
you 962 0 give a il thought (0 developing some new
xcking sesgies. T i sy s 0 devlop 4 sandin
foraTh ho you can rely on to pick the ball up with
cber Sure Hands Sl o (mor prferably) the Bi Hond
physical by I e playe alo s Pro o Pass il
‘manage the 0dd passing play 10 catch opponents on the m,;
Bt speed can gve the oposiag couch m e shock ey
Sure Feet or Very Long Legs will give your players  better
chance of smashing clear and sprinting for the open backfield.
‘When you pick skill for players ty to think ahead and pick
ones that will complemen each e long run. for
freryororis hclpmg to cnsure a block works and then

o e e s T Sy i
700 pick hs skl Ask yourself e playes & offastve o

through 1o the End Zone or is he going to stomp around to
‘mangle the opposing players as they try to pass the line of
scrimmage?

CURSED INHERITANCE

If you roll any doubles when you're rolling for skills you can

e a physi than choosing any skill. Whether
0 g0 for a pysicl bty oot aly deens o the payer
and his Syl e Ches Wasirs

hitting or difficult 0 run away from. On the other hand if you
roll a double for your Beastmen it is usually better to take.
skills like Dodge or Sure Feet (Sute Hooves?).
Because you have no skill 10 start off with there are several

established, things ke Siip Ball, Dauntless and Shadowing.
are all very worthy talents but more basic skills like
Block are usually far more uscfol.

If you are truly fortunate you may rol statistic increases for
some of your players. Players with improved Movement or
y scores should be groomed for specific jobs such as
throwing or blitzing by the addition of 2 few more
complimentary skills. Agility increases are particularly
welcome because they give you someone who can pass, pick.
2 the bl o whth g bk chanosof s
Blackmane, my precious Agility 4 Beastman.

Croclom Throweswih oy b adionof o il 10 g
him a chance of re-rollng the dice when the chips are down.
In my opinion, Strength increases are rather excess to
requirements in an already strong team like Chaos, those
double 6's are best used to pick physical abiltis or hard-
get skills.

‘With all this in mind here's my shorlist of skills for Chaos
players.

woss
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CHAOS WARRIORS

To my mind Chaos
warriors are destined o
cither become Blockers

on the line of
Serimmage or Blitzer

such as Stand Firm and Guard should be chosen to make your
line even harder (o push back.

Blitzer-style Chaos Warriors are harder 10 create because they

them enough speed o catch who ever they're after. They still
need Block (though they can get away without it) as well as
Some skills o keep them moving - Break Tackle is useful but
the real peaches are things like Dodge, Sure Feet or
essential Very Long Legs.

A final thing t0 note is that either type of Chaos Warriors can
make very good use of the Frenzy skill, because they kecp.
Hokine aesiypmme i knock i ovee o ey
rencied Ch
their superior stength to s oy
line or hoik opposing players offthe pitch. If you want Chaos.
Warriors with Frency, | would strongly advise taking Block
frstof all 5o that they are less likely to mess up and fall over
at some crucial moment.

BEASTMEN
As mentioned earler in
this article, Beastmen
get the less glamourous
tasks of  backfield
security and picking the
ball up. You really
should have at least one
Beastman with the S
"Hands skill or Big Hand.
physical ability which

player that picks up d
ball will end up carrying
it all the way 1o the
opposing End Zone because you can’t usually afford the

luxury of risking hand offs, so Dodge and/or Block wil also
S

‘The other roles for Beastmen are providing assists for Chaos
Warriors and Star Players and covering the rear against fast
running plays and passing plays. To keep a 1id on dodging
types,the Tackle kill i invaluable, in fact | have found that a
Beastman with the Tackle and Mighty Blow skills is an

excellent remedy for Catchers who think they can dodge
i line and get away with t. If they ry to

of heir tackle zone thereis  greater chance they Il fall ver, i

dhey Gon't ry 0 odg they e ging 0 end upesing !

Pass Block s also very uscful against passing plays, though

0 ok e e it o o Sovrnes

SOULED OuT
The last piece of Chaotic wisdom I can pass on is about
buying Star Players. The Chaos team enj the widest
sclections of Star Players available (0 any team. Considering.
bt s v AR ol et 1 e

buying St
e i R macsic
Here's your player-by-player guide to Chaos nasty guys!

LORD BORAK THE DESPOILER
CHAOS CHAMPION

Lord Borak makes a
nawral team  captain
because he has the Leader
skill. His  awesome
Strength of 5. Bl

ighty Blow skills make
him a good player to place:
on the line of scrimmage,
though he also has the

skill so he's deadly at
fouling though | usually
only use him to foul if the Ref" has been got at somehow

pecal Play
re he won't be sent off — Lord Borak i just 100 tough and.
useful to spend the game kicking his heels on the side-lines.

MORG'N'THORG OGRE BLOCKER
mighty
Morg'n'Thorg is
not only an

ball (2 bi)
However such all
d talent

doesn't come
cheap o Lwould
recom ther
aking & m:m;

yer insiead
(so you can afford
more in the long
run) or hiring old




% _DUG OUT OF DOOM

Morg as one of your last team members when you can better
spare the cash. Tn terms of player position Morg can play
pretty much anywhere he I

the strength 10 wade through the line of scrimmage.

‘RIPPER’ BOLGROT

TROLL BLOCKER

Ripper Bolgrot is
strong, slow and

..m}u s
petet pumr ©
sart in  the

pretty much leave

im (0 lumber up
and down the line of scrimmage making the odd block here
and there. Bolgrot's appaling Agility of 1 means that he is
useless for pretty much anything except blocking so just stick
him i the front ine and let him biff people and you can't go

GNASHRAK BLACKHOOF
MINOTAUR BLOCKER
Gnashrak is a very useful player because he's got a good
increase his strength to a
deadly 7 when he’s bltzing. This means that Gnashrak will
ol thre block ic agins most apposing players, almos
ocking them over and hopefully injuring them
i i Mgy Bow skl it xprincs ke having
Gnashrak KO'd on the first tum of the game has convinced me.

the Wide Zones and blitzing his way forward
through the thinly spread opposition. The terrifying
‘Gnashrak stampeding into the opponen’s Wide Zone.

them panic a lot and upsets their plans no end!

SCRAPPA SOREHEAD
GOBLIN WITH POGO STICK

Scrappa offers some.

Scrappa has loads of
Surprise value. The
problem with the little
feller is that he’s very
puny and to make good
use of any of his abilities
he has to leave the protection of his beefier team mates and
Getting the

woss.




BLOOD BOWL *

lone run for the End Zone with the ball, which is
m“.g for trouble. I always found that opposing coaches kept
a close eye on Scrappa and marked him too well o try cither
of the sbove.

However, at the end of the day Scrappa is the cheapest Star
Player available to Chaos teams and he does offer the
‘opportunty of scoring a one-down Touchdown if he s given a
helping hand over the line of scrimmage by the
aforementioned big guys. Hence he makes a good choice as &
Freebooter for those more tricky matches.

NOBBLA BLACKWART
GOBLIN WITH CHAINSAW

Nobbla is a useful
Star Player fc

Chaos  teams
because he may
only be a Goblin
but he's got

chainsaw!

monsters ke
Gnashrak  and
tributes

considerably to
your team’s fear
Tactor. In point of
fact Nobbla's best use is to foul opposing players when
they

robust play:

yers on your eam ke snmm as

enough hit with his chainsaw to take down whoever he's
attacking. Nobbla needs to be proected because the opposing

ach willtake any opportunity 10 lay him out and he's almost
‘guaranteed o get injured if he falls over. Nobbla is cheap and
therefore a good choice as a Freebooter, although when you
can afford it he is a useful fellow to have permancaly.on the
team rostr.

SUMMING UP
Coaching a Chaos team can be a gruelling. bloody experience.
Sometimes you will gnash your teeth in frustration s your
opponents “dance’ pastin a flurry of skills. Most of the time
yousopponea ill wesp i eto s is caretlycosiruied
eam gets consi the injury area or a black box'
Above all.__hit "em.._hit "em again...then kick ‘em when
they're down! And may the dark gods smile on you!

The mighty Chaos front line pulps some “stunties”.
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pate in the
Quest Day and get a FREE
miniature! Turn the yellow
coupon below in any Chapter
Approved store on Warhammer
Quest Day, and we will send you
this awesome model to use in
your own Warhammer Quest
games. Call your local Chapter
Approved store for game hours!
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e 1 FREE MINIATURE!
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CODEX UWTRAARNES 8 HOTA COMPLETE GAME vou
NEED A COPY OF WARHAMMER 40,000 T(
comsms OF THIS BOOK.

The Ultramarines are the
greatest of all Space
Marine Chapters. From the
dawn of the Imperium they
have served the Emperor
with loyalty and a ferocity
that no others can match.
Codex Ultramarines details
the history of the Space
Marine Codex Chapters
and includes a complete
for  the
Chapter
together with details of
special characters such as
Chief Librarian Tigurius,
Chaplain Cassius and the
Legion of the Damned.




THE EMPEROR AND HORUS

By Mike McVey

Opver the last few months, Mike McVey’s corner of the Studio has been
besieged by a constant stream of staff and visitors all vying to get a sneak
peak at his model of the final battle between the Emperor and Horus.

Mike’s diorama is now complete and so we bring you a full report in ti

‘White Dwarf special ’Eavy Metal Masterclass.

MINIATURE MODELLING
Although it might sound like a contradiction, over the last year
or o 've been keptso busy working on the ‘Eavy

Metal series
sit down

’EAVY METAL MASTERCLASS
For some time now, White Dwarf hasn't contained any regular
drile covecing e minaturessad modellingend of the

E

of
‘and paint some models! The demands of preparing miniatures,

order to publish a book, Ieftvery ltle time for anything csc.

With the main guides now allin print, I've decided to take @
break from writing and just st down in order (o create a series
of dioramas based upon scenes from the Warhammer and
Warhammer 40,000 universes.

Games te Duarf publishes
all the new rules for the latest eleases W.m with stat
and tactics articles plus the regular batte reports. This s all as
it should be, as for most of us painting our models o the
highest standard we can achieve s just a precursor to getting
them onto the tabletop for a batle.

However, for many people, myself included. the thing that
firstatracts them to the Games Workshop hobby is the jewel-
B ity of Clae it e Ling hekus 1

o create just the look and feel | wanted.
In many ways, working with Citadel miniatures in this way is
not that dissimilar from the process of painting  picture.
‘When Mark Gibbons or Dave Gallagher sit down to create an

miniatures themselses!

INSPIRATION

1 started out by leafing through the Warhammer Armies and
Codex books, searching for some ideas and inspiration and it
wasn't t0o long before 1 found what 1 was looking for. The
battle between the Emperor and Warmaster Horus o decide.
the fte of mankind is one of the most

Warhammer 40,000 universe. Arist Adrian Smi

Bill King had illustrated and des
both of them had managed to capture the scale and power of
the encounter in an equally vivid way.

The initial inspiration for my model came from Adrian's
drawing. He managed to create sirong visual images for both
the Emperor and Horus. It was these two single figures that




first grabbed my atiention, and made me want (0 pick up my
and needle file and start modelling. The more I looked

ore povertul e st became. Th

e prize they both

GETTING STARTED

The first thing 1 did was 1o create the conversions for the

scene. I ealised that my Emperor miniature conversion just

THE EMPEROR AND HORUS

the platform. The converied miniatures were completely

where the dead and dying Space Marines were going (o be
partly concealed beneath the level of the floor. These

was finally glued into place.

ADDING DETAIL

Much of the detail on the model was created by taking bits
from other Citadel miniatures or kits and attaching them 10 the
basic plasicard frame. The Chaos Alier was consiructed fr
a piece of plastc sheet, cut 1o the right shape and then carved
and painted to make it look like marbl. Plasicard i
adding flat detail, as you can draw outthe design and carcfully
cut it out before gluing it o the model.
“This is exactly what 1 did with the Chaos star des
had cut out the basic shapes, I sharpened the points and
straightened the edges with an emery board. | cut tiny discs off
a length of plastic rod 10 use as rivets. The final touch was to

the head of a map pin i half and glue it 0 the centre of the
star as a gem-stone.

s ot f skl rom the e Undead lasic Kis

ould't wor bocase sl waed
s in Adrian’s illustration. Unfortunately this meant
bar [ 1o dothe whole cmveaion e sl

This provides a good example of why you should really make
a rough mock-up of your batte scene before you actually siart
‘work. This enables you 0 avoid the problems of bits not fitting
together, or just not looking right when you make the real
model. Making the mock-up also allowed me to put the
‘miniature conversions in place 1o see if any fine adjustments

Talso made a rough backdrop at this stage so that
T could work out th size and position of the Earth in relation to
the rest of the composition.

were needed.

ORDER OF CONSTRUCTION
Most of the techniques I used to construct this model have
o oversdnprevios Whie D odelling ariclesa i

e Eevy il modeling
rer
el e

The basic structure of the
[

such as fixing the altar to

archway you
o b ety G ay o Ll s Coic
s sick e hacd 0 e wal

‘The photographs above are a good example of how other areas
of deail were created. The photo on the left shows the wall
section before it was painted and llusirates the wide variety of
materias that were used. The wallitslf was made from plain
plisti-card, iato whick T cat & rough Mol for te bartle

ed area. | then used the fil from the top of a wine bottle
10 simulate the bent and twisted panclling. The exposed cables

wbe

cut and twisted into the right shape.

Overall, 1 am very pleased with the model. Although the basic
structure was derived from Adrian’s illusiration, the diorama
s squired e o i o ully conveys e dark s
brooding atmosphere of the Warh: universe. I've

e e
Old World, which will feature in 3 future White Dwarf.




THE EMPEROR AND HORUS

THE CAST OF CHARACTERS
HORUS

“The conversion of Horus was the
first model I completed for the
diorama. It is based on the body
of a standard Chaos Terminator
with the old head removed and
replaced with a ne one.

Finding

a suitably evil and

hair had been carved away
Tooked just

the model  thorougYy nasty appearance. Tis ffcct was forther
Cohance by paiming o th blocd o vins o e Skl 1 ik tht e

powerful but deadly evil warrior, hovering on the brink betw
triumph or destruction and death.

The face is often the focal point of any miniature and can be used to
really characterise your models. Most of the time, w

character models and commanders, you should always iry

putin a it exia effort.

Finly | ot few ther sl s of dtl sch s he sl
hain in order to keep the model in character with the i
picture

SANGUINIUS
The conversion of Sanguinius was onc of the the very last
‘models | completed. There are a couple of reasons for this.
It woukd have b impossbie o buikl the modelbef

ihe end I deide to iv Him he clasica ppearanceof
1. This caused a few problems with the conversions
ot xtemsin sctch blding wasnecded. The
el in the Citadel range is Blood
Angel Captain Taeho, a0 1 uscd e head and tor from
this model, adding eyes and long hair o give a more
naturallook. The lower body and robes were scratch bl
e wings were adaped from an old Citadel eagle I had in
my bits box and bare arms were salvaged from a Blood
Bowl miniature!




This i in fact

things when converting

walking up the sairs!

POSING DEAD
MINIATURES

One of the most evocative parts of

th dorama ar he deadanddyo
pace Marines lying under the

frradimiret 1l pillar

These are all fairly complex
conversions in_their own right
involving much cutting and re-
positioning of the limbs. This is no
easy matter with Space Marines as
their rigid power armour makes it

position necessary 1o

the model is dead
harder if you keep the backpack or
the model as it makes the miniature.

The important thing is 10 pose the

miniature so tht it becomes part of

ound and is lying in a realistic

way. One of the easiest ways to do this i to remove one of the

at the hip and twist it so that the foot is pointing sideways
rather than siraight up.

Because my miniatures would be partly concealed under the
platform, I found that the best compromise was that unless the

THE EMPEROR
the sccond conversion
that I have done of the Emperor. The
first one, shown in the Modelling
Guide, was not intended 10 be

project. One of the most difficult
Terminators
is achieving a dynamic pose. In the

make the Emperor look like he was

THE EMPEROR AND HORUS

figure was lying on its front, then 1 would take the backpack
off. The two miniatures below show of examples of these two
different types of pose. Because the focus of the model wa

the Emperor and Horus, 1 also tried and think of the dead
fgures a s of senry e than individal mocel' nd

e their armour a blasted and battle-damaged look.




THE EMPEROR AND HORUS

The Emperor and Horus by Adrian Smith.

THE FINAL
COMPOSITION
shows the

woss




THE EMPEROR AND HORUS

THE COMPLETED DIORAMA

Thipicureshows he s oraminal s goy. As you an s sy o act copy ofthe picture, but the overall
scene is unmistakable. I added several new elements that are not included in the drawing and left out others o achieve the right
pormdoy o o e e . oy o T appearance. | purposefully

painted the Emperor and Sanguiniusin bright. almost radiant whitc and Horus indeeper and much mare sinsier looking colour

round is all basically the

scheme. The bacl

the floor and pillar adds interest and gives a richer, more detailed feel 1o the la

ne colour and is desi

ed to create a con

ast with the miniatures, the

narbling on

‘he Warmaster stood bestride the body of a broken angel.
et e sortred cari filed he vewport,a bl
Jor Horus 10 seize with one claved hand. Corpses of massacred
Space blarins lay everpwhere
s face glowing with internal bloodlight, Horus spoke. “Poor
Sanguinias. | offeed i a posion of pover n the ncw rde
He wave sat a the right hand of a 8od. Alas he chose 10
i el i he o

s rop that b e No man can master
ke gy 3o e oo yomegat Tow ot
he servamt ot th masier,
look of rage transfigured the Warmaster's countenance. H
mmw.wu».‘.,.ma..M.u//umm,../m The hn[»rrw
reamed as agony wracked his i nature of
el e e et oo o ey

The e ket s e i ok e n,§
]

my po

The Empe ing 10 o from
i tongue. In the end he coutd only whioper: -Win?
Mad laughter rang ot “Why? You ask me why? Have all hose
5 millennia taught you nothing? Weak fool, your timidity
prevented you from binding the forces of Ghaos. You shied away
fl the ultimate power. | have bound i 10 my will and will lead
umanity into the new age. 1 Horus, Master Of Chaos.

Seads of aweat stoad ut anthe Emperorsfrchead s e
ot R st o St e

« asein Horus cstued and anes of pre pison sared
thous the Emperors ein. ey come e,k e, s
hatyou could witness m triumph. Kncel before e and [ v

_ pare you. Ackmoviedge he new st of mankin

wou




SPACE MARINE

DREADNOUGHT

Space Marine Dreadnoughts are
the living embodiment of their
chapter’s fighting spirit. Striding
across the war-torn battlefields of
the 41st millennium, they easily
cut down their enemies with a
deadly hail of fire from their
assault cannon, or utterly crush
them with their mighty

power fists.

3

‘This boxed set contains a complete Space Marine Dreadnought.
‘The box also Includes 4 ful-colour, self-adhesive banner sheets
and 4 Citadel watersiide transfer sheets so that you can paint
Your Dreadnought in the Chapter colours of your choice.

This madel reques assemby. We recommend tha the pars are ceansd

Gtadel the Giadel castie, Dark Anges, Games Workshap,
‘Space Marine and Wamammer are regetered ademarks of
Games Workshop Ld. Biood Anges, Space Wolves and
CITRDL Ui ar facemrss o Games W

SNSRI © Games Werkshop L, 1985, Al ighs reserved.




CHRONICLES OF WAR

by Jervis Johnson
‘Whether you’re a stalwart Dwarf General or a scuttling Skaven Grey Seer, this article
xplains how to link your Warhammer battles together to form an ongoing campaign. By
following these simple guidelines, you can lead your army on an epic trail of conquest!

LINKING YOUR BATTLES sames o test ot th new rules nd roop ypss we were

A couple of months ago in the Gathering of Might battle report
we described a huge, multi-player game of Warhammer that
wo playeda the Sudic Ast eadn will ve st
the introductory story writien by Robin Dews m:
mely the Batile u/smr Tver
in WDI70, and the Gauntit of Fear batle report from army landed froma Black Ark. The Dark Elves would be
WDITS. If you re-read these articles you will see that they itk i scarch of slaves, and once they had enough they would
y which acts as »  to Naggaroth.
series of games we played at the Studio. This method of
linking games together by writing a short story is called
lay ign and, as 1 hop ;
it's @ most satisfactory way of adding even more interest and
excitement to your Warhammer games

THE NARRATIVE CAMPAIGN

Narmaiu campags e skmpliely sl i 3
e et
undermandisg b 1 VTR SRS Bl

history. and some imaginaion. The impartant thing (0
member is f

o ey e o s W
world, rather than in tota isolation. This means that when you
fight 4 batte, you need 1o decide when and where it happens,
who i fighting it and what are the reasons for the batte being.
fought in the fist place.

Working out the narrative to link two battles is really very

next batle 1o be fought. There is no need to write down the
narative as a shor story, a seris of notes will do, but it has 1o
be said that the more effort that is put nto the narraive, th
better the campaign will be. Al the battle reports we have
published include a short narrative introduction, and so
studying the games in your back issues of White Dwarf will
give you a good idea of the length and amount detail that is
required to make a good narative,

Here’s an example of how this process can work. R

Warhammer Armies books and needed to play 4 series of




CHRONICLES OF WAR

‘This proved the basis for a most entertaining narrative
‘campaign, in the which the Dark EIf Admiral Kurl Vraneth

battle. The
surrendered to Admiral Vrancth's Black A
Proclamation of Damnation, as it sailed into the city's
harbour! Now that Nigel is working on the Wood EIf army

feanring he rtsnof Kl Visneth o the OK Worldon an
expedition to the Wood EIf forests of Loren.

SPECIAL SCENARIOS

Although a narrative campaign will work perfectly well as
method of linking together battles between equal point value
armies, it can also provide an ideal opportunity 10 fight batles
with uneven forces and special rul namative campaign
thr [ e a ot i ity Dark Blves vasone of e
former type, equally pointed
R s | e i integ
backdro for the ‘and made the series of batles far
more memorable. Sometimes, however, you wil find that the

namrative Strt o develop a life
o i o, nd o wll v that ot beg fo e
special rules 10 be added to the next battl.

An excellent example of how a narrative campaign can
provide the inspiration for a special ‘one-off" battles was the

narrative campaign we played at the Studio following the
Gathering of Might batle report in White Dwarf 131. Thi
battle had proved so exciting that we decided to carry the
action by playing a narative campaign to see what happened
next. As those of you who read the batle report will know, a
onbined Wood Ef B s commanied by K
Franz was defeated by a confederation of Orc s
ChansDuarts The Wood Elf army thar o
had been largely destroyed. but the Emperor Karl Franz st
i g SO0 B ey s e o o v e
survivors of the battle then he would ill have a sizeable force
with which to slow up and hinder the victorious Orc. Goblin
and Chaos Duar arm;

WHERE NEXT?

‘The accompanying map shows the location where the batlle
took place, close to the Empire town of Wurtbad in the
¥ Stirland. Karl F

had 10 retreat, the question was where? Studying the map |
decided that Karl Franz had three choices: he could cither
retreat into Wurtbad and take refuge behind it thick stone
walls, retreal towards Talabheim and the Empire
reinforcements that were marching along the Old Dwarf Road
from Talabheim to Wartbad, or he could retreat along the
Southern bank of the river Stir towards Kemperbad. Each
choice had advantages and disadvantages. Wurtbad offered
safty. but Karl Fanz would be tapped within i wall, thee

i S e by Lty s i highly risky,

safe and lef the army
away from the Empire
reinforcements on the Old Dwarf Road.

s et i e of s fke s s vou wn

i Wt logrie et happens. or ask

another player 1o make the decision for you. In this case |

dcidd to sk Robin Dows(vho ke the oo Epre

in the Gathering of Might) o make the choice for

KartFranz. Ever castious be decided o take the prudent
option and retreat south-west along the River

kO Gl ] s D e el A
there wer besiege Wartbad, strike.

along. Morrtindsoek st bbb
Franz and attempt (0 force him to give battle and wipe him

choice for the
pondcnng 1 decided to attempt all three options. | would
dispatch the Chaos Dwarfs 10 besiege Wurtbad, while Grom
the Paunch and the more mobile elements of the Orc and
Goblin army chased after Karl Franz. Meanwhile, the rest of
the Ore army would strike north towards the city of Talabheim.
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THE CAMPAIGN SO FAR

“The narrative was now starting o take shape. | decided that the
sicge of Wurtbad would take some time to complete and so
could be ignored for the time being. Afier working out the
points value of Grom the Paunch’ des e

would be more fun to fight a small battle between the
Middenlanders and the Orcs” advance guard for control of the
bridge. If the Middenlanders managed to fight off the Orcs'

were not really strong enough to defeat Karl Franz’s army on

rejoin the main Or army as it advanced on

army before the Chaos Dwarfs could rejoin them. However,
something would have (o be done 1o slow the Ores down
otherwise they would almost certainly reach Talabheim well
before Karl Fran.

As 1 studied the map wondering what the Empire could do to
slow down the Ores, I noticed that the Ol Dwarf Road crossed
a ributary of the River Sir, and that this also happened to be
the point which we had marked the Middenland contingen as
having reached. If, T thought, the Middenlanders were able to
destroy the bridge at this point it would delay the Orcs long
enough for Karl Franz to join up with the rest of the Empire’s

would have to fight alone against the Ores until Karl Franz
amived with the reinforcements.

The only question that remained was to decide if the
Middenlanders would be able (0 destroy the bridge in time or
not? Rather than resolve this by a random dice roll, | decided it

the bridge.

“This completed the narrative and formed the basis for the next

two battles that we fought, as well as the siege which we have

yet to complete. The first batile would be between the

Middenlanders and the advance guard of the Orc army. The

result of this battle would determine what forces were
4, mach

of the Empire and the entire Orc and Goblin army. The details

the following two scenarios. and they show extremely well just
how much a narrative campaign can add (o the

‘Warhammer that you play.

FINALLY

‘As T hope this article has shown, playing a narrative campaign
has a lot 10 offer any Warhammer player. Whether you use a
narmative campaign simply to act as a backdrop for the battles
that you fight, or get completely carried away and develop
special scenarios based on the storyline you have invented
you'll find that running a narrative campaign is well worth the
lite bit of extra effort involved in settng it up. Now | must be
going, as I've got o start organising Duke Vranarth’s next
slave raid

wos




THE TALE UNFOLDS

by Jervis Johnson

g on from the previous article, Jervis describes two scenari

which form part of

an ongoing Warhammer campaign at the Studio. These scenarios can cither be used as part

of your own campaigns or

GAME 1

THE BRIDGE OF DOOM, TALABECLAND, 2506
Following the defeat of the Empire army at the battle now
known as The Gathering Of Might (see WDI81), Karl Franz
and the remains of his army retreated south-west along the.
banks of the iver St

Wolf Riders, pursued
miles before turning back to rejoin the victorious Orc and
Goblin army. While the Chaos Dwarfs besieged the town of
Wurtbad, the remainder of the Ore and Goblin arm;
marched along the Old Dwarf Road towards the city of
Talabheim. All that stood in their w; n

of troops from Middenland. In a despemle bid 10 slow down
the Ore army and give Karl Franz a chance n
the commander of Middenland

ply as interesting one-off battles.

“This tributary ofthe St cuts across the Old Dwarf Road along

which the Orcs were advancing. If it could be destroyed then

the Ores would be delayed for many days. However, before the
e ad

‘guard of the Orc army marched over the horizon and started
deploy for battle! The Middenlanders would have to hold off
the Ores” advance guard if they were 10 have any chance of
destroying the bridge and giving the Empire army and Karl
Franz the time to regroup.

THE FORCES
Select two armies up to & maximum points value of 1500
it can be used if the players wish, but it

Value of greaterthan 75 poins. In addit
spocc sesictions pply o e s

the following

ORC & GOBLIN ADVANCE GUARD
“The army may not have a Warlord, Battle Standard or any
pecial characters apart from Gorfang Rotgut and i limited to

other type of moun. In addition, the army may ot include any
of the following troops: Boar Boyz, Wolf Riders, Spider
Riders, Big "Uns, Black Orcs, Giants and any type of war
‘machine or monsier.

MIDDENLAND CONTINGENT

1
Wizand o Wizard Champion. andany number a:(mmpmm
a

other type of mount. In addition, the army may nor e
of the following troops: any type of Knight, Outriders,
Reiksguard infaniry, any type of Kislev troops, Dwarfs,
Halflings, Ogres or any type of monsier. The army is limited to
asingle regiment of no more than eight Pistoliers, and the only
war machine it may have is a single Great Cannon.




‘THE TALE UNFOLDS

SET UP
lyed down the length ofthe table. Onc narrow
e e st o
v il tone e across he bl nning wet 0 st
about a third of the way down the table from the north edge.
The river mly only be crossd a he bridge. 1 you want,

wzamm.smwmmmmmmumm»g

within 12" of the bridge, with
down) on

nd hill in place.
: The Empire plyer may oo to atack the

bridge as long as all his forces are north of the

bridge has a toughness Q-ﬂmukspmnuoldmnge

the bridge can “attack” it in their own hand-to-hand combat

‘phase, and will hit automaically. um ' e

has a Great Cannon then they can

Hoverer e cingon bl wlllmlylulmehndg: e Iand:
either the startor the end of its ‘bounce’

other e s oo ol i e s vhen W

the north side of the river, and the remaining half
(rounding up) 1 the south. Characters and the Great Cannon
f one is taken) may be set up north or south of the river as
desired, apart from Champions who must set up with their
regiment. Any detachments must set up on the same side of the
iver as their parent regiment

The Ore & Goblin advance uard st up second, st of the
river, and at least 16" away from any Middenland troops.
Roll as normal 10 sce who gets the first trn and how long the
battle

SPECIAL RULES
“The River: The river is considered 10 be
‘which should be wi

“wrong’ side of the river (ie north of the

Goblins,or south o theriver for Middenland troops) wil

for h idge ad i acow s the g s hela by

enemy forces. If the bridge i held by the encmy. then fecing
side of the river will run unil they reach

then stop (even i this means that they.

are caught by pursuers).

VICTORY CONDITIONS

THS O S GoNa adFitcs GuEH Wi they bave say
‘models on the bridge at

‘Any other result counts as a Middenland victory.




‘THE TALE UNFOLDS

GAME 2
THE BATTLE OF TALABHEIM, 2506
‘The forces that are avalable for his batte will depend on the
outcome of the Bridge of Doom scenario described above. By
this time Grom the Punch will have rejoined the Orc army. so
the Empire will be facing the combined might of the Orc
&Goblin armies. However, if the Middenlanders were
victorious then Karl Franz will have time to join up with his

capture the bridge, then the Empire troops near Talabhei

have to confront the Orc and Goblin army on their own. and

will just have 10 hope that Karl Franz is able to reach them
they suffer a catastrophic defeat!

L34

THE FORCES
Select an Empire army of at least 3,000 points, and prefersbly
‘The Empire force is split into two contingents, one

‘monsters, but can have any other type of mount. In addition,
the army may not include any of the following troops:
Outrider Hall

Monster. The army is allowed to include a single regiment of
Pistolier, a single regiment of Reiksguard Knight, and up to
three Great o other Knights or War Machines apart
from those mentioned above may be used.

Ore & Goblin Army: The Ore army is limited to Shaman of
0 higher than Master level, and may not include Gorfang
Rotgutif he was killed in the Bridge of Doom. Apart from that
o restrictions apply.

SET UP

Set up terrain using the normal Warhammer rules. If the
Empie mansged 1 winhe Bid of Doom, then th i

and reinforcements are deployed together as one large ammy. If
the Empire lost the Bridge of Doom then only the reinforcing
‘army is deployed at the start of the game, although Karl Franz
may arrive once the battle is underway.
Roll as normal t0 see who gets the firs tum and how long the
bate willlast.

SPECIAL RULES
Karl Franz’s Forced March: If the Empire los the battl of
the bridge then Karl Franz and his army are not deployed at the
start of the batle. Instead, it's assumed that Karl Franz is
desperately force-marching his army in a bid 10 reach the

and the

points. Each of the contingents is treated

ndin selected uing the normal ules (apart from the
bel

by the much larger Orc and Goblin army. To see if Karl Franz

Karl

is equal 10 80% of the b ares Empire force. All of this
is summarised on the following table:

Total Empire Karl Franz's  Empire  Orc & Goblin
Force Army  Reinforcements  Army.
7,000 4200 2500 5600
5000 3,000 2,000 4,000
3,000 1.800 1200 2400

* This is the “historical” size of the action, based on the

arvivors of the forcs tha fough n the Gathering of Might
batle report.

LIMITATIONS
Select the armics p o the points value shown aboy
the armies may use allies. In addition the following specific
restictions apply 10 the armies:
Karl Franz's arl Fran’s army must have Karl Franz
as the Army General. Apart from that no restictions apply

Empire Reinforcements: The Empire reinforcements may
‘General or Battle Standard, and the only

the Bridge of Doom). Characters may not be mounted on

wos2

i
Franz will arive on a D6 rollof a 6. Stating with the fourth
Empire am, nd i e end of the b, KalFrane will

D6 roll of 4. 5 or 6. When (orif..1) Karl Franz.
arrives, he and his army enter play in the same way as the
resrves i the Gathering o Might batle eport (sce WDIS1).
Some of the reinforcements may be hekd back and brought on
atthe startof a ater turm if the Empire player desires.

Empire Army General and Battle Standard: Karl Franz is
treated as the army General for both his army and the
reinforcing army. This means that any unit from either army
that is within 12" of Karl Franz may use his leadership when
they take a leadership based test. By the same token, the Battle:
Standard in Karl Franz”s army is trated as the Battle Standard
for the both his army and the reinforcing army. and so any unit
within 12" of the standard may re-roll any failed break fess.

VICTORY CONDITIONS

‘The normal Warhammer victory conditions apply

ADAPTING THE FORCES

Although we use our narrative campaign to provide a linked
series of battles for our (wo largest armis, pire

Ores and Goblins, you should el free to adapt these rules to
include any of the armies that you or your friends have.

Your own campaign might be set in another part of the Old
‘World, where a High EIf army is defending a bridge against a
‘Skaven horde, or any other such combination. The important
thing is to experiment, use your imagination and most of all
have fun!




TURNING THE TIDE

by Jake Thornton and Gavin Thorpe

In the aftermath of the battle known as the Gathering of Might, the Ores pushed north,
trying to capture a vital bridge. Meanwhile, the Empire forces marched south to destroy

this vital I

e bratlesand taterd messeger saggered ink the
Empire camp. ]allmg at he feet of the burly s
Ores are comi “the Ores are coming.

| The camp erupted into frencied activity as battle horns
sounded the call 10 arms. Halberdiers ran io form their
ranks as horsemen calmed their whinnying siceds. As the

i soldied g thei ploces anthe dtbegen o

settle, the ofthe mll ocesirode i he
Gearing nrimtegon

St S vl v oty s com B

the Orc. e i

beumeen hei and 1he wallsof Talabheim isel. Karl
Franz rides 10 our aid but his arm i tired and has
‘marched far. It cannot reach the ity before the enemy.

He stared at each of his followers in turn, their grim faces
neither sadness ~ only determinaii

“The Ores have a mighty army but we cannor falter. We
will either live forever in glory or the Ores will feast on
i bones!”

INTRODUCTION
s we'dplayed e Gatherin of Might andJri b come

e lemead 1 1 8 e S sgaln
rang with the sounds of wr.

Although we used the Ore and Empire armies o fight this
battle, there is no reason why you couldn't use any
combinaion of sries, As Jervi i i s a
these armies because they are the largest we have, and
we are in the middle of an ongoing campaign. In fact, the.
rios were so much fun that we're going to fight them
again (0 see what happens when Chaos fights the Duarfsor the
Elves defend the bridge against the Undead!

k. The scene was set for a bloody battle.

LISSEN UP!
Gavin: The bloody rampage
continues! Following

the special rules for the
8D (R g SR i iy o1
soldiers fell. The

ed tight restrictions on the troops I could pick,
my definition of “elite’ rapidly became  well quite g0od.
really...

Sincemyarmy would bave 10 comerg on 2 smal pionof
ih ol the sl act of getin s many g
units as possibl ks g b o s
st -t e i s i A
‘combat and did all the other things they do to spoil your plans.
1 nceded a force that could strike quickly and cleanly for the
bridge without falling over each other on the way!
My first choice was a unit of Ores with Gorfang Rotgut at their
ipped with a Posion of
Strength and the Sword of Foride which slovsthe bers
and the unit he is with to ignore. e e
sn't worried about fear or terrr, but panic can spell doom
for an army, no matter how tough it is. Once a unit breaks this
an cause a chain reaction and, before you know it, your whole
army has run off!
Next 1 ook thirty Night Goblins carrying the Evil Sun Banner,
by a Big Boss and hiding two Fanatics within their ranks.
‘The regiment also concealed a Night Goblin Master Shaman
with a Spell Faniliar. Just for spite I decided to give the
Goblin Big Boss Mad Cap Mushrooms. This devious magic
item can be fed to a Night Goblin Fanatic, causing him to
ifict n exra D6 it aant the s it e is. Withtwo
Fanatics and the Mad Cap Mushro cant a potential
F 36 e 5 i o he femms cncenyveginces e
riggered the release of these ball and chain loonies!
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For extra punchin’ power I also dragged along three Stone
‘Trolls. Their magical es ity 1o regenerate made
‘me sure they'd get into the heart of the fighting intact.
o my el it of RO really good
next chose twenty Savage Ores. Th
slways subjec to freazy unless they are aciually charged

themselves. As 1 Jake would be going for 3 largely
defensive force and in alllikelihood I would be the one doing

e charging he extra ot weee a warthwhile invenment

‘With some poiats left over I smoothed out the rough edges. |
've never

“This may scem bit risky, but part of the fun of Warhammer is

trying out stuff you've not played with before. The Orc

.. AT ALL COSTS

: My orders were simple. |
had 10 defend the bridge and
buy time for both parts of the
‘main Empire army to link up. If
the Orcs captured it then the
rest of the army would be
massacred before Karl Franz.
could amive. I had t0 hold
bridge, whatever the cost

With this simple objective in mind 1 began to chose my

(hopefully) valiant defenders. I was restricted to taki

which I quickly realised would be of lttle use defending a

st posiion ke the beide. Howevr, they did have ane

mparm ity w anc

Secker. The Amulet of Fire would give the regiment a 4+
Dispelonce cach magic pas, Like my choiof Sue Trols,
Ididn't we ol

ol Pt 1 e et troops weren't dealt with at a
distance and they managed o get in amongst my dense ranks
of lost. It issi

GETTIN’ READY

1 had  distinet advantage in his batle as Jrvis” specil

but a vital one for th fate of the cntire Empire army. With
rim facesthe Pistolers bravely took up thei positon

‘The rest of my army consisted of foot soldiers. These fell into

did. I.oukmg oy dcplcymenl there weren't any o
surprises.  thought he would go for Halberdiers as their +1
Strength bonus counteracts the Ores’ Toughness of 4 and

1 placed my Trolls and Gorang's Ors irctly ppost the

ridge. They were 10 lead the fighting and advance as quickly
as they could. The Savage Orcs and Night Goblinswese plcsd
slightly to either side. I hoped to fanks
drawing off one of the Halberdier units or, mh..; that, 10 at
leastattract a fair amount o the incoming missile

‘The scene was all set for me to roll over the fecble Empire
defence and onto the bridge.

The opposing armies deploy for the Bridge of Doom scenario.

woss

ind

once they had closed in.

1tk two Halberdie regiments, bothcihieen srong wilh
dard bearers and Champions. This would enabie them to

Combd ok, In sk, b of e egimcats oo
a second character and several magic items. The first was led
by an Empire Hero with the Amaet of Fire. Their Champion
held the Ruby Chalice and War Banner.
by 3 Grey Wizard Champion
with the Book of Ashur and the Staff of Flaming Death. Not
taking Dispel Magic Scrols was a bit of  risk. but it was one |

the regiment also carried
the Dread Banner. As you
can see, these regiments
were very well equipped.
A third, smaller regiment
of cight Spearmen would
stay on the bridge itself, to
Ty AR
would be in the centre of
i amy. L o 0 give
their Champion the
of Urgok to ally any =
my troops that

My madle o
consisted of

ooy st
of Archers, and the single

ercenskins!




The Pistoliers are slaughtered by the crazed atack of the Night Goblin Fanaics

LET BATTLE COMMENCE!
The Pisolesspurtd i borss and galopd towardste

the gore-spattered Fanatics so close to them, the unit of
Archers on the Empire’s left failed their panic test miserably

The Ores advance is halted when Jake captures
their Shaman with the Traitor of Tan!

the Fanatics were cas

and wrned til 10 flee. In repl;
down massed Empe missic e Wi desfening e

master gunner aiming at
Gocang Rotgut Wmself. Lacily Gavi, o b

si!”roll and amother Ore took the cannonball ight between the

yes! As the iron hll o hrongh the regimen. two more
Orcs were smashed to,

The first Magic Phase was a

maclstrom of spells. The Horn of

Jrgok resounded actoss the field , but
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it. He didn’t want the f

the Imperial line. Then the ghostly green Hand of Gork

0 plonk them unceremoniously down in front of the surprised
Halberdiers. Scizing his chance, the Grey Wizard pointed his
Staf of Flaming Death at the newly-artived Ores. However,
the blazing doom failed to appear as Jake rolled only a single
hit and even this ind the greenskins...!

‘With their customary blare of horns and pounding of drums,
N o S v e 8 el s
ol . W of the Savage Ores

of another, wm tumed round and lashed out

s Squabbling amongst emaves The Onc oy saned

ha tch
Savage Orcs, the Snotlings looked confused. They started i
half-heartedly slap each other about, copying their brawling
big cousins. The Trolls squinted stupidly at the Ores, and
pondered s srangecceurence, On the e ight, the Nigt
Goblins were also tempted to joir aves of

wier from the Evil Sun Banner they e et ot st
they marched forward.

DISASTEI

Eventhogh they weesow magialy i o ake' sy,
the traitor unit of Night Gobli ool o
the Evil Sun Banner to pass. mm...m| st The S
il wandeced ey o e s of et comveriaty
placing himself right in front of Jake's Crossbowmen. As the
rest of the Night Goblins trned and shuffled away from the.
river, the hiss of crossbow bolts and arrows filled the air

single wound! Mork was obviously waiching over him.

In the magic phase the Ore boyz were once again swept away
as the Hand of Gork reached down and moved them even
further from the river. Still under Jake’s control, the Night
Goblin Shaman twrned on his fellow greenskins, unleashing

Gaze of Mork on the nearest regiment. Five
Goblins dicd in writhing agony and some surprise, as the
s of enegy ploughed through e it andon it the
supposedly magic-esistant Stone Trol

his unruly mob t raly. and m) reformed in front of the
woods. ot shou o st 0 ply
Somning avay’ themicive,saw th Sevage Ores rocrgsiong
ped dead in their racks. The Trolls once again stared.

‘dumbly around and didn’t move at all!

E Traitor of
Tarn with Total Power. As Gavin looked helplessly on, Jake

it including he Shaman and his familar! With both e

The Ore bvvz e Hnd of ok arippng them agim but
this ime hey were dragged back 0 wher

facing the wrong way! The Horn of Urgok rang o puciy i
the unit of Archers ralled instantly. Following this,the Staffof
Flaming Death lived up 10 its name and hurled a fatal bolt of
fire into the Savage Orcs. A single Ore was sheathed into
z e !

Gavin He
had to get his Shaman back, otherwise he might as well pack
up his fungus beer and go home now. Rolling the dice with
quivering fingers, his shout of triumph echoed across the
Studio. He'd rolled a six! Snatching the Shaman’s Spell cards
back fro he did.
As the Grey Wizard attempted t0 castthe Dance of Despair on
the Night Goblin Shaman, Gavin played Destroy Power, and
then won the dice roll. The power was sucked from the Grey

forever. A very tired Hand of Gork
stretched lazily across the battlefield, to lft up the Orc boyz

their panic test and fled for the table edge.

woss

‘Afer s of frustraion, Gavn fnaly ges he Ores ino combat with the Empire Halberdicrs

“The Staffof Flaming Death killed another Ore, but Gorfang’s

Sword of Fortitude stopped

the uai baving o ake 3

Gavin's

e, Looking e bows
pointing a him, the Shaman

sulped and cast "Ere We Go

on himself, adding +1 10 his

Toughness. The Ores had

COMEBACK
The stalwart Halberdiers
accompanying
Wi more e
steps,slowing tcir magic
" beter aim with his
Staff of Flaming Death
Meanwhile, the regiment of
Spearmen lowered their




The Ores” attack is repulsed the Empire defenders.

Gorfng ws sgan e o th pdh of 8 Gt Cannon
e s et vl
srecilig il ball NS R Sowi g volly oF
bowfire bounced off the Night Goblin Shaman without

TURNING THE TIDE

“Then the Empire Hero struck at the Orcs, two of the greenskins
faling prey to his flashing sword. Defeated but desperate, the
Ores grimy fought on.

inds of magic were

e n offhis

a sudden blast from the Staff of Flaming Death, but as

the smoke cleared the Shaman stood up, singed and spitting.

ash from his mouth, but still alive! What mystical cnergy

protected this lucky greenskin? He had survived spells and
Volleys that would have wiped out scores of lesser gabbos!

Ore boyz started running towards the distant Empire

regiments, keeping  strong line with the Snotlings and Savage

O, while the Night Goblins turned around again. It suddenly

looked like there may be some real fighting after all!
agodly sigh of

reduced 10 the roll of a single dice and not much happened.
‘The Horn of Urgok blew loudly, but Gorfang Rotgut's Sword
of Fortitude meant the Ores in combat with the Halberdiers
were immune to the panic tests it should have caused.

al their Animosity tests passed with rolls of sixes! Even the
Trolls managed to drag themselves a few steps toward the
brde. Bellovig  va . Gorangdrk down b Porion
of Srenihand et abou desroying e Halberdie

2t Hero of e s who cllenge K umuugn

Gork
e e pma up the Ore
boyz and casually tossed them into combat against the
Halberdicrs. This was despite Jake's best efforts to dispel this
much-used Spell

IN THE BALANCI

In their final turn, the Empire army stood solidly and fired

was again the c:..m of a hail of crossbow
bl Rsres whIAONT AL S viosiskion a8
i G A he e s Syl P s it 0 s
disintegrated into a cloud of raw magic. The Savage Orcs lost
three more of their number, two being struck by a cannonball
justasthe third went down with an arrow in his eye.

In the centre, the Halberdiers’ Champion siepped forward and
yelled a trade of abuse and references 1o their parentage at the
Ores. Gorfang Rotgut quivered with rage and with a mighty
blow cut down the brave but impetuous soldier!

Bos:
retur, with his magically enchanted Strength of S, Gnﬂang
cleaved his sword through the impudent challenger.
Unfortunately, the Halberdiers had now closed ranks, and two.
of the Ores fel trying 1o get through the solid wall of st

ovious. Sesing the
pressed against them the Ores

Ea sl R e inisatsy pereeins
Halberdiers. Secing that everything was over, the Night
Goblins failed their panic test and fled too. Even the slow
brains of the Stone Trolls realised something was up and they

also decided to lee from the chasing Imperial army - running

further than they had in the previous four turms put together!

And so the bridge was held against the mass of the Orc and
‘Goblin army. Imperial Engincers from Altdorf arrved shortly
after with kegs of black powder to blow up the bridge. The
Ores had failed and would now face the combined might of
Karl Franz’s army and the reinforcements from Middenland.
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The batle unfolds as Jervis looks on.
ORC CONCLUSION
ly delay

10 reach the bridge meant I had o get stuck in straight aw
This was fine. since I had opted not to take any lmsslk
weapons.

Tt of Gon s eyt 0 he e rovin ot
I could keep him alive I was virually garanced to win

y of g quaniity
these circumstances, when one or (wo of my units acted
11 had insufficient replacements to make.
the 0dds. Despite this, 1 stil think that having lots of units
would have led to them geting in each others’ way once I had
closed in on the bridge.
Once ind halfy
through the batte T was actually no closer to the bridge than
when I had stared. Obviously Sigmar was watching over the
Empire while Gork and Mork sat in the comer and beat cach
other over the head with large clubs.

EMPIRE CONCLUSION

Hah! ly
dunppmnung resul, this must ank as one o the most

Jake: ‘Warhammer
T've ever played, what with the Traitor of Tarn capturing

Shaman and a mgmm\l of Orc boyz impersonating a yo-yo.
this bizarre battle never ceased to surprise us! 1 think the
b 1 i

special rules that apply o the scenario you are going o play:

‘Throughout the formulation of my plan I forgot that Gorfang
didn’t count as a Warlord and was only acting as a Big Boss. If
1 had remembered this 1 would certainly have left the Stone
Trolls behind. Usually  unit of Trolls” stupidity has litle
effect if you can keep them within 12° of your Warlord

‘psychology test using his Leadership (as I did during
the Gathering of Migh. In this case they were testing against
their Leadership of 4 and did nothing at all!

“The poor Snotings did’t know whether they were coming or
soing! One minute they were copying the Ores, the next
they're pretending (0 be Savage Orcs. Afler that the Savage
Ores ran offand they're et fecling a it lonly. Then the Orc
boyz reappeared again

only o be caried of by a
magical hand moments
later! My plan had been 1o
keep the Snotlings close
o the Savage Ores which
would have made them
frenzy when the Savage
Ores attacked. Although
Snolings might notbe the
most theatening creatures
in the Warhammer World,
anything with six attacks
demands at leas a ke
respect.

Animosity played its part,

from one end of the battlefield t the other.
Gavin tried his best but the luck of the dice were against him

looked like a batle-winning spell actually turned out to be
Something of a double-cdged sword as I used it o move his
the far end of the battefield

ik tht myploe s  gd on bt with Gavi's bk 1
i fact,

in Shaman onto the
. but a single

using Hand of Gork
bridge il A eaisicat wada's T
character w

Al in all, a most unusual and entertaining game which I'd

their Warhammer bates

that I only had four s

Gorfung':

woss
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THE BATTLE FOR TALABHEIM

by Jake Thornton and Gavin Thorpe
Following on from the Bridge of Doom, the Emperor Karl Franz led the combined might of
two Empire armies against the marauding horde of Orcs & Goblins. This time, the
greenskins would be outnumbered, but they weren’t going to give up without a fight...!

WHAT NEXT?

After the Empire victory in the Bridge of Doom scenario, the.
Ore army was delayed long enough for both parts of the
Empire force to join up. With the Emperor Karl Fran at their
head, the combined Empire army waited for the approaching
Ores just south of Talabheim.

Looking at Jervis® notes for this second scenario carler in this
issue, you'll see that the size of this batte isn’t fixed. To fight
the “historical” battle, we'd need several players for cach side,
and as only Jake and Gavin were free at the time, we decided
o fight a smaller version. Jake took 4000 points of Empire
troops and Gavin chose 3200 points of Orcs and Gobins. This
kept the right ratio of forces, but was a size of batle that we.
could casily play in one day. We foughtthe battle over an eight
foot by four foo table, taking notes and photos as we played.
Later, these notes and snapshots enabled us 10 recreate the

conditions, where we took the photos you see here.

Karl Fran: leads the combined army of the Empire.

NO PRISONERS!
Jakes el the adds wee tacked in my fvourand hat'
alright by me! 1 had struggled through the first ich
e o e e M e O
won. I thi sect e, I was now going 1o make maximum

p
as 1 possibly could.
Tothis e, choe an sy with bigh proporion o arilery

y two regiments. n Reuks;uxm Kaigts conk sk ot sod
destroy the Orc units which had been crippled by m;

cannonade. I would also take lots of Dispel Magic Scrolis to
stop the Hand of Gork and any other nasty surprises Gavin
‘might have thought up. In addition, one of my wizards would
carry the Skull Staff o aid any normal attemps 1o dispel the
enemy magic. I had everything going for me and felt very
confident. With a 20% poinis advantage in what was basically

‘game 1 just had to win. Dida't 12
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Morghun’s Orc and Goblin horde.
IT’S NOW OR NEVER!
ind I was the underdog.

attacks kills
Some cheap support for Morglum,

character can till lose even when every one of i

an enemy soldier! I needed

‘This suited me fine as an overconfident opponent can make
some serious slips. I wasn't particularly hopeful though, as
Jake is an experienced gamer and was bound to devote as
much attention tothis batle as normal.

With 800 points more than me, the Empire army would
probably outnumber m troops, o at worst be equal in size.
For an Ore and Goblin army this is partcularly bad as sirength
in numbers s their main advantage. If I couldn’t outnumber
the Imperial soldiers I would have 10 try and outclass them.
Not easy when you're going to face tough opponents like
Reiksguard Knights and Karl Franz on a Griffon!

First on my list was Morglum Necksnapper himself. Morglum
was going to be the toughest component of my army and I was.
going to equip him for the job. Taking a look through
b Ao MagioslChase Mg s Mamgr 0
be Morglum’s weapon. This mighty axe adds +1 10 a
character's Weapon Skill, Strength and Toughness. Not only
that, the bearer always strikes first in combat, and the axe
allows no saving throws for normal armour! Thi

perfect choice — Morglum would cut through any units of

in a position to attack, I also gave
Morglum the Black Amulet wnd Armour of Protection.

My next problem was getting Morglum into combat. IU’s all
well and good loading your characters down with death-
dealing weapons of destruction, but it only takes a single
challenge from an cnemy Champion to scupper your plans.
Single characters fare badly against large units as they don’t
et a rank bonus or carry a standard. This means that your

woso

the answer. In
afitof greed I ook allthe Wolf Riders available — all thirty six
of them! A Goblin Boss and Big Boss were added o the unit,
to answer any challenges that may otherwise stop Morglum
getting in close and hacking the enemy regiment (o pieces!

My two other main units were a regiment of Black Orcs and &
regiment of Savage Orcs. These are both really hard units that

+1 bonus 1o their ‘magical tatoos” saving throw. My next
choice of two units of Night Goblins was essental. Their
Fanatics are such a threat that your opponent has 10 take

with short bows, bt his was for annoyance value rathr than
any hope of inflcting serious damage. Both units were led by
Ore Big Bosses to counteract the Goblins” terrible Leadership

1 was certain that Jake would take two or three units of Kislev
Horse Archers to draw out my Fanatics. To try and prevent this
I gave one of the Orc Big Bosses the Pipes of Doom

the Horse Archers nd allow my Goblin units to advance on
the Imperial line with their Fanatics still unused. I also took
two Doom Divers and a Rock Lobber 10 ry t0 wipe out those:
pesky Horse Archers before they got 100 close

The rest of my points went on a Night Goblin Shaman
Champion, some Dispel Magic Serolls and a few other odds
and ends (especially the Evil Sun Banner and Sword of Bork
which help prevent Animosity). We were ready 10 sell our
lives as dearly as possible.
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MORGLUM NECKSNAPPER’S ORC HORDE
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A of ki 01 i Or Bt Samdard i

Vo S

36 Goblin Wolt Riders it g

and shiclds. The egiment
‘muw"o.,w..-_...a L2 2 Goblin Doom 40 Night Goblins with short bows led by
Divers. — 20 Ore Big Boss with the Sword o Bk
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THE BATTLE FOR TALABHEIM

ORCTURN |
ORC TURN 1

s o single mass the Orcs and Goblins marched
towards the Imperi Once
agin the Night G

Banner, proved to be too unruly for their Orc Big Boss too
handie. Rolling a 1 twice in a row, they failed their Animosity

testand stood squabbling where they were!

My Wolf Riders were
©
Morglum's movement of

necks out just yet.

Guessing the  range

perfectly, T sent the Rock
ber's crude ammunition soaring towards the centr

ed by
rock wobbled off m;ﬂ 1o narrowly miss the Grey Wizard
standing on the hill. One- Divers landed slap-bang
on targe, Killing 2 Great Cannon erewan sging the
war machine itself. The oth sai Karl
Franz’s head to hit the ground with an audible SPLA




ATTLE FOR TALABHEIM

e winds of magi were
but since my Night
ent

i todo mayhing
this turn. 1 di

of Savage Orcs. On the
Empire side, the Supreme
Patriarch

card from the Chalice of

Spels) 5 Jake quickly
dipelled it with thesidof  EMPIRE TURN 1
the Skull Staf. EMPIRE TURN 1
Jake thentried 1o cast Bridge of Shadovws on my Wolfboyz, Jakes With  shriek, Deathclaw opened his wings and ook of.
intending to move them back 10 th edge o the tabie aain.
0 sl the same problm s b i the Bridc
of Doom. 1 had no choice but to use a Dispel Magic Scrofl 10
preventthe magic from working. One scolldown and this was
onlythe frst magic phase. wounding one of the lghtly arme troopers.  made his saving
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ORCTURN 2
throw only 1o find that they had run the gauntlet of arrows for
nothing - the Goblins were more than 16" away and the
Kislevites® charge failed to strike home.

Since this first regiment of Kislevites hadn't approached
within 8" of the Night Goblins I was forced to advance another

The Wolfboyz were also
the target of the
Crossbowmen

The plocky Haflings in
the centre of my army
‘managed to plck off two
of the whirling Fanatics in

W of them, much to the
relief of the nearby

three of them can
downright - murderous.
units of missil

ps fired, and a Black

Orc fell 10 the ground, shot through the throat. The madly

bouncing Squig Hoppers proved a difficult target for the

Crossbowmen and Halflings who fired at them, but a keen-
¥

‘With the Horse Archers’ failed charge there was no hand-to-

unit of Horse Archersito range. As expected, three spioming  hand combat o 1 olled for the winds of magic and scored
F into Kislevites.  six.

Thre o e P Avchen ere bludgeoned by the Fanatics" ind both of
huge ball nd chins whilethe suvivosfarnedthels mounts  the, grecnakin magic wies passed dher Wasagh! v

around and fled for safety.
Wil ¢ doalag s sy sl ok Voo dovastuing

down a rather mouldy piece of magical fung,

e ders. Although it didn’t have the power to
T ths ditnt targt e shel {1l mong e Savkge O
S0, one of the

the Siaf of Volans, the Supreme.
Putriarch unleashed t the spell lamestorm upon the already

stood up again, saved by
his magical tattoos!

The other mortar
exploded in a plume of
smoke, ripping itself apart
as it misfired. Gavin's
]xnghler was shortived
th

e

I
himself had been saved

“Look out sir!” rule, as he.

was shoved aside by his

diminutive bodyguards
stin time!

EMPIRE TURN 2
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blat, and i thei oS e ted Gt s
flung from their giant wolves’ backs. The best part about
s bt cffect on movement. The targeted unit is

play to block further movement until it's dispelled. Those
Gobbos wouldn't be coming towards my troops next !

Killing my Horse d
the Savage Orc Master Shaman's Pit of Tarnus on one unit. 1
failed to dispel the magic and one unfortunate horseman
disappeared into the ground, never to be seen again.

ORC TURN 2

: The Curse of the House of Thorpe fell upon my
ol gl o ARk ettt et oy

Both the Savage Ores and the Night Goblins stopped o
e smong b o ey tae. P
the second turn in & row the truculent litle gitz wouldn't do
arything ~ ichudingthe Shamant The Night Goblin Archers
also failed their test, but the Or Big Boss leading them drew
his Sword of Bork which allowed me 1o ignore this result. The

‘completely the wrong idea. I rolled a double six and the fat

Squg aunched il 12° twards my own wble odge. “No.
NO NO!" I screamed, “You're going the wrong w
With a loud “Sproing  Kerthunk!" the Rock Lobber misfired,
destroying itself and its crew in a splendid display of Orc
cnsinesing. | opelssly overestimatd herangs for my

n Divers, and they soared high over their targets. The
Night ol Archen ook o o et v

With a mighty crash the Ricksguard Knights charge into the Savage Ores.

red eyes picked out the only things on the batleficld that were

mostly way offtarget, and only one of the rotund litle chaps
was killed by the volley. The Orc Arrer Boyz were more
effective against the Kislev Horse Archers directly in front of

dice, but against his expectations the Kislevites managed to
pass their Leadership test

The winds of magic blew strongly, and 1 dealt out nine cards.
Typical! Both my Night Goblin Shaman and Savage Orc
Master Shaman were breaking heads to restore order. Not only
that, 1 was sure Karl Franz was going to dive down next wm
and 1 couldn'tuse the Night Goblin Shaman'’s Orb of Thunder.

Goblin Shaman and his head exploded! Luckily, I had the

Escape card and he was transported o recover. As
T couldn't cast any spells,the frst thing 1 tied t0 do was dispel
that blasted Flamestorm that was blocking my route to
glorious victory. Morglum fumed with anger as I ailed and the
magic flames continued to burn.

Obviously planning to do something sneaky. the Supreme
Patriarch conjored up a Scarlet Scimitar in his han
Jake's plan became clear as th
Reiksguard and Supreme Patriarch
Shadows spell. Borne upon the magical bridge, the Reiksguard
crashed into the Savage Ores, lances lowered and

um and he was charging unis at
i e e e 6
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ORCTURN 3

EMPIRE TURN 2

Jake: As Gavin had feared, Karl Franz swooped down from
fying high to charge one of the Goblin Doom Divers.

iee s an rom the batlefik. Then te Reitsguard
advanced, troting ac ined by
e Grey Wiard: At the clos call wihthe Rock Laboer i
tum one, I decided he was (00 vulnerable left out i the open
and I moved him into the safety of the regiment

failed to hit the Savage
Ores! The

In the magic phase the
Scarlet Scimi

the s..mm Farriarci's
hand, ripping through the
protective tattoos of a
Savage Ore.

Patriarch’s
auacks, I cast Piercing
Bolis of Burning at the
Savage Orcs, but Gav
and laid down the
Destroy Spell card. 1 lost e roll-off and the spell was wiped
from my wizard's mind.
In return, the Savage Ore Shaman cs .y Magic spell
Rodince of Prlos o the Biack Orc, clumslly reciting the

Contnsing with he
Supreme.

v

il toop o that ide | did't et or  econd.
late the unit and so used a Dispel

Ma;‘r Seroll 1o stop e el from working.

Tt tum next t0 use a Dispel Magic Scroll to siop

oo casting Bridge of Shadows on my second egimen of

1

Black Ores who were getting 4 bi 100 close for comfort. Four

Ores fell to the combined fire of two Great Cannons, but

mortar ot scterd o wrget an exploded harmlesly

Gevn usly pased the Black Ors” paic ts, and o
‘weapons in anticipation of some reven

st Canmn e s he Wollboys g, s snllury

o Ao et 1o do prevent the
Reiksguard smashing through the centre of his army. Now that
they were engaged in combat, Gavin ied to cast ‘Ere We Go
on the Savage Orc boyz. This would have added +1 10 their

My nox ask was o ge i of the Fanatic that was sl
g s nt of my line. The Kislevite Horse

S5 right showed an appaling lack of accuracy
i he Stland bowine came oy s and bd four

Fi vouldn't be getting up from that! Another Wolf Rider

was plucked from the saddle by a crossbow bolt, while the
afing rgiment i he cente avnge th loss of their

‘comrade and Killed two of the Night Goblin Archers

far et of my line, ancther Black Ore ol cut down by an

arrow fired by my Nordland Archers. The Squig Hoppers

o loted bodic

Three Dispel Magic Scrolls in one turn! We'd both come

outcome of the struggle between the Savage Orcs and
Reiksguard Knights might well decide the whole battle.

ORC TURN 3
Gavin: With Deathelaw at my back, the first thing 1 had to do
1tk e o et The resining Doom Diver, Orc
Ane hoys el G in 8" and not
"est. The Doom Diver followed his

10 protect they could get stuck

‘The Night Goblins on my left flank once again failed their
Animosity test! Fortunately for them the Evil Sun Banner
ockd i orm s 1 pased et with e rocul. s
‘much they could do though, as the Wolf Riders were
blocking the way forward. Hopiag that 1 could dispe the

all




they could follow the Wolf Riders past the woods. The errant
Squig Hopper continued going the wrong way, as I rolled
‘another double and he bounced i baseline.

A half-hearted volley of arrows flew from  Goblins

tovaris o Reiagand Keighis As Lespecisdscvey shot
armour of this elite cavalry. With no artillery

who would lose this turn,the Savage Orcs or the Reiksguard?

To swing things in my favour a litle, the Savage Ore Master

‘Shaman issued a challenge. As the only Empire character
he

actually fighting Was the Supreme Patriarch himself, he would
have to answer it or retie t0 the back of the unit. Snering in

THE BATTLE FOR TALABHEIM

y. I necded to roll  six for him 10 pass his Wasagh! test but
14 it! Maybe this ime things would art 10 swing in my
favour! The Savage Orc Shaman Lord wasn't so resistant
though, and after rolling on the "Eadbanger? chart I iscovered
e would't b able (0 castany spells this . The winds of

‘Sained another from IwClevr(nfMRtn Talso drew a card
for my Savage Orc Shaman. Although he couldn't cast any

Before any new spells were cast, the Scarlet Scimitar in the

Supreme Patriarch’s hand lashed out at the Savage Orc

‘Shaman he was duelling with. The blow struck the tattooed

‘and he was left with only a single remaining wound. Things
Jd be a bi

contempt
struck out with his sword. Three times he attacked. but the

proving too much for the Supreme Patriarch.
retum blows also caused a wound,
g’ ot of Shielding. Onc wrsicn e o the

inary warriors, and Ore fell dead after a
blow from one o the armoured rights.

To my horror I realised I there was n0 point fighting back
Wath i Sdndof Siding the Kaigt b 1+ armone
saving throw. cs have no saving throw modifi

‘nd no mater how many wounds | caused the Krights would
always make umru\mg throws. Jake had got one over o me.
again, the cunning rat! Not surprisingly, the Savage Orcs lost
g v i e amic e

with the e-roll that this allowed.

Wi flsh of mulcloured lights and  shacpcrack of
in Shaman Champion reappeared from

e

battling the Savage Ores. Unfortunately his return was rather

The Crey Wi LN Bt i v i o a3 b s e oo

With a shout of triumph I managed to dispel the Flamestorm. |
ad been in two minds whether to do this,after all it was Jake's
tum to move next. However, I couldn't risk the chance that I
wouldn't get any more dispel cards. That template had t0 be
removed for me toattack the weaker units of Jake's right flank.

As T ried desperately to hold my plan together | used the Pipes
‘of Doom on the unit of Kislev He nearest the small
copse of trees to my lef. Inflcting the ull six Strength 4 its,
managed to wipe out the unit t0 a man! Yes! Now we were
getting somewhere!

Trying to swing things further in my favour, the Night Goblin
Shaman cast Fists of Gork on himself. This would allow him o
inflict D6 Strength 6 hits on  unit he was fighting in hand-to-
hand combe,pamely the Reksgurd Keighs. With 1 sighly
wild look in his eye ct of this attack, Jake threw
ispe MagicSeol.

one, he couldn’t have any more! After the- beaing e my
Savage Orc Shaman had already taken, my final act for the
s i Sl et Scimit:

wos7
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EMPIRE TURN 3

Jake: Since they had been unable to use Bridge of Shadows.
my Reiksguard Kniy across the battlefield, lances.
Towered at the Night Goblin Archers. Choosing 10 stand and.
o, o Gl Lol ot el o i s ik 032y
ibarrassment, one of the noble horsemen tumbled from his

ot ol pking rom s et

Kislevite Horse Archers charged at the flecing Ore Arres

Boyr, cawing them 10 fle agan,back towards Gavin'sable
jge. They carried on towards the Goblin Spearmen. who also

managed to run out of charge range. Thei

srcenskins as they sc
Broken i o don sl retor 20 Hght i very

poriant 1nd hding leingunts ke s on of e bt
uses for light cavalry once bt hasbeen joined.

the Savage Orcs. However, even his powerful wings couldn’t
cover the distance, and the primitives were safe from
arl

slumped 0 th gromd th devastning round ofshooting wes

over. The clash of stone axe, sword and lance echoed

e illiden a0 te i hand 40 b hghing contmucd.

‘The two wizards exchanged blows with each other again. The

Supreme Patriarch struck home but gasped in horror as his

fatal attack was warded off by the Savage Orc Shaman’s
1 tattoos. In return the Supreme Patriarch was again

and the frenzied savages could do nothi
10 give up the struggle, the Savage Orcs carred on fighting.

‘The other combat was more decisive. Stepping forward, the
Ore Big Boss shouted a challenge, and was answered by the
Reiksguard Champion. To my horror I rolled nothing but ones.
for the Champion’s attacks. Cringing slightly 1 waited for the.
return blows, but managed to make all of the Champion’s
saving throws. The rest of the unit was more successful and

S0 that h
0. Sad

Warhorse and galloped into the middle of the Empire army.

. who ignored the desperate shouts of
the Ore Big Boss and fled. As they did so, the Reiksguard

in their sights and my Halberdiers marched of the il cyes
fixed grimly on the Black Orcs.

Yet again, Morglum Necksnapper was saved from a

e inm e f th Oobin. e Blck Orcs weee s
© her of the Great Cannons, but the third
S e ntinued to rain
destruction on the Black Ore regiment, killing two with a

ct hit from my remaining mortar.

As he was standing in the thick of the fighting. it was no
surprise when the Night Goblin Shaman failed his Waaagh!
test. Luckily for Gavin he only had to discard a single magic
card. Using the Staff of Volans, the Supreme Patriarch once
again cast Flamestorm on the Goblin Wolf Riders. The
mounted Gobbos were hurled back and two more of their

They 1

‘managed to cut down two more with their deadly bolts and
finally only the standard bearer remained, stubbornly refusing
0 panic despite the loss of his unt.

Meanwhile, back on the other

of
initiated a Mental Duel with the Supreme Patriarch, which he.
then lost. Gavin looked on glumly as he was forced to discard
the Pit of Tarnus spell. Now that the Kislevites on my right

siant wolves were killed by the Stirland Archers. As the last

EMPIRE TURN 3

woss

the Fanatics in the
large Night Goblin unit. Casting Grey Wing oo il the
Grey

the copse of trees to my
right. As he was now
within 8" of the Night

nupdemy emangled in
se undergrowih!

Trying desperately to kill

0 force the Savage Orcs
10 take a panic test. The
Savage Orcs, however,




were. now under the
effects of their frenzy,
o
ot peyhology orthe
time being. The Horn of
Urgok can only be used

combat with the Savage
Oes. To my alarm.
the Knights filed bis

thrown by his madly
bucking horse.

The Wolfboyz were
irapped again, sl ofthe
P b e

Night Goblin ot SN Things looked good for

e The oy dappcinest wis e i o s ot
Savage Ores who dida’t really stand a chance of winning but
:ewlmely continued to fight.

ORCTURN +

ORC TURN 4
‘Gavin: Sudden inspiration struck me! There might not be
it of Wolf Ride o,

Flamestorm, but this didn’t stop a character or two from

THE BATTLE FOR TALABHEIM

o the:

discase afflcted my Night Goblin Shaman. The Reiksguard
had actually lost the combat by one, and |
Mork to make Jake fail his break test. Sadly, they weren't
listening and Jake passed his break test by a wide margin.

butThad
other concerns. Failing his Waaagh! test, the Night Goblin
‘Shaman’s head exploded again, and this time I couldn't save:
im. The Goblin Big Bosssext to im did too a the
shockwave of Waaagh power hithim. Jake dispelled my use of

the Reiksguard, Morglum Necksnapper and the Goblin Big

flank of the Empire Knights. Across the battlfield, the last
Black Orc boldly charged the Nordland Archers, bu his legs
coukdtcary e e gt e st 2 Bk

The Ote A boyz masaged i aly: bt the Coblns it
spears weren't 50 bold and fled right off the tabl. Still affected
by their frenzy, the Savage Orcs were immune 10 the terror
caused by Deathelaw screeching just behind them. My

the

wasted another use of the Horn of Urgok. This time e had
hoped 10 affect Morglum Necksnapper, but as the dead "ard
character he is, Morglum is immune to all psychology tests!

ised o cast Ere We Go on the Savage Ors again. ying

successfully dispelled it The Scartr Sﬂll"h!rwled T

‘Shaman. Boo, Hiss!

on i S, 81 ol b st dombe o e crsed
Gobbo bounced off the table edge! On my left, the Wolfboyz
tumed and started nudmg across the feld behind what was
left of my army. The two Fanatics moved oo, one killing
himself by moving into the trees, while the other, thankfully,

o1 played Drain Mo cad s exd he . Abough
had not been 1 sweeping success, Morglum's attack on
the Reiksguard would be nmgh o break hem

henwtdeyplmmymbmadvﬂmonlmsmll scattered

spinning loony smashing through one of my regiments!

Swinging Morgor the Mangler in a wide arc, Morglum
Nockatappe st i i Relsguah Keighs, e

hndlwuhlnmonl)wl(mgxb.hulmwdmlhl
normal sword his Strength of 4 gave Jake a 2+ saving throw,
‘which he easily managed 10 oll.

Tied to the point of collapse, the Supreme Patrarch duclied
Rt S OSSN LG ko e
bin

that opposed me. Admittedly there was
another big unit of Reiksguard left and Karl Franz flying
1was trying to think positive!

mETUkN4

Jake: The time for heroes had come.
Suddenly set upon by the cambmzd lmghl oi Ludwlg
ranz or

Smnun‘clum e et e
six. The Reiksguard were stricken with a sudden bout of

Protection
it would be almost impossible o kill him directly. To get rid of
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EMPIRE TURN +
Amhop el s ks, With ny ok couid

then cut him down as

Before that though, | had some more missike fir 1o work out

One of my Great Cannons fired at the re-deploying Wolf

Riders, i

‘Night Goblins. A gap th
was only 2 wide! The other artillery was aimed at the Orc

Inng.lndmly\mnim()tuwukilladbymeh:mg;
the Black
On: standard bearer had some divine immonity 1o my missile

vt ol shon Continuing their dazling display of
horse-back archery, my remaining Kislevites completely
Ore Amer Boy:

‘With the abiliy of Morgor the Mangler 10 strike first, it was
Morgl stared the

and fled - exactly as 1 had
hoped! Karl Franz and the
Reiksguard  pursued
Morglum, while the
Emperor's bearer
and the. Pairiarch
chased after the running
Savage Ores. With a
terifying  sereech
Deathelaw dropped down
and savaged Morglum
from behind, tossing his
‘War Boar into the air

raking its talons across the

. The Supreme
Patriarch’s pursuit took
him siraight into the Wolf

Riders, but  Ludwig
B o e
led the

past
Sevag O s ey vied
tescape.
The Supeme Pasirch
k from the Chalice of
Sorcery again, and to my horror erl 3 wound from
baletol nergies. | suppore Id boen lucky he bada'
‘succumbed earlier. Karl Franz sounded the Horn of Urgok for
e o e o

pani
‘wiped out by the pursuing wizard!

In a low act of petty vengeance the Orc Big Boss decided o
show Karl Franz what his magical instrument could do.
Blowing the Pipes of Doom he cast the spell on Deathclaw.
the Emperor's Silver Seal and a dispel attempt from
‘Wizard (wielding the Skull Staf) 1 fnally had 10 use
my last Dispel Magic Seroll to stop Karl Frans taking D6

o Skadowson the Relkagiant who bad destoyed e Nigh
lin Archers, but Gavin managed to dispel this.

for el s we ol Mutcrin omctin st
‘Animosity... Transporation Spells... Panic test’
:w:yﬁunihe\zblcmdlcl\n:\mws o
the  for now!

THE ORCS’ LAMENT

Four times he swng the massive axe and four times a proud
Knight fll from his saddle! Ludwig Schwarzhelm drew his.
Sword of Jusice and et shout e Savage Ofcs. In ancber

the Sword of Jusice alowed me 1o e-foll all his pre]
atacks oncel Oh dar my hetos werebegining o ook
definitely un-heroic. Karl Franz restored my dwindling faith,
smnshmg o o Serage G wilh e Rimmer 2
Sigmar, while Deathelaw

The intial combatants, the Reiksguad Kaights 1nd the
i

and left the the fighting attack.
ek Raer ansarprisingly the S:vage s om ahe

realised that was all was lost and tumed his War Boar around

woro

That'sit, 1 quit! If the Orcs:
are looking for a General ever again, well they can look
where. I've had it p t0 here with ‘e..

But seriously, I seem 10 have the uncanny knack of trying my
best with the greenskins and getting nothing for my efforts, For
i b | ent moce e ffotpickng my ey snd

T deermined v et e 1 tooled p Morglum
Necksnapper, and made sure no horrible I

e asured of reaching the Empire
n made sure that Anm’mvl)
woukd'trin my plan,with the Savage Ors eing my nly
major unit with nothing special to cope with his. What
the mostunruly bunch of Gobbars

‘west of the World's Edge Mountains. The chances of them
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fuling an Animosity test two tus in a row when equipped
with e Evil Sun Banner i s han one in 3 housend! Con
you believe it? It seems m one in six chances come up nine
{imes out of ten when I'm playing the Ores and Goblins

Jake's plan was wnplc and straight forward — pound the
greenskins and then charge with the Knighs. This could have
gone so horribly wrong for him, but for the luck of th dice and
cards. The thing about defeating an Empire force is opening
the first crack. With

quickly. Those vulnerable.units of Crossbowmen and
Halflngs were prime targets for my atack. They could have
been easly beaten by a arge Ore or Goblin unit. This would
stat 1o spread panic and caue the whole flank of the Empire
army tocolapse. My largeunit of Night Goblins had six whole
s t0 gt around the lank and attack, nd with the Pipes of
Doom 1 fet confident 1 would b able to cope with any pesky
Kislew Horse Archers. | never go he chance o ven start

1 P y

1 didn’t think of Morglum Necksnapper leaving the Goblin
Wolf Riders earlier, when the trouble stared. He would have
tomn through the Reiksguard Knights in no time, leaving the
Savage Ores free o pick on somebody clse. The carly
desraction of had i f Rikageard Kaighs would bave e
a massive gap for my army o advance on the missile troops
and start hacking away. Like my batle against Jake in A
G T

Karl Franz joins the struggle between the Reiksguard and Morglum’s Savage Orcs.

Naloer in preference 1 the Orb of Thunder. The Sky A

D6 Steageh 10 . prefe this magc em because it can't b

your opponent’s face when his Manticore or Griffon is shot
‘down i also most gratfying.
Me, bitter? Never. Just you wait "6l next time, Thornton...!

r[.'m 'g

SIGMAR BE PRAISED

Jake: There will be rejoicing in Talabheim tonight! The
army s b desitoyed an the town saved i barelyany
loss. A fitting revenge for the Empirc’s crushing defeat in the
Gathering of Migh.
‘The battle went almost perfectly for me, from the Flamestorm
halting Gavin's Wolfboyz to the breaking and destruction of
the unfortunate Morglum. As Gavin rightly says, in a classic
Empire ploy, I planned to shoot him t0 ribbons and them
charge the shattered remains, and this is what I did. Like all

swung the battle against me. It was a combination of the
Flamestorm spell (and a dearth of Dispels on both sides), my
Night Goblins” refusal to move, my inability to use the Orb of
Thunder when Karl Franz ook off, and a handful of other
‘small etails which totally frusrated my plans.

On the up side, I think my choice of magic items and
characters worked fairly well (except that blasted Evil Sun
‘Banner) but I from now on I'll probably take the Sky Arrow of

ple strateg . ather a good plan. True,
left the missile troops vuinerable, but not whils the rest of
the army was there to protect them. That's the trick - to use the
best hand-1o-hand roops to protect the missile regiments and
war machines, whils they rain fire and death
enemy. Once they’ve been softened up then in goes the pick of
the Empire’s nobility in one glorious charge to sweep the
cnemy from the fild.

h down onto your

Oh yes. It's als d idea to be very lucky...!
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TOLL-FREE NUMBER & EXPANDED HOURS
WARHAMMER QUEST

10039 GANE
o Qo s onday thiough Friday
WARHAMMER 40,000 2 “;.".’.‘,5,".; s ioR0 s s"""'"’ Ha)

00 pm
Closed Sundays and Hoidays

0152 Dak il (Boxed e s informati 5 o
e a2 | For more information, writen orders, o to request a
0444 Imperal Guard l Warriors of Valall (Baned ct of 10) $31.99 complete catalog please write to:
9166 Cothn Shck Trope i (1 el e i) 5450 GAMES WORKSHOP
9167 Ork et Sol oots (1 mode v by wg e s 5550 G Casson Aeea
9168 Avlan Rough Rder Lictcnant (1 micd el pr bt 6.0 %
9173 Anilan Rough Rider Stadard Bare 1 vt sl pr s 5650 L
9175 G Sk Troopers (2 ot pr i 530 You may also fax your order through at:

AIL ORDER 1-800-394-4263 MAIL ORDER 1-800-394-426
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THE NEW CITADEL PAINT RANGE

EAVY METAL PAINTING BOOKS

0701 Warhammer 40,000 Painting Guide ~ $19.99 0706 Compete Guds fo Painting Cadel Miniatures ~ $19.99
0702 Citadel Modelling Guide: $19.99 0708 Warhammer Armies Painting Guide  $19.99
rsw0_ s Swwne 51
2o —
B o —
iz i
TR T )
iz e —
e o EE
o e
) )
2 —
(SR

— e
_ = ,

CITADEL
COLOUR
MEGA-DEAL!

Until June 30th 1995, you can get
one of each color, wash, glaze, and
metallic paints for only $150.00
(usual price $155.25) - plus you'll get
a set of 6 Citadel Paint Brushes
worth $29.99 absolutely FREE!

MAIL ORDER STAFF RECRUITMENT
Do you want an exciting career with our growing company? Are you enthusiastic and
articulate? Do you have a good knowledge of Games Workshop products?

Games Workshop is looking to recruit ambitious people o help staff our hard-working Mail Order
Department. We're looking to fill several positions ranging from Telesales and Order packing, to Staff
Manager. If you think you have what it takes then send a resume to the address below. Be sure to
include a cover leter explaining why you wish to work for Games Workshop. Make sure you state which
job you are applying for

- Games
3431-C Benson Avenue
Baltimore, Maryland 21227-1072

AIL ORDER 1-800-394-4263 MAIL ORDER 1-800-394-426
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SUBSCRIPTION OFFER

Each manih you can have Wite Dwart daivered right o your door. Wih & one year (12 isues) subscripion plan
— e single issue! White Dwarf features all the latest Games Workshop games, gr
o 13 € e s ek Mol s o sk vt e Tes)

To st your Whie Dwar Suscrption il out e
SUBSCRIPTION RATES iy ko, iy o 15 m":m condih
ear(lmssuss) White Dwarf Sut
$35.00 (U.S.) or $45.00 (Canada) szes wms
ALL ORDERS MUST BE PAID N US. DOLLARS S T
e T LI T e s e A

Frm————————————

FREE BOX or MINIA‘I’URES‘
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 up o a $17.50 value that you can get your hands on absolutely free of
charge, and even better, you get to choose which miniatures you'l receive. Simply put a check next 1o the boxed
set you want. f you cannot find a set you want, you may take ten olars off any other available set - simply write
'ame of any of the boxed sets of miniatures in our current range in the space provided and d
dollars. This special offer cannot be combined with any other Games Workshop promotional deal.
ibscribe Now, the special offer expires May 31, 1995!
epic

o754 High it Warors (10) 0776 Space Marine Warors () Space Marne Logion (175
o755 7a 22)
~ o7 o Space Marne Tacical Gompany (144)
o760 Owes (10) 0778 Greth Ok Hords (138)
0761 Skaven (10 7ok G oo (10) O invasion 180
o762 Dwars (10) 0785 EidarJot Bk (1) haos Horde (150)
0779 Skaeton Warirs (12) Eidar Lagion (132
0780 Skelton Horsamen (3 car War
aos B imperial Guard (175)
Chaos Warrors (1 Warr

Ghacs Duas Pegimen 10 0773 Stompers (64

Yes, | would ke o get a 1 year subscription and receive a FREE box of Citadel Minaiures!
Please sign me up for : 1 year (12 issues) subscrption
s this a: New or Renewal subscription? (pease Grceone choce)

Form of Payment: Check, y

MastercardVisa: Master Card or Visa (pease i ane choc) Exp. Date:

Carchoider's Signature:

Name:
Address:

city tat Code:
Phone Number Home: () Work: ()
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AIL ORDER 1-800-394-4263 MAIL ORDER 1-800-394-426




WARHAMMER

VLAD VON CARSTEIN - 9169
ISABELLA VON CARSTEIN - 9170

PACKAGED 1 FIGURE PER BLISTER.

AEKOLD
HELBRASS - 9176

PACKAGED 1 FIGURE PER BLISTER.

FIENDS OF SLAANESH - 9177

PACKAGED 1 FIGURE PER BLISTER.




EPIC TYRANIDS

TYRANID MALEFACTOR - 9171

PACKAGED 3 FIGURES PER BLISTER.

TYRANID HIVE TYRANT - 9172
W

PACKAGED 1 FIGURE PER BLISTER

TYRANID TRYGON - 9178

B

PACKAGED 2 FIGURES PER BLISTER.

TYRANID EXOCRINE - 9179

3

PACKAGED 3 FIGURES PER BLISTER.




cross the icy void
of intergalactic

the rich gene-stocks
of the galaxy of Man,
this  immeasurable
alien consciousness
commands manf
an

War
details the extra-
galactic menace of the

system. Full details of
the organisation and
command structure of
the Tyranid forces are
included,
descriptions of such horri

the Dominatrix, Carnifex, Genestealers and the
massive bio-Thans whichiforilisell
Tyranid assault forces.

he boxed set also contains full colour army

cards for the Tyranid swarms, special cards
to represent the directing influence of the hive
mind, templates for the new Tyranid weapons.
and over a hundred counters.

EPIC HIVE WAR IS NOT A COMPLETE GAVE. A COPY OF. P
G TTAN LECIONS GAME S NECESSARY 70 USE THE COnTEN
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WARHAMMER 40,000

CADIAN SHOCK TROOPER LIEUTENANT - 9166
CADIAN SHOCK TROOPERS - 9175

LIEUTENANT

PACKAGED 1 LIEUTENANT PER BLISTER AND 2 TROOPERS PER BLISTER.

ATTILAN ROUGH RIDER LIEUTENANT - 9168
ATTILAN ROUGH RIDER STANDARD BEARER - 9174

PACKAGED 1 FIGURE AND PLASTIC MOUNT PER BLISTER




WARHAMMER 40,000

ORK DEATHSKULL LOOTAS - 9167

3y

PACKAGED 1 MODEL PER BLISTER.

BLOOD BOWL

HAKFLEM SKUTTLESPIKE - 9173

PACKAGED 1 MODEL PER BLISTER.

HTHARK THE UNSTOPPABLE - 9180

i

PACKAGED 1 MODEL PER BLISTER.




EMPIRE CAVALRY

EMPIRE CAVALRY - 8560

AR A

PISTOLIERS ENGINEER OUTRIDERS

AA

PISTOLIER

¥

KISLEV WINGED LANCERS

EXAMPLE OF A
(COMPLETED KISLEV
WINGED LANCER

‘THESE MINIATURES ARE SUPPLIED WITH A PLASTIC SHIELD WHEN NEC
PACKAGED I RIDER AND | PLASTIC HORSE PER BLISTER




DUNGEON ADVENTURES IN THE
WARHAMMER® WORLD

Warhammer Quest is the game that takes you far
underground into the dark tunnels beneath the
Worid's Edge Mountains. Played out on a series of
interlocking ful-color board sections, Warhammer
Quest pifs the adventuring band of heroes against
all manner of traps, monsters, and lurking evil.
‘Those brave enough to dare exploration seek the
lost treasures of the Dwarls: piles of gold, jewels,
and ancient items of great magical power.

WARHAMMER QUEST "CONTAINS:
+1 Barbarian, 1 Dwarl, 1 EN, 1 Wizard, 12 Orc Archers & Warriors, 12 Goblin Spearmen & Archers,
2 Skaven, 3 Minotaurs, 12 Giant Spiders, Rats, Bats, & Snoflings +11 rooms, 7 Corridors,
~Junctions, 10 Dungeon Doorways, 1 Step Section, & 1 Corner Section
+4 Batle Level Cards, 4 Warrior Cards, 4 Equipment Cards, & 15 Spell Cards -4 Warrior Counters,
10 Luck Counters, 6 Webbed Counters, & 15 Power Tokens «1 Portcullis Marker, 1 Cave-In
Marker, 3 Pit of Despair Markers, & 18 Scenery Markers 32 pg. Rulebook, 16 pg. Adventure Book,
182 pg. Roleplay Book, How to Play Sheet, & 1_Adventure Record 50 pg. Pad +36 Card Event
Pack, 18 Blank Event Cards, 36 Card Treasure & Dungeon Pack & 18 Dice
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