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removal men. We’ve annexed some more space,

press-ganged some new staff and shuffled all the
desks about. It took most of a day to do (mainly rewiring
the grey spaghetti that comes out of
all the computers), but the bunker’s
even bigger and better now. But why
am | telling you this boring rubbish, you
ask? Well, whilst we were reorganising
things we had a good idea.

I I ere in the White Dwarf bunker we’ve been playing

Jake
Thornton,
Editor

Adrian |

Wood,
Production o
Editor | =

Steve
Anastasoff

Nearly everyone who works here has a

collective talents and inspire each other.
Collecting, painting and modelling are such
important parts of our hobby that it's a shame
they aren’t shown off more. So why not have a
try? Sort yourselves out a couple of shelves
and amaze your friends with your skill!

Product Code: 0912
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small collection of models
and terrain decorating
their computers and

desks. This is quite fun

as everyone here is a
gamer, and it's nice to see
what the rest of the loonies
are up to. Unfortunately, once ;
the projects have been completed they disappear, never to be
seen again. What we decided to do is use a spare set of

shelves to show off a selection of the White Dwarf crew’s miniatures and
terrain. The particularly interesting thing about this is that you get all sorts
of different models sitting next to each other that would never normally
share the same space. This sparks off more ideas and leads to all sorts of

new projects. So, we've got Adrian’s Blood Axe Leman Russ
sitting among the Orc huts lan made for the Raid campaign, a
whole mixture of Chaos Space Marines surrounding a
Genestealer Cult Chimera, the early stages of a scratch-built
Baneblade next to some converted High Elves...

You could do this too! Whether you go to a formally organised

club or just meet up with a few mates after

school, you could get together some of
your best miniatures as a “showcase”
57011921 IJL121

— a place to demonstrate your
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All the latest news from Games Workshop
and Citadel Miniatures.

1 1 SPACE HULK - Adrian Wood
The classic game of combat

between Terminators and
Genestealers is back!

1 8 "WAVYMETAL
— 'Eavy Metal team
Wood EIf Archers.
Snotling Pump Wagon.
1 9 ACCURSED WIZARDS!
— Gay Thorpe
Gav takes a look at combating Warhammer wizards!
2 6 MISSICN BRIEFING
— Gav Thorpe
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' ol - Objectives are what makes a game of Epic, and in this
Page 1 9 s TN article Gav introduces some new objective counters.
Gav gets really 31 THUNDERHAWK
upset about
wizards. We take a closer look at the awesome Warhammer 40,000 Thunderhawk Gunships featured in

the Games Day 95 Ultramarines Chapter.

Page 26
New Epic
objectives and
missions.

Page 31
Truly spectacular
Thunderhawk
Gunships.

Page 45

A Warhammer
Quest trip to the

. QUESTIONS AND ANSWERS
seaside... 35 — Andy Chambers and Jervis Johnson
Andy and Jervis answer some more of your questions, and take a special look at the use of
Page 76 Warhammer 40,000 energy fields.
New Wood Elf 3 THE 1996 GRAND TOURNAMENT
Dryads. — Jervis Johnson

We present two of the best painted armies from the First International Warhammer 40,000
Tournament and give details of how to enter this year’s massive event.
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4 ON THE WATERFRONT

— Ian Pickstock & Gav Thorpe
Conquered every catacomb in the Old World? What about
sailing to far and distant lands? Before you can catch a ship
you need to find a captain and where better than a harbour?
The first installment of a two-part Warhammer Quest article.

5 0 EAVY METAL
— ’Eavy Metal team

Beastmaster Wyrds.
Redemptionists.

5 1 BEASTMASTERS
— Andy Chambers

in the shadowy Underhive of Necromunda even the animal lovers are lethal!

= 7 FEAR AND LOATHING

— Steve Anastasoff
How your troops react to a given situation on the battlefield is vitally important to your plan. In
this article, Steve takes a look at how to get the most out of Psychology in Warhammer.

61 FRONTLINE NEWS

All the latest news from our stores, including the result of the nationwide Necromunda Most
Wanted campaign.

64 ’EAVY METAL
— Neil Hodgson and Mark Jones
Ravenwing Land Speeder and Dark Angels Predator.

6 THE J FILES

— Jervis Johnson
Jervis gives us his views on using special characters, and discusses the differences between
friendly and tournament games.

66 ’EAVY METAL
— Richard Potter

Imperial Guard Primaris Psyker and Catachan Captain. 9 CIVIL WAR
V4 MIKE’S MASTERCLASS 2 — Jervis Johnson, Wai Lam

— Mike McVey
This month Mike takes a look at the work of José Antonio Romero,

the winner of the Spanish Golden Demon awards. 40 000 Tournaments clash in a h:

— Dave Perry 40,000 Champion!

Wood EIf Dryads.

'77 GUARDIANS OF THE FOREST
I - Nigel Stillman

As a preview to the forthcoming Warhammer Armies ~ Wood
Elves, here are the background and rules for these allies of Loren.

82 CLUBBING TOGETHER
— Richard Tunstall

Richard explains how to go about setting up a games club in a
college or school.

86 A BRIDGE TOO FAR
~ Owen Branham

Following his article about making rivers in last month’s issue,
Owen shows us how to get across them!
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THIS MONTH’S
RELEASES

Snotling Pump Wagon............ ceerannssassensase £10.00
(One model per blister)

Wood EIf Archers £5.00
(Four miniatures per blister)

Wood EIf Dryads £5.00

(Two miniatures per blister)

WOOD ELF =
WARDANCER

THE SNOTLINGS
ARE BACK!

Over the years, you may have
seen the Snotling Pump Wagon
used in White Dwarf battle
reports. You may have even
been unlucky enough to be on
the receiving end of one of their
attacks. Well they’ve been
unavailable for a while, but
now they’re back!

In traditional Orc and Goblin
fashion the Snotling Pump
Wagon is a very unpredictable
war machine, propelled at a
random rate by a gang of
frantically working Snotlings.
But despite their rather comical
appearance these contraptions
are deadly — more than capable
of devastating an enemy
regiment when they finally
crash into the foe.

WOOD ELVES

From re-releases to the newest
Warhammer army: the Wood
EIf Army book is due out next
month. For everyone who (like
me) wants to add an army of

these dangerous forest dwellers
to their collection, this month
sees the initial releases in a new
range of Wood Elves.

The first of these are the
mainstay of any Wood EIf
army, the eagle-eyed Archers.
Sculpted by Aly Morrison,
these master bowmen have an
uncanny ability with the deadly
longbows. of Athel Loren and
should form the heart of any
Wood Elf army.

Finally, saving the best ’til last,
there are the Dryads. Out of the
deep forests they stride,
magical tree spirits who have
the ability to change shape and
become as supple as a sapling
or as solid as an ancient oak.
These models, beautifully
sculpted by Trish Morrison, are
bound to find a place in nearly
every Wood EIf army as a
nearly unstoppable force of
nature! The complete rules for
these creatures of legend are
included later this issue.

JAKE THORNTON

NEWS NEWS NEWS NEWS NEWS NEWS NEWS NEWS NEWS

CORRES

We welcame comtuents about White Dwarf, Games Workshop games and
Citade} miniatures. All letters except subscripfions and Mail Order should be
addressed to: The Editor, White Dwarl, Games Werkshap, Howard House,
16 Citstle Boulevard. Nottioghnm NG7 1FE

Please mirk Your envelope learly oithithie naire of the giine you are witing
aut. 1 y it i reply you must enclose o sélf-addressed stamped
e (bverseds readers should include FRCS). We recerve an enormous
»f mail cad every letier, bul it may take a little time for us
to reply 10 you, so please be pisicnt! '

You can find the Games Workshop World Wide Web site on the following
Internet address:.

b/ g worksop com

COPYRIGHTS AND TRADEMARKS

All subject matter in White Diwarf is & Copyright Games Workshop Lid 1996,
' n all Games Workshop products, and all images: contamed
cn prduced either in-house or as work forhire. The exclusive

copynight in the artwork and the tmages 1t depiets 1s the property of Games
Workshop Lid. © Copyright Games Workshop Ltd 1996. All nghts seserved

Registered Trademarks

The following are all registered trademarks of Games Workshop Ltd.

Armageddon, Blood Bowl, Chivalry, Cuadel, the Citadel logo.
Confrontatior;, Dark Angels, Dark Futuse, Deathwing, Dungeonquest, Eldar,
Eldir Attack, Epic, the Games Workshop logo, Games Workshop, the GW
logo, Genestealer, Slottabase, SpacesFleet, Space Marise, Talieman, Tyramd,
Warhanuner and Warmaster Maraader 1s a registered trademark of Marauder
Ministures Ltd (Jsed with permission

Trademarks

The following are all trademasks of Games Workshop Ltd.

Aspect Warnor, Avatar. Blood Angels, Bloodletter, Bloodthirster,
Dacmonette, Dark Reaper, Death Zone, Dragonmasters, Dungeonquext,
*Eavy Metal, Exo Armout, Exarch, Eye of Tecror, Fatseer, Fire Dragon, Flesh
Hound, Gargant, Gobbo, Great Unclean One, Gretchin, Grey Kmght, Hunter
Slayer, Keeper of Secrets, Khorne. Knights Panther, Leman Russ,
Lichemaster, Lightming Claw, J.ord of Change, Madboy, Man O War,
Mekboy, Mighty Empires, Necrormunda, Nurgle, Nurghing, Ogryn, Old
World, Ork. Painboy, Plaguebcirer, Plague Fleet. Psyker, Rathng,
Ravenwing, Sea of Blood, Skaven, Slaanesh, Slann, Snotling, Space Hulk,
Space Wolves, Squat, Squg, Swooping Hawk, Striking  Scorpion,
Teiminator, Thunder Hammer, Troll Slayer, Tzeentch, Ulramarines,
Warhammer Quest, Weirdboy, White Dwarf and the White Dwaif figuze,
Knights of the White Wolf, Worldeater

The GW Flame logo is a registered trademark of Gaines Workshop Lid
The Citadel paint pot 1s UK registerad design No. 2033236
Scatter dice are UK registered design No. 2017484
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HOLY WAR

The first Outlanders boxed
gang is released this month, in
the form of the Redemptionist
Crusade. Designed by Gary
Morley, the Redemptionist
miniatures brilliantly convey
the fanaticism of these
crusaders. The symbol of
cleansing fire is an important
one for the Redemptionists and
this is carried through in their
clothes and weapons.

Many Redemptionists have an
Executioner attached to their
gun. This is a one-shot flame
weapon which is really nasty to
face in battle. Flamers are
really effective in Necromunda
since all the cover is negated by
the rush of fire, and to fight a
gang which contains a number
of Executioners is scary -

there’s nowhere to hide!
Another Redemptionist weapon
is the rightly feared Eviscerator.
As its name suggests, this
massive double-handed
chainsaw can slice through
almost anything, especially
opposing gangers! Even the
armoured Spyrers have trouble
if a Zealot wielding an
Eviscerator gets to charge in.

If you don’t think they’re
crazed enough already, you can
include the Arch Zealot of the
Redemption in your gang. Not
only is he an awesome fighter
(his flamer never runs out!), but
he also hates everybody!

A gang accompanied by the
Arch Zealot will be roused by
his apocalyptic speeches and
can draw great strength from
his forceful presence. This

THIS MONTH’S
RELEASES

Redemptionists ....... oo £12.00
(Eight miniatures per boxed set)

Redemptionist Arch Zealot .......... £5.00
(One miniature per blister)

Wyrd Beastmaster £5.00
(One Beastmaster and cither three Milliasaurs,
three Giant Rats or three Ripper Jacks per blister)

means that a gang accompanied
by the Arch Zealot never takes
bottle tests — you won’t run
away unless you want to!

Wyrd Beastmasters are also
now available (for your
Redemptionists to persecute!).
These raw psykers can control
the minds of the Underhive
vermin, and go to battle
accompanied by a small swarm
of creatures. The rules for
Beastmasters, Ripper Jacks,
Giant Rats and Milliasaurs are
given later this issue.

GAV THORPE

STUDIO STAFF

We are currently looking to recruit figure painters to join the
’Eavy Metal team at our busy Nottingham Design Studio

’Eavy Metal

The Design Studio is the creative hub of
Games Workshop, with the ’Eavy Metal
team at the forefront of the Studio
production process. As a Studio painter,

you have the
opportunity to
paint the very
latest miniatures
months ahead of
their official
release, and
contribute towards
our ever expanding
range of products.

Brother Bethor painted by Paul Muller

If you think you have the talent and flair to paint to the standard you see in
White Dwarf every month, then take a sample of your best models along to
your nearest Games Workshop store and have a chat with the manager. If he’s
impressed, then he’ll arrange for your models to be brought up to the Studio
where we can take a closer look at your work.

Pass that test, and we’ll invite you up for an interview to see 1f you have what
it takes to join the ranks of the very best miniature paintersin the world!

Above: Paul Muller
begins to put together
a new model.
Left: Torben Schnoor
hard ar work.
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THIS MONTH’S RELEASES

Space Marine Predator ........ crroomreneonTeneD £15.00
(Boxed set of plastic kit with metal additions)

Ravenwing Land Speeder .........ccovicvvenenn £18.00
(One model per boxed set)
Catachan Jungle Fighter Captain ............ £3.00

(One mimature per blister)

Imperial Guard Primaris Psyker.............. £3.00
{One miniature per blister)

NEXT

Recently
I’ve  been
modelling up quite a
few different vehicles
for the various
Warhammer 40,000

armies that I have.

COMMISSAR

It’s certainly been
refreshing to paint up
tanks rather than squads of
troops. I’ve had to use
some quite different
techniques from those I
normally use, for instance,
using drybrushing in order
to highlight the hull. Using
these ideas as well as
others found in Mike
McVey’s painting guides,
I’ve been able to paint
them up quite quickly.

IMPERIAL VEHICLES

I haven’t painted up many
Imperial vehicles, in fact the
only one so far has been my
Dark Angels Dreadnought.
With the release of the amazing
new Ravenwing Land Speeder
and the Space Marine Predator,
somehow I think that all this is
about to change!

RAVENWING

My favourite Space Marine
chapter is, as I'm sure you’ll
know from previous news
pages, the grim Dark Angels.
Before Christmas I completed
my army’s character models
and squads, but I really wanted
to add some Ravenwing
vehicles. The first of these to
be released is the Ravenwing
Land Speeder. Jes Goodwin
and Norman Swales have
created a great model of this
highly mobile, long range
killing machine, with its
unusual armament of heavy
bolter and assault cannon! Just
think about all those sustained
fire dice!

PREDATOR
The new flexible armament
available for the Predator tank
in the latest Space Marine army

CANESENORESTIOF

LICENSING ADMINISTRATOR

In order to push back the frontiers of ignorance and heresy, the Adeptus
Administratum needs dedicated acolytes to ensure that the Imperium continues to

function as a well-oiled machine...

In particular, we are looking to recruit a Licensing Administrator to work alongside the Intellectual Property Rights Manager
from his command bunker at our Eastwood Head Office. Games Workshop has a wealth of copyright material. over 200
wrademarks and a smaller number of patents (have a look at the blue box at the start of the News), Al this intellectual property
has to be protected and maintained. In addition, there are some thirty-odd licensees using our copyright and/or trademarks
to produce products from computer games to resin models. Contacts with these companies have to be maintained and

meticulous records kept.

If you are well organised, thorough, have an eye for detail and are not frightened of legal jargon, we would like to hear from
you. You will need to demonstrate good written communication and basic computer skills and should either have a good
knowledge of Games Workshop games and miniatures, or a basic awareness of intellectual property coupled with a desire to

work for Games Workshop.

For more information phone Phil Gallagher on (01773) 769731

or write with a full CV. Closing date for applications is the 12th April 1996.

Helen King, Games Workshop Group PLC

Chewton Street, Hilltop, .
Eastwood, Notts, NG16 3HY
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colour diagrams and
examples. This makes
for fast-paced games,
based on achieving
exciting missions. In fact
Space Hulk is a game of
missions, each one
getting  progressively
harder and  more
challenging the deeper
you plunge into danger.

TERMINATORS AND
GENESTEALERS

One of the strongest images in
the Warhammer 40,000
universe is that of a Terminator
stalking Genestealers through
the dark corridors of a derelict
Space Hulk. It is certainly one
which has haunted me over the
years. Now that the new edition
of Space Hulk has been
released I am looking forward
to returning to these grim
battlegrounds to purge them
once more of the insidious
Genestealer threat.

Look out for Adrian’s
review later this issue.

STEVE ANASTASOFF

Space Hulk is a two player
game played on superbly
rendered board sections with
some of the best plastic Citadel
Miniatures ever made! The
board represents the twisting
corridors and rooms inside
inside a huge derelict space
craft, called a space hulk. The
game itself is fought between
squads of Imperial Space
Marines, wearing Terminator
armour and armed with storm
bolters and power fists, and an
unending horde of alien
Genestealers: incredibly fast,
six-limbed killing machines
whose only will is to survive.

DANGEROUS MISSIONS
The game rules are simple and
are illustrated with lots of full

THIS MONTH’S RELEASE

£40.00

Space Hulk
(Boxed game)

| Left: The new edition of Space Hulk features some [§

amazing new Citadel Miniatures. As well as two
different Genestealer models, the Terminator miniatures
are absolutely fantastic, as you can see.

TILEAN
INVASION!

MORE NEW FACES

The Design Studio is bursting at the seams with new
people! As well as John Wigley and Brian Nelson
(mentioned above), also just moved in is our new Tilean
Departmento. Luca Miselli and Vezio Orazi are the
founding members of this Italian Studio, and are currently
pusy translating all the latest Games Workshop releases
into their mother tongue, starting with the new edition of
Space Hulk.

As you can see, they’re very cheery chaps and we're
happy to have them as part of the team.

SM3N SMIN SMIN SMIN SMIN SMIN SMIN SMIN SM3
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with designers’ notes by Dean Bass
and Chris Colston

It was five years ago that |
first experienced the full
horror and tingling
excitement of Space Hulk.
It was, in fact, the very first
Games Workshop boxed
game that | bought, and |
rushed home to tear open
the box and begin my first
mission. | remember my
first faltering steps aboard
the Space Hulk: the grim
duty of the Terminators on
their mission to purge the
alien infestation, and the
frantic headlong rush of
Genestealers as they raced
through the derelict ship
searching for victims.

As | got more and more
enthused by Space Hulk |
began to buy White Dwarf
and started to explore other
Games Workshop game
systems. After Space Hulk |
got into Epic and from there
| moved onto Warhammer
40,000, but | never forgot
where | started.
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DESIGNERS’ NOTE:
Bolter vs claw

One of the best aspects of Space

Hulk is the
fighting styles
Genestealers

Terminators
powerful in

weapons, but their claws and fangs
are deadly in close combat.

fighting, but their storm bolters

| and heavy flamers can devastate
| their foes at a distance. This simple
- difference makes winning with
each side a separate challenge.

However, although the Space Marine player can see the blips, until they are
seen by a Terminator he can’t tell how many Genestealers each one hides,
Blips normally have a value of 1-3, but the inclusion of the 4. 5 and 6
‘Genestealer blips allows the Genestealer player to swamp an area with
models, or to provide a “task force” to slow down the Space Marine
advance. It’s up to the Genestealer player to keep his opponent guessing
just what each blip represents, but the Space Marine player can usually
spot a blip lurking in the centre of an otherwise empty room as a possible

widely differing
of the two forces.
have no ranged

are not Sso
hand-to-hand

DESIGNERS’ NOTE:
Blips, blips
everywhere...
Blip counters are used
o represent groups of
Genestealers  moving

EBlpcotiniers through the space hulk.

*big” blip. To balance this, we also included
the three ‘malfunction” blips which are
effectively dummy counters that can be
used to fool the Space Marine player as to
your real intentions.

WHAT IS SPACE HULK?

Space Hulk is a stand-alone board game for 2
players, with everything you need to play the
game — miniatures, dice and floor plans, in the
box. The game concentrates on the ever
present threat to the Imperium of Man: the
Genestealers, and their nemesis: the Space
Marines. The rules system is easy to learn, and
makes for fast and furious action as you play
the many different missions. The original

DESIGNERS’ NOTE: Sergeants
Each Terminator squad is led by a Space
Marine Sergeant. The epitome of toughness,
heroism, determination and bravery, these

(™

Marine squad. Along with the standard storm bolter. Sergeants are armed
with a mighty power sword which makes them the most versatile fighters
under the Space Marines players’ command. They are by far vour best
chance of defeating Genestealers in close combat. but don’t forget that
dispatching Genestealers with your storm bolter at long range is much
better than having to fight your way out of a corner!

tighters are the Ivnchpin of every Space

game was published in 1989 as a boxed game
with two supplements. After.its great success as a
board based game, Space Hulk was transformed
into a best-selling computer game which
combines the furious action of the original board
game with the exciting Terminator’s eye-view
that only a computer game can give you. The
experience gained from the computer game has
been used to make this revised version of the
classic Space Hulk even more exciting than
before. Improved rules, superbly painted floor
plans and some excellent Citadel miniatures all go
to make the game even better!

NEW MINIATURES

When I opened the box I was greeted by the sight
of ten plastic Terminators and absolutely loads of
Genestealers! The new plastic Space Marine
Terminator miniatures are amazing, you can’t tell
the difference between them and the metal ones!

In the box you get two squads of Terminators, and
within each squad you have three different types
of Space Marine. Each squad has a Sergeant
armed with a storm bolter and power sword, three
Terminators with storm bolters and power fists
and one with a power fist and a heavy flamer (an
excellent, if short ranged weapon). The twenty
Genestealers come with different arms and bodies
which allows you to make a variety of different
poses (and they’re all scary!).

WHAT’S ON THE CARD?

One of the things I really like about Space Hulk is
the playing surface. The game is played on card
floor plans which link up to represent the twisting
corridors and rooms that run the length and
breadth of the vessel. This means that the game is
effectively self-contained: you get everything you
need to play, including “terrain”.

Over the last few years Richard Wright has
painted some of our most beautifully finished
card pieces. The Blood Bowl pitch, Warhammer
Quest board sections, and Titan Legions buildings
are just some examples of his finely detailed and
painstaking style. He spent months painting the
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floor plans as

well as the doors (which provide vital cover for
the Genestealers in the game) and bulkhead
markers. The atmospheric lighting and the level
of detail on each individual section puts these
Space Hulk board sections amongst his best work
to date, and I'm sure you’ll agree the results are
nothing short of breathtaking. Richard also
produced the excellent illustrations for the
innumerable counters and markers that are part of
the game. And while I'm talking about artists, I
can’t leave out David Gallagher who painted the
evocative artwork on the front of the box (and
which we pinched for this issue’s cover).

GROUND-BREAKING

The books are a first for Games Workshop
because all the pages are in glorious full colour. A
couple of examples from the Rulebook and
Mission book can be seen above, and I think they
look excellent. Throughout, artist Wayne England
has surpassed himself with his wonderfully
rendered borders and icons all of which add
to the dark atmosphere of the game. And, not
content with that, he then went on to add
several brilliant black and white illustrations!

In comparison to most rulebooks 32 pages
doesn’t seem very long, but don’t be
deceived: the simple rules give Space Hulk

TACTICS: Action!

Every model in the game has a certain number
ol uction ponts to spend each turn, and can use
them to move. fire (in the case of the Space
Marines), open doors and so on. Genestealers
are hghting-fast (much quicker than
Terminators) and have more action points to
spend each turn. This makes it vital that the
Spice Marine player works efficiently and in a
coordinated fashion — each action point wasted
could be a another Genestealer left to aftack
your squad!

much of
its appeal. It is the
concentration on
tactics and gameplay,
rather than complex
rules mechanisms, that
makes the game fast
and tense (no looking
things up halfway
through the turn... ).

DESIGNERS’ NOTE:
Shoeting

Shooting in Space Hulk is combined into a
single dice roll. When you roll the
shooting dice you are rolling not only to hit
the Genestealer. but also to penetrate its
thick carapace and to cause a mortal
wound. So. when you fail to kill a
Genestealer you may well have hit it, but
just not damaged it enough to kill it.

| V)

TACTICS: Oh no! One command
point again!
Command points are a mechanism to allow the

Space Marine player a few extra action points during
his phase. Command points can be used by the Space
Marine player as he wishes, splitting them over different Space
Marines or using them all on one. Even one command point, if used
properly, can be the turning point of a mission. A cautionary note
however, do not get yourself in a position where your whole plan
revolves around getting six command points. — always assume that you
are only going to get one and treat any extra as a bonus!




TACTICS: Burn!

Heavy flamer ammunition is
limited. Sometimes you have to pass
up the opportumty to flame a few
Genestealers and settle for blocking
the corridor instead. However, when
the situation 15 truly desperate the
heavy flamer can often create an
essential opening. It should also be
noted that even a direct hit from a jet
of flame may not be enough to deal
with the savage onslaught of the

Genestealers. Be prepared (o
occasionally see an angry, smoking
brute charge unscathed through your
wall of flames!

——
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When we work on a big project like
space Hulk everyone gets in on the act!

Mike McVey's shown off his modelling
talents with a splendid diorama of hard-

pressed Deathwing Terminators beset on

all sides by a horde of ravening
Genestealers. | think Mike’s managed to
capture the feeling of desperate combat
aboard a space hulk really well, and all
the little details are just amazing!

.....
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DESIGNERS’ NOTE: What’s the plan?

What is your plan Space Marines? Are you just going to trudge down those
corridors, confident that the Emperor is with you and your big guns? Blind
faith will not pull you through! The Emperor’s finest are organised,
prepared and quick-witted. They know when to push on, taking advantage

I'don’t really want to say too much about the missions as playing
them through actually creates the story, and each campaign takes
on a life of its own. However, I must say that no mission ever
plays the same twice. Space Hulk is a learning process, each

of the lack of opposition and when to hold a
position to protect their battle-brothers. They
know who should go first in order to get the
most from their weapons. Remember, position
is everything. Move too fast and leave yourself
no cover and you're dead. Be over cautious and
you’ll get tied down and never break through.

All of this is represented in the game, and the
tactics you choose will ultimately decide
whether you return home victorious, or do not
return home at ail...

Mission book, so you’ve got plenty of
tactical challenges to overcome!

First there are twelve brand new missions
written especially for the new game. These

are split into two sets of six missions each,

which link together to form a story line or
campaign. The six missions combine to tell

a story if played through in order, and after
playing all six missions you can see whether the
Space Marines were successful in halting this
threat to the Imperium or not. The second
campaign can be played two ways: either by
going through the missions just like the first
campaign, or by recording the result of each
mission and using the extra rules detailed in the
mission backgrounds to adjust the forces if the
Space Marines lost the previous mission. In this
way the Space Marine player is rewarded for
success and punished for his failure...

TACTICS: Missions

time you play a
raission your tactics
change, as do the
tactics of  your
opponent. Not only do
you learn from the way
you play, but you also
learn from the way
your opponent plays
(whether their tactics
are good or bad).
Tactics that win a
mission against one
player might well
prove to be a disaster
against a different
player, even though the
mission is the same.

|
d VI

It was Jervis Johnson who suggested that the
missions from the original Space Hulk should be
included, and he was right. The 12 new missions
were slightly re-written so that they
complimented rather than replaced the old, and
with a quick revamp to incorporate the new rules,
the classic Sin of Damnation campaign was re-
worked. So, Space Hulk has eighteen missions in
total rather than twelve, and die-hard Space Hulk
fans not only get a dozen new missions, but also
the opportunity to play their old favourites using
the new rules!

ENGAGE AND DESTROY

Space Hulk lends itself very well to tournament
and competition play. Try playing each mission
through twice, with each player commanding one
side, then the other. Having played a mission as
both Genestealers and Space Marines, you will
soon be able to work out whose overall
performance was best. How quickly did the
Genestealers destroy the Space Marines? Did the
Terminators achieve all of their objectives?

If you play with a group, you can set up a
tournament where you all play the same mission
through from both sides. Once you have all
played against each other, you will see who
comes out on top as the supreme Space Marine
Commander and who emerges as the arch
Genestealer Patriarch!

Space Hulk has undergone a few changes, but it
still keeps me on the edge of my seat. New
players will be surprised just how addictive the
game is, while old veterans like me can sit back
and enjoy this new, improved version of a classic
game. Happy hunting!

™
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The core of the Wood EIf army
has always been its Archers.
Indeed, most of the warriors of
the different Wood EIf
kindreds fight with the
longbow as theix prnciple
weapon. The Wood Elves
know many secrets of how to
make powerful bows from the
wood of rare trees, and the
bowstrings themselves are said
to be made from the fine hair of
Elf maidens. In combat these
Archers hunt down their foes,
felling them like wild beasts
with a hail of atrows.




MAGIC AND ME

spmetimes I really hate magic! Don’t get me
wrong, I think the Warhammer magic system
works really well and that magic adds lots of
solour and excitement to your battles. Actually, I
think 1 hate myself more, because I rarely
consider magic when formulating a plan.

When Steve Anastasoff wrote his magic tactics
article a couple of issues ago, I must admit I was
fairly surprised by the opportunities presented by
« magic user. I rarely see them as anything more
than particularly effective artillery piece...

Just how effective magic can be was further
demonstrated to me when Steve and I had a
“warm-up” game for last month’s battle report.
We took Teclis and Egrimm van Horstmann as
planned, but Steve also took two allied wizards
from the Imperial Colleges of Magic and gave
Prince Imrik the Talisman of Hoeth (turning him
into a level two mage). I must admit, I also took a
Master Chaos Sorcerer as some magical back up,
but he was soon killed off with the Amber spell
Awakening of the Wood. Egrimm couldn’t put up

much of a fight against the four opposing magic
users and my army was trounced. I mean fotally
trounced (I think it was 32 victory points to 4, or
some other ridiculous score)!

Looking back over my past losses (which a lot of
very amusing people love to remind me of, ho ho)
I realised that magic had played an important part
in my various gaming downfalls. I’'m sure that
White Dwarf veterans will remember the
horrendous humiliations Jake dealt out with his
continual use of a Grey Wizard during the
Warhammer narrative campaign. As every
Warhammer player probably knows, Grey magic
is terribly difficult to defend against, since it is
very subtle (but effective). It has spells that
transport troops all over the battlefield, which
makes a mockery of your carefully planned and
executed march moves and charges. It also has the
dreaded Traitor of Tarn which can cause a unit to
start fighting amongst itself (or turn against its
friends en masse!). Well, I've had it up to here
with pointy hats making my career as a general a
total misery and I'm going to find out what to do
about it.

WARHAMMER |

ACCURSE
WIZARD

By Gav Thorpe

~ Annihilated by
enemy magic once
~again, Gav has

 f finally faced up to

the facts and has .
decided to look at
ways to combat -

enemy spellcasting
in Warhammer!

| Perhaps the worst

moment of my career
as an Orc Warlord ~
my glorious horde is
halted outside
Talabheim by the
magic of a Grey
Wizard and  the
Supreme Fatriarch.
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‘I’s not very
. surprising that -
. Gavhasa
: distaste for magic -
U ~hisewn -
. Warhammer
army is Dwarfs,
a race renowned
* for their distrust
- of wizards! -~

SIMPLE STUFF

The most obvious way to negate enemy magic is
by the use of Dispel Magic Scrolls. Fot this you
will need your own wizard to carry them, but it is
a rare Warhammer army that includes no wizards
(Dwarfs can take a Runesmith with some Runes
of Spellbreaking). Your biggest problem with
Dispel Magic Scrolls is deciding when to use
them. If you use them too soon you leave yourself
open in future turns, while if you let your
opponent get away with too much early on you
may have already lost the battle.

Since my earlier problems, I've learnt that if’s
best to save your Dispel Magic Scrolls until you
have a fairly clear idea what spells are in your
foe’s magical arsenal. It’s no good dispelling
Flamestorm, for example, only to find out later
that' your foe has the even more devastating
Conflagration of Doom. Having said this, big
power 3 spells come about maybe twice in a
battle, and if you can dispel one of these it will
cancel a lot of your opponent’s magic for the turn

(unless he has been dealt a particularly large
number of power cards). The same can be said of
standard dispel cards. Timing is everything with
magic, and it’s unfortunate that this isn’t one of
my strong points...

As T’ve said before, I'm reluctant to load my
wizards down with nothing but Dispel Magic
Scrolls, on the grounds that they could be
wielding something more offensive. However,
bitter experience has taught me that this is
probably my only option until I get to grips with
this magic thing once and for all. So let’s look at
other ways of combating the mysterious forces of
the winds of magic.

MAGIC ITEMS

My next port of call, once I'd thought about
Dispel Magic Scrolls, was other magic items that
could protect my army against the malicious
forces of enemy wizards. Grabbing the White
Dwarf copy of Arcane Magic, I looked through
the various pieces of arcana that would help me.

-

Jake’s dastardly Grey Wizard
again thwarted my plans in
' Death in Drakenmoor (White

Dwarf 186) which I've renamed
| Debacle in Drakenmoor. First
he used Traitor of Tarn fo take
over my Hero, who then
| defeated my only Sorcerer,
| Astragoth. Then Jake used
Dance of Despair and Bridge of
~] Shadows o eliminate the Hero
and his Bull Taurus once they
came back under my control!
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First up, there are a number of magic items that
directly protect you against magic by giving you
a dispel or similar protection. For a start there’s
the Spelleater Shield, which gives a character
(and the regiment he is with) a 3+ dispel and can
destroy the enemy’s spell for the rest of the battle.
This could be handy for a Champion, but
expensive at 100 points (it would quadruple the
cost of an Empire Champion!). At half the price
you can buy a Spellshield. This gives the target
the same amount of protection (a 4 in 6 chance),
but puts nearby friendly units in danger as the
spell bounces off in a random direction rather
than just being dispelled. For a mere 25 points,
you can give a character the Amulet of Fire and
gain a standard 4+ dispel. This is one of the most
popular options, but only works against one spell
per magic phase. If the unit is particularly
powerful there’s a good chance it will be the
target of several magical attacks and you’re once
again faced with the dilemma of “Do I dispel now,
or save it for later?”.

WIZARDLY PROTECTION

There are also a number of magic items which
only Wizards can take. Most notably are the new
types of scroll from Chronicles of War. So, along
with the original Destroy Magic Scroll, you can
now protect yourself by giving a wizard Bufo'’s
Hex Scroll, The Mystic Shield of Brag, The

Hungry Maw, The Magic Mirror or a Hypnotic
Eve Scroll.

However, most of these scrolls require the wizard
{or unit he is with) to be the actual targets of the
spell. This makes them most useful if you plan to
field your wizard with one of your more powerful

regiments (such as heavy Knights or other elite
troops). You can actual turn this into a great trap
by deliberately exposing the unit to enemy magic,
so that you can turn an opposing wizard into a
toad, or whatever. Also remember, you can take
more than one of a particular scroll, so you can
imagine your enemy’s surprise when he thinks
he’s drawn out your Bufo’s Hex Scroll with a low-
level wizard, only to find you have a second one
up your sleeve!

Be wamned though: your wizard could also be the
unfortunate victim of one of these scrolls and be
killed (along with your unit’s magical protection).
If you are using your wizard in a defensive role,
try to pick spells that mainly affect your own
troops or neutral ground (such as Awakening of
the Wood... ) so that you can cast magic without
undue risk.

GETTING SUBTLE

All of these items directly oppose the enemy’s
attempts at spellcasting, but you have to bear in
mind factors like the Total Power card, and those
turns when you can do nothing to dispel your
adversary’s enchantments. On these occasions,
you need to spread your net a little wider to
combat the insidious forces of magic. First, you
must try to figure out what kind of spells your
opponent prefers. If he’s one for blasting at
everything with Bright magic, I'd recommend a
few boosts to your Toughness or saving throws. If
your enemy is one for movement spells, and
charging in to strike first, try giving your main
unit a character wielding a magic item that allows
him to always strike first (for example, the Chaos
item Helm of Many Eyes). This will allow you to

wbD21

“Magic was one of the
| largest contributors to
| my downfall. The usual
lack of speed of the
heavily armoured
knights was totally
negated by the Brdge
of Shadows spell, which
meant that I never got
to charge during the
entire battle.”

A GQGauntlet of Fear,
White Dwarf 178

Jake’s Grey
wizard from
. the narrative
- campaign took .
on a character
 of hisown
~over the course
- ofevents, .
 Don’tbe
- surprised if
- you see him
turning up out
. of the bluein -
. the fature...
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s ha . 4n appropriate character with the right magic items (Sword of [F58 N
. sond), I'd suggest that you try to take out any enemy wizards first off, [ S50
e G nerals and Army Standard Bearers for later. It’s important that you do not [

challenge, otherwise your target can just decline and avoid the combat.
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at least chop a few of the foe down first, reducing
the effectiveness of the charge. Leadership is
another important part of magical defence, since
some of the most deadly spells (like the thrice-
cursed Traitor of Tarn) are based upon the target’s
Leadership. By boosting this with a character
(and perhaps the Crown of Command) you can
reduce or even cancel out these types of attack.

One of the best things about these kinds of
tefence is that they don’t just protect you against
magic alone — they also help against more
material problems if your opponent doesn’t
launch the magical barrage you expected. This
means that your points will always be well spent,
regardless of what happens. For instance, in
Death in Drakenmoor, Jake’s army included four
Dispel Magic Scrolls. With the early demise of
Astragoth, these became redundant (I think three
uf them were left over, that’s 75 points wasted).

GET’'IM

f’erhaps the easiest way to stop your army being
blasted and confounded on all sides is to take out
the opposing wizards. There’s an old Dwarf adage
which springs to mind — “If they can’t breathe,
they can’t cast spells”. As far as I'm concerned,
the only good wizard is a dead wizard. There are
numper of ways to achieve the highly desirable
de-mlse of your foes. Firstly, use your own
W{zards. Steve’s article included a section on
using magic users as assassins to take out enemy
characters. Great! Forget killing the General or
Army Standard Bearer, go for the magical jugular.

—

Once the opposition is out of the
way, your enemy is forced into 5+
dispel attempts and your wizard
can concentrate on other matters.

War machines are also useful, and in
future I'm going to target magic users
with everything I’ve got (and with my
Dwarf army, that’s a lot of heavy iron balls
flying in his direction!). The “Look out, Sir!” rule
may apply, but if you throw enough firepower at
a character they’ll come a cropper sooner or later.

Other alternatives include beefing-up a character
on a large monster and crushing the offending
enchanter in hand-to-hand combat. Alright, taking
on Nagash is a bit more difficult than facing down
an Empire Battle Wizard, but there are always
ways around this kind of problem. Rather than
take up more space on this particular tactic, I'll
refer you to Tuomas Pirinen’s excellent article
called The Bigger They Are... from White Dwarf

18 ‘
193. This should tell you everything you need to _ AS far as 'm |

know about disposing of unwelcome characters. concemed’ ‘
FINALLY % the only good
There’s probably more things that haven’t sprung wizard is a

to mind yet, and the tactics I’ve already
discovered could be explored in a lot more detail.
However, even with an extra 40 pages, there’s so
much to fit in White Dwarf that I don’t have the
space to witter on forever. So, I’ll just leave you
with one more piece of advice: always remember,
you can be the most potent sorcerer in the world,
but three feet of honest steel still hurts...

dead wizard.”
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IMPERIAL FIREBASE

The Imperial firebase 1s used by the armies of the
Impernium across the galaxy. Each firebase 1s designed to
strict guidelines laid down by its Standard Template
Construct (STC), and consists of modular pre-fabricated
parts that can be easily transported inside drop ships,
Thunderhawk gunships or any transport with a large
enough cargo capacity. Once deployed, a team of
Adeptus Mechanicus adepts with specially programmed
Servitors can erect the entire firebase in a matter of hours.
The pre-fabricated panels slot together and are held in
place with adamantium bolts. The whole structure 1s then
attached to the planet’s surface with a variety of
specialised fixing units, allowing it to be placed on
anything from the hardest volcanic rock to the cozing
marsh of Catachan jungles. Once the building is erected,
the Servitors are programmed to fulfil roles within the
firebase such as operating refuelling machines. tactical
battle computers or resource recycling units.

BATTLE TACTICS

Firebases form an integral part of Imperial battle tactics.
A beachhead on an enemy planet may require many
dozens of firebases to be built overnight. Made out of
reinforced plascrete and high tensile steel these
formidable fortresses are almost impervious to anything
but the heaviest of fire and have even been known to
survive the rigours of orbital bombardment.

Contents and ¢
Plastic moulding may va




VITAL LINK

Firebases come complete with a variety of fuel and ammo
supplies allowing the re-supply and repair of most STC-
designed Imperial combat ordinance, and turning the
firebase into a vital link in an army’s supply chain. The
top of the firebase forms a large landing pad capable of
taking Land Speeders or other skimmers. This allows the
rapid redeployment of reserves or command units from
one firebase to another, or directly to the battlefront.

-5

COMMAND POST
Firebases can act as command posts, supply centres,

fortresses or as a transport ternmnus. Each one comes
complete with up-link facilities to orbital auguries, comm-
net access and sealed quarters equally suitable as barracks or
control rooms for high-ranking commanders. With scanners
capable of keeping track of enemy and friendly troops and
on-line tactical assimilation Servitors to help, many
commanders value a solid line of firebases at their rear.

TERRAIN BOX

This boxed set contains a complete Imperial
firebase plastic and card model including full
assembly instructions. The highly detailed plastic
components are moulded in a hard styrene
compound which is particularly suited to modelling
and painting. This model requires
assembly. We recommend that the

1 F parts are ¢leaned and trimmed with a

Wi modelling knife before being painted

g% with Citadel paints.
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Citade], the Citadel castle, Games Workshop. the Games Workshop

Iogo and Warhammer are registered trademarks of Games
Workshop Lid. @ Games Workshop Ltd, 1996 All nghts reserved
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By Gav Thorpe
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hut are worth double points to
the attacker. This means that
the best chance the attacker
hus to win is to press forward
as much as possible, rather
than just sitting back and

TITAN MISSIONS

The Titan missions included

in Titan Legions may also
provide ideas for using your
objective counters. By
combining these with the rest of

irying to shell the defender
into submission. This m.akes
for a much more exciung
hattle! Epic players who also
fight Warhammer 40,000
pattles will recognize the
similarities between this and
the two battle bunker
\missions, Hold the Line and
Bunker Assault. You can place
objectives close together to
make the armies fight head-
on, or spread them far apart to
force the commanders to
make strategic decisions about

the objectives, you can provide a
simple but important narrative for
your battles.

I think thar the more variables you
involve in a battle, the more interesting
they become. It is the mix and match
quality of the Titan missions (and the
missions in Warhammer 40.000) that
ensure that no two games are alike.
Even if you pick the same missions the
terrain will be different. as might your
troops and who has the initiative.

where to put their main
strength — do they make one
big, concerted push for a few well chosen
objectives, or split their army more evenly in an
attempt to capture them all?

By thinking about objectives when you make
your terrain, you can create some great battles that
really fit in well with the grand scale of Epic
games. By modelling up some outposts or gun
towers, you can form a static defensive line that
the attacker must break through. In the game itself
you can either place the objectives on the gun
towers to signify that they must be eliminated
before the attacker can continue, or place them
behind the line to show that the attacker must
break through as quickly as possible and bypass
the defences. Or you could do both, with some
areas needing to be secured while elsewhere you
just have to cover the ground.

OTHER MISSIONS

Objective counters don’t just have to represent
positions to take and hold, they can be indicators
ot other types of mission. By looking at the
Warhammer 40,000 missions you can come up
with ideas for your Epic objectives. For instance,
the new High Ground mission published in White
Dwarf 193 means that the army has to occupy a
number of positions to gain extra victory points.

There’s a really simple way you could translate
this to Epic, and here’s how. Place three objective
counters fairly close together. Each of these is
worth five victory points as normal. However, if
one side can capture all three of them, this is
worth an additional five victory points, a total of
twenty victory points at stake. You can expect
some fierce fighting in that part of the battlefield!

You can place the objectives nearer one player’s
table edge to recreate a Dawn Raid style of battle,
whelje one army is trying to advance as quickly as
possible in order to break through an ill-prepared
enemy defence. The attacker will have to decide

how much he can risk

charging forward as
quickly as possible, and how much
firepower to devote to his covering fire.

NEW OBJECTIVES
Almost two years ago, while Titan Legions was
being written, Ian Pickstock and I sat down to
think about Epic articles for White Dwarf. We had
quite a few ideas, some of which have fallen by
the wayside, while others just simply haven’t
been fully explored yet. One of these was an
alternative Epic objectives system using special
counters to represent different types of mission.
When I started thinking about this, I thought “fat”
White Dwarf was the perfect opportunity to dig
up the old rules, dust them off and present them to
you. On this month’s card section you
will find some new objective
counters. The following rules tell
you how to use them in your
standard Epic games, there’s no
need to come up with special
scenarios (though you still can if
you want to!).




THE COUNTER TYFES
In the box below you’ll see a
description of each of the new
objective counters. These range
from the straightforward Take
and Hold that we all know, to
the more involved Rescue.

PLACING

OBJECTIVES
The most important part of
using the new objective
counters is that they
remain unknown until
troops investigate them.
Before deciding who has
which table edge, each player
& places their set of twelve
) counters face down and then
takes six of them at random.
You can look at these, but you
shouldn’t show them to your
opponent — it’s up to him to
find out what mission each
counter represents. The
players take it in turns to
place the counters face

g |
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down on the battlefield. Roll a D6 to decide who
goes first. As in the main rules, the counters must
be placed at least 25cm from the table edge and
25cm from another objective counter (whether it’s
your counter or belongs to your opponent).

SCOUTING OBJECTIVES

As the players don’t know what each other’s
objectives are, it becomes necessary to send
troops to scout them, and find out what your
enemy is planning. If any of your models
approaches within 15cm of an enemy objective
counter you're allowed to turn it face up and see
what mission it is.

THE MISSIONS

Rather than just approaching within 15cm to
capture an objective, with this new system you
may have to complete some other type of mission.
These are as follows:

TAKE AND HOLD

This is the standard objective and follows the

rules printed in the Epic rulebooks. Either of the

players can claim 5 victory points for having a

model within 15cm of the counter and closer to
the objective than an enemy model.

THE NEW OBJECTIVES.

There are six types of objective counters in this new system:

battlefield which must be held at the end of the battle.

storm the position and destroy it in close combat.

and get on with the battle.

Take and Hold. This is the standard mission objective and
represents a vital fire position or other important area of the

Assault. The objective marker represents an enemy held
position, such as a communications relay point You must

Capture. The Capture objective is placed to represent a site
that has a one off benefit, such as a fuel dump or ammunition
store, Once vou have captured it, you can take what you need

ASSAULT

To achieve the Assault mission, you must
engage the counter in close combat as if
it was an opposing model. The counter
has a close assault factor of +5 and is
treated just like any model: the attacking
model must be on charge orders to
engage it in combat, either side gains
benefits for secondary attackers and the
objective is affected by any special close
combat weapons or rules. If you win the
close combat the position has been
successfully stormed and you may take
the counter. This is worth five victory
points when calculating your total. If you
lose the combat, you’re dead!

CAPTURE

The Capture mission is completed as

Rescue. The Rescue mission shows that the area contains
something important to both armies that must be captured.
This may be a spy, vital plans or even an important leader. Both
players are trying to achieve the Rescue mission.

Cleanse. This represents a zone that the army wishes to keep
clear of the foe because, although it is of no value to them,
there is something there the enemy may take advantage of.

Bombard. The Bombard counter designates an areq that needs
to be destroyed, such as a command post, missile silo or other
strategic site.

soon as you can move troops within
15cm of the objective and closer than the
enemy in the End phase of a turn. Unlike
Take and Hold, the objective becomes
yours for the rest of the game so you
should take the counter once you have
achieved your mission. Completion of
this mission adds five victory points to
your total.

RESCUE

Rescue is different from the other
objectives (except Take and Hold), in
that either player can claim victory
points for achieving the mission. If a
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EXAMPLE
In this part of the battlefield, the Imperial player has the Bombard and Cleanse
missions. To deny the Cleanse objective to the enemy, the Rocket Battery moves
into position to blast anything that approaches the objective. Meanwhile, the
Imperator Titun advances across to target the Bombard counter with its
Hellstorm Cannon.

model moves onto (not within 15cm) the
abjective, place the counter under the model (or
on the base in the case of a Titan). The model can
then move normally, taking the counter with it. If
the model carrying the counter is killed by a

To further secure the Cleanse marker. the Imperial player then interposes sone
af his troops between the counter and the opposing army. To capture the
objective, the enemy must now break through a screen of Tactical platoons and
survive the incoming fire from the Rocket Battery — those 5 victory points are

ranged attack, leave the counter in place
until another model moves onto it and
picks it up. If the escorting model is
destroyed in close combat, the victor
may take the counter and will be
escorting it from then on. The Rescue
counter is worth five victory points to
whichever side has possession of it in
the End phase. If the escorting model is
part of a detachment that has fall back
orders then it automatically drops the
ubjective counter.

CLEANSE

You achieve the Cleanse mission by
preventing your opponent from
iipturing the objective. The enemy may
capture the Cleanse counter just like a
{ake and Hold objective (but gains
hifscll no victory points). If your
Opponent is not within 15cm of the
odbjective counter (and closer than your
1r_oops) in the End phase, you score five
victory points.

BOMBARD

To achieve this objective, you must
destroy the counter. It is treated like a
building with a 4+ save on 2D6, and can
enly be targeted by barrage weapons or
Weapons whose specific description
*tates that they may attack buildings. If
e counter fails its saving throw it is
de§troyed and the player may take the
l'vb_!ective. This is worth five victory
Points when working out your total.

_h*

pretty safe!

GAV’S NOTES

Although I say it myself, I'm very pleased with the way these new objectives have
developed. Some of the more significant differences are probably the least obvious.
Of course, the variety of missions means that your army choice and tactics will have
to be changed, as sending in the wrong troops for an Assault could well land vou in
a lot of trouble. Having secret missions makes the game play differently too, as you
can concentrate purely on your own missions, or dedicate some of your effort to
finding out the opposing objectives in order to thwart the enemy. This interplay of
offensive and defensive action provides for very subtle tactics, with a poker-stvie
tension as the players try to figure out what their opponent is attempting to achieve.

One significant change is the introduction of the “one-shot” objectives: Capture,
Assault and Bombard. Once you have completed these missions you can actually take
the counter off the table and there’s nothing your opponent can do to take the five
victory points away from you!

It’s also important to note that to complete the Cleanse mission you do not have to
capture the objective yourself. This means that you can simply destroy any enemy
troops that get too close with a squadron of artillery or some similar firepower Of
course, you could send in some troops to capture it properly, it’s up to you what
tactics you think are best. The secret objectives mean that if your opponent has 5
victory points unaccounted for, you can guess one of his missions is Cleanse...

The varying difficulties of the missions are intentional ~ war 1s not always a level
playing field! As all the missions are worth 5 victory points each, you will have to
priorinise the tasks ahead of you. Dividing your troops and firepower becomes a
major part of your strategy as you must form a solid plan for the use of the resources
available to you.

We’ve already playtested these new objectives quite a bit and thoroughly enjoved
using them. Feel free to experiment and write to us with some feedback. Please note
that these new objective rules are purely optional — you must agree with your
opponent beforehand if you wish to use them.
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Some of you may remember us explaining last
issue how John Stallard (Games Workshop’s
Sules Director) conceived the outrageous plan to
wssemble the entire Ultramarines Chapter in
Warhammer 40,000 scale. Well, this mad scheme
was prodded along when our Factory Manager,
the rash Paul Robins, offered to construct not one,
but three Thunderhawk Gunships to go with the
display! Well, Paul had certainly talked himself
into a corner, and here’s how he got out of it...

The first job was to find a craftsman capable of
not only creating a scale model and modelling all
the endless details onto the superstructure, but
also casting and reproducing the ship at least three
times. With this in mind, Paul enlisted the help of
Tim “Aardvark” Adcock, one of our industrious

mouldmakers from the Games Workshop factory.
He saw this as an opportunity to prove himself as
a “mouldmaker’s mouldmaker” (whatever that is
— Ed.) and launched himself wholeheartedly into
the project.

Firstly, Tim scaled up the Epic Thunderhawk by
making a rough mock-up of the Gunship out of
cardboard. This was so that he would have a
general idea of the size and shape he would be
dealing with. Then a scale plan was drawn from
the mock up and that became the main point of
reference for the dimensions of the Thunderhawk.
With the plans to refer to, Tim began to model the
various new parts that together with bits from
several existing Citadel Miniatures kits would go
together to make the finished Thunderhawk. As
the Gunship took shape, the number of parts grew.
In the end, over 81 masters were made, totalling
an amazing 192 parts!

The three Thunderhawk
Gunship models made for
the Ultramarines army
were each  “posed”
differently. Two were
modelled in flight, whilst
the third had just touched
down. As you can see
below, this Thunderhawk
Gunship is disgorging its
cargo of Terminators to
beat off a Tyranid attack.




LWARHAMMER __
paper, before it was made. The drawings turned

out to be a great help, cutting down a lot of
production time by solving all manner of
problems that would otherwise have cropped
up during construction.

The original masters were created from
Milliput, a two-part modelling putty which
when mixed can be moulded into shape. It can
then be sculpted and hardens in about 24 hours,
Many modellers use it for converting miniatures
and creating dioramas. In this case Tim rolled the
putty out flat and left it to harden over night. Alot
of the additional detail was made from Kneadatite
(also known as “green stuff”) which is used by
our designers for sculpting Citadel Miniatures.
Tim found it easier to make the majority of the
detailing separately out of this and then finally
stick these to the flat master with superglue.

Perhaps the most specialised parts of the
THE MASTERS Thunderhawk were the engine cylinders, which
were in fact turned on a lathe. These were made

Tim made most of the parts at home in the by Norman Swales (the man who makes the

evenings, after work and at weekends. The basic mechanical components for such vehicles as the
details of  each Space Marine Land Speeder and the Imperial

component were Griffon). Tim later added the final detailing, to
sketched out first on create just the right look.

One of the first tasks Tim had to do was create scale drawings of the
Thunderhawk Gunship from which he could produce the final models. He
simply enlarged a photo of an Epic Thunderhawk to the correct size and
| used this to plan the 192 separate parts that went into its final production.

Above and top right: This
Thunderhawk 1s featured coming in to
land. As you can see, when i flight the
venturi nozzles (you mean the
exhausts — Ed) open up — compare this
photograph with the one opposite.

Right: Soaring into the shies, this
Thunderhawk has been modelled with
one of its wings extended. From here
you can clearly see the undercarriage
and heavy bolters.
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Below: This third Thunderhawk
has been modelled having just
touched down, with various
unique details modelled on. For
mnstance, the engine’s venturi
nozzles (getting technical again)
have contracted. Also, many of the
ship’s hatches are open, revealing
the Space Marine crew and
intricate technical displays.

Each Thunderhawk

weighs in at just
over 5kg. That's
equivalent to 15
Space Marine
Dreadnoughts, or
112 Marnpeus
Calgars, or 2800
plastic Gretchin!
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Plastic moulding thay vary due to the complexity and detail of the mould,

Miniatures suj

CITADET

MINIATURES

P4 THE CAME OF FANTASY RATTLES

Enter the world of Warhammer, a world of conflict in which each player controls mighty armies. Great heroes
lead regiments of knights and spearmen into battle, carefully manoeuvring for position as huge winged
monsters fly overhead. Mighty war machines smash gaping holes in the enemy lines, and magical energies
crackle across the battlefield as rival wizards struggle for mastery. Finally. you unleash your army in a
devastating charge which will trample the foe beneath your massed ranks. ..
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If you’ve missed
any of the Q&As
and would like a
copy, Andy and
Jervis have
compiled them
into fact sheets
which are
available FREE if
you send the
Roolz Boyz a
stamped, self-
addressed
envelope and tell
them which
issues you need.

The rules for building a Titan Legion

army (Codex Titanicus, page 20)
seem to indicate that a Titan battle group
could take support units needing a chain
of command. When Knights do this, the
Household commander counts as the
company HQ. What counts as the
company HQ for a Titan battle group?

The plethora of communications

devices, sensors and experienced
officers on board a battle Titan makes them
eminently suitable to be company HQs. This
means that any of the Titans in a battle group
will be able to give orders to support cards
attached to it (note that this does not make
them command units for the purposes of
orders!). However, scout Titans and Titans
attached to companies as special cards are in
effect “netted in” to a different command
structure and may not give orders.

In the Epic game system, Knight armies

are allowed to take any Imperial Guard
support and special cards, and their cards’
colour bars are the same as those of the Titan
Legions. May Titan Legions also take any
Imperial Guard support and special cards?

No, in the case of Knights this is a special

dispensation which allows players to
represent Imperial Guard units drawn from the
Knights” home worlds which remain attached to
the Households. Titan Legions are supported by
Tech-Guard units formed on their Forge Worlds.
This means that they can only pick pure Legion
cards and cards with split Legion/ Imperial Guard
colour bars, as provided in the Titan Legions
game boxed set. Other than these, Imperial Guard
deployed with Titan Legions must be taken as
allied contingents (ic company cards with their
own support and special cards).

For the split colour Epic army cards of

Tech-Guard and Imperial Guard it says
that the morale value for Imperial Guard is 4.
On the exclusively Tech-Guard cards it states
that the morale value of Tech-Guard is 3. Can
it be assumed that a card that can be taken as
either one will have a morale value of 3 when
taken as a Tech-Guard card?

No, use the morale values stated. Tech-

Guard tanks and artillery deliberately have a
morale value of 4. Tech-Guard vehicle crews are
no less likely to get demoralised than Imperial
Guard, indeed they are honour-bound to keep the
blesséd constructions of the Machine God intact
if they can. On the other hand, Tech-Guard
infantry are more determined to stay in the fight
because they consider their lives worthless in
comparison to the survival of the Machine God’s
weapons of war.
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ssss—" ENERGY FIELDS

to page 66 of the Wargear book a model can only have one energy field activated at a time. How does this

3 According
-Qwork. and what counts as an “energy field”?

The rule is actually quite straightforward, and simply
'Ameans that a model may only ever have one energy field.
\With hindsight, using the word “activated” in the sentence was
4 poor choice, as it implies that a model may have several
energy ficlds 4nd choose which to use by turning them on and
off. This 1sn't actually the case at all, and the rule is that a
MI mary only have a single energy field and that’s all!

A | vule of thumb as to what gualifies as an energy field is
that if dhe nem has the word “ficld™ in its title, and/or the item
ifers an unmodified saving throw. then it is an energy field. If
it doesn’t, then it isn’t an energy field. The following list

Eldar Rune Armour Power Field

Refractor Field Storm Shield

Conversion Field Daemonic Aura

Rosarius War Walker Power Field
Displacer Field The Lion Helm

includes all of the things which are counted as energy fields at
the time of going to print. No model or character can ever have
more than one item from the list.

Note that the list does not include suppression shields. holo-
suits, or fields produced by psychic powers (other than the
Tyranid Warp Field). none of which count as a field for the
purposes of this rule. We are also very well aware that this will
make characters, especially Eldar Farseers, much more
vulnerable, but we think that this is a good thing, as allowing
characters multiple unmodified saves simply makes them far
too difficult to kill.

Yarrick’s Force Field

Kustom Force Field
Zoanthrope Warp Field
Tyranid Biomorph Voltage Field
Tyranid Biomorph Warp Field

What constitutes a “field” for the Vindicare

Assassins’ Shicld-Breaker ammunition? For
example. will it affect Zoanthrope Warp Fields or
the force barrier put up by an Ork Force Field
Projecta? And what happens to a Storm Shield or
Eldar Rune Armour if their energy field is
destroyed by some means?

All of the fields on the list above will be
affected by the Shield-Breaker ammunition, so
if the mode! protected by the field is hit, it will stop
working for the rest of the battle. The Lion Helm's
field, or the Ork Force Field Projecta field, can be
tirgeted directly by the Assassin (both fields produce
4 visible energy bubble). and will go down if he hits
them. A Siorm Shield or suit of Eldar Rune Armour
that has its cnergy tield destroyed will revert
10 2 normal 1tem of its type - a “primitive
shield” m the case of the Storm Shield.,
and Aspect armour with a 4+
armour save in the case of the
Rune armour.

Space Marine commanders and high level
Librarians often make use of energy fields as a
precaution against the vast array of lethal weapons
on the battlefield However, nothing can protect
them from the long reach of the Vindicare Assassin!
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Each boxed set contains a complete Imperial Guard squad. The box also includes a sheet of Citadel waterslide transfers
so that you can complete your Imperial Guard in their correct regimental markings.

Warnming! These models contain lead which may ba harmful if chewed or swallowed,
Citadel miniatures are nol recommended for children under 14 years of age.

These models are supplied unpainted and require assembly, We recommend that the pars are cleaned
and trimmed with & madelling knite before being painted with Citadel paints.
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A\ By Jervis Johnson

The taloned hand of
Chaos — Mike Eagles,
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MIKE EAGLES’
SLAVES TO PLEASURE

Of all the armies that battled it out at the
Warhammer 40,000 tournament, Mike
Eagles’ superbly painted Slaanesh Chaos
army won the category for best painted army.

One of the things that we hadn’t expected at the
Warhammer 40,000 tournament was the large

number of Chaos armies that reared their ugly
heads. This was quite a surprise because the
Codex book for this army hasn’t been released
yet, leaving just the original army list from the
‘Warhammer 40,000 boxed set to work out forces.
Obviously the forces of Chaos have deceived
many and led them from the light into everlasting
darkness! It was therefore quite interesting to see
the compositions of these armies, and Mike’s
army certainly typifies the trend.

ENTERING THE TOURNAMENT

The 1996 Grand Tournament is going to be run over the
weekend of 6-7th July at Leicester University. Its East
Midlands location means that nobody will have to travel too
far in order to get there. Access from most parts of the country
is available by road and rail, and the East Midlands
international atrport is quite close by.

The event will start on Saturday 6th July at 10am, and will
finish at about 6pm on Sunday. The ticket price (£45) includes
entry into the tournament itself, bed and breakfast
accommodation in a University Hall of Residence, and free
admission to a host of other events such as seminars, pub
grizzes and panting and modelling workshops. Entry is
strictly limited to 100 Warhammer players, 10¢ Warhammer
40,000 players, 32 Blood Bowl players, and 32 Necromunda
players. You may only enter one tournament and tickets will
be given out on a firsi-come, first-served basis. So. if you
want to take part you’d better get that entry form in fast! You
can choose to arrive on Friday evening and/or stay over on
Sunday night if you wish, but each extra night’s
accommodation costs an additional £20. Unfortunately, we
‘cannot offer & discount if you do not wish 10 stay in the Halls
of Residence. as the cost to us is based on taking all of the
rooms that are available. Lunch and dinner will be provided at
reasonable rates by the University’s catering department
(yuk! school dinners again).

If you want o take part in the tournament then you must fill
in and send off the entry form we’ve provided, along with
‘payment to cover the cost of the entry fee. You must let us

know your name, age, which of the tournaments you wish to
enter, and what type of army/team/gang you will be using
You must also be at least 14 years of age to enter the 1996
Grand Tournament. Finally, Games Workshop staff may only
enter the Blood Bow] tournament, not the other three.

Entry forms should be sent to:

Games Workshop 1996 Grand Tournament
Games Workshop Mail Order
Chewton Street
Hilltop
Eastwood
Nottingham NG16 3HY

Alternatively, entries can be placed by Visa, Access,
Mastercard or Switch by phoning our Mail Order Hotline on
01773 713213.

Those fast enough to get one of the places will receive an
information pack containing the full tournament rules, a
schedule, a detailed map showing how to get to the event, and
a name badge that will have to be wom throughout the
tournament (so don’t lose it!}).

We also have a limited number of rooms available for people
who want to come along to the tournament but don’t want to
take part in any tournament games. These rooms are primarily
meant for the parents of younger players, so they can
accompany their offspring for the weekend and make sure
they don’t get into any trouble! For details about room-only
tickets (or anything else about the tournament) simply phone
our Mail Order Hotline on 01773 713213.

wD40
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TALONED HAND OF CHAOS

T +h of Mike’s Chaos army is that he
g':fozggni theme and stuck to it — it‘is
obviously a Slaanesh army and he has taken pains
w0 keep 10 just the r'1ght atmosphere and
jconography. The army is mostly composed of
Chaos Space Marines, with a Kefeper of Secrets, a
preadnought and a superbly painted Predgtg: to
add some heavy firepower and psychic abilities.
There are three squads of Space Marines, each
quite different from the others. Mike’s army
commander wears Terminator armour and the
first squad are his bodyguard of 5 Chaos
Terminators. They are equipped for ranged
combat with an assault cannon and storm bolters,
but their chainfists also make them fearsome
opponents up close. The second squad is made up
of sonic blaster wielding Noise Marines, servants
of Slaanesh. The final squad are the rotting
followers of Nurgle known as Plague Marines.

THE PREDATOR

The centrepiece of Mike’s army is his superbly
finished Predator. Covered in daemonic icons,
writhing Slaanesh tentacles, skulls, borned beasts

and flames licking up the front of the vehicle, the
Predator is a frightening sight. Surprisingly, all
this detail has been painstakingly painted by
hand! The turret itself features a terrifying toothed
face grimacing from the circular turret. One of my
favourite touches is the Predator’s banner. The
legend proclaims, “Slaves to Pleasure”, a typical
anthem to the Chaos Lord of Pain and Pleasure.

MARK OF SLAANESH

Mike has also chosen a strong overall colour
scheme: a deep purple. Almost all the models,
with the exception of the Plague Marines who are
painted in the colours of rot and decay, have a rich
deep purple somewhere in the colour scheme.
This helps tie all the models together to form a
cohesive army. Mike’s painting style is very
different to the one you see used by the "Eavy
Metal team. Even though he’s used a black
undercoat, Mike has proved himself to be an
accomplished figure painter by getting a nice
bright finish to all his miniatures. Sometimes
models with a black undercoat can appear quite
dull. However, purple overpaints a black
undercoat perfectly and is easily highlighted up to
a bright, clean finish.

1996 GRAND TOURNAMENT ENTRY FORM

NAME: .........cccoooiiiimcne e

BERRESS: ...................cocvneiene

BOUNTRY: .........ccoooverenririrrerninemecmsennenas Postcode: .........c.ccevveiiieinnen B -] O - o

....... AGE: .

In which tournament will you be participating? (Only tick one box)

Warhammer []

What army/gang/team will you be entering? ..........ccooiviiininnini i
Will additional night’s accommodation be required?

Do you require disabled access? Yes [1 No [ state any dietary requirements: ............c.cccoccnnernnenne

Method of Payment: Cheque (]  Postal Order (] Access/Mastercard (1~ visa [l Switch []
Lo T UV OURRRRTN Issue No: ........ (Switch only)
Card expiry date: ................cocoeemn... Cardholder NamMe: ..........ccoovvieveieeieiserersressesesrasesseesessessnesns
Cardholder - m l VISA |

SIGNALUFE: ... t—J

lGdeclare that all of the information given above is correct and enclose payment of £45 to enter the 1996
arand Tournament, plus £20 per additional night's accommodation ticked above. | agree to abide by the
decisions of the umpires and to conduct myself in a manner that will not bring our hobby into disrepute.

SIGNEO: ... Date:l. o . =, = i il Sy S

Unfortunately we can't allow players younger than 14 years old to take part in the tournament for insurance reasons.

Warhammer 40,000 []

Blood Bowl [

Friday Night L]

Necromunda [

Sunday Night U

i We'd love to send you details of our special offers and promotions, but if for some reason you don’t want us to, piease tick this box. D
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Gareth won the best painted army |
category in the Warhammer tournament
with his Chaos Dwarfs (which we featured

1l in White Dwarf 191). Couple that with

ki coming second, by just half a point, in the

il Warhammer 40,000 tournament, and you
1| can see that this is the standard to beat!
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Tanks, tanks and more tanks!
The Imperial Guard are
renowned for their armoured
support and Gareth’s army is
no exception.

Commanders and
special troops al

receive a lot  of
attention from both the
enemy gunners and
your opponents. This

makes them the ideal
place 1o show off your
painting talents.




EPIC CONFLICT IN THE WAR-TORN

Miniatures supplied unpainted. Contents and components may vary from those illustrated.
Plastic moulding may vary due to the complexity and detail of the mould

UNIVERSE OF THE 41ST MILLENNIUM

;-‘-WW

The fate of the galaxy itself hangs in the
balance as gigantic armies of warriors, tanks and mighty Titans
clash in apocalyptic conflict.

As the commander of an entire army, each player relies on his tactical skill .‘-‘I
defeat his opponent. Though luck plays its part, ultimate victory belongs to
the best general. -

Citadel, the Citade| caslle, Epic, Games Workshop, the Game Warkshaop |oge and Space Marine @ |
are registered trademarks ol Games Workshop Ltd w

Hive War, Ork, Squat, Titan Legions and White: Dwart are trademarks of Games Warkshop Ltd. w&m
© Gafnes Workshop Ltd, 1996. Al rights reserved
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Y ' pUNGEON ADVENTURES [N THE WARHAMMER WORLD [

Have the Warriors in your party trudged the length and breadth
of the Old World? Is there no dungeon depth that remains
unseen? No lost towers left unexplored? No Goblin-infested
‘caverns you haven’t conquered? Does every evil Necromancer
cower in terror at the mere mention of your party’s name? If
the answer to all these questions is a big yes, then maybe the
0ld World isn’t big enough for you and your party any more.
Perhaps you should start looking further afield — searching
heyond the vast tracts of ocean, or the great deserts beyond the

al skill to
elongs to

KSHOP

ON THE WATERFRONT

By Ian Pickstock and Gavin Thorpe

This article is the first in a two-part series introducing coastal towns, ocean journeys and
Lost Kingdoms to your Warhammer Quest campaigns. Don’t worry though, in this issue
we give full details of a brand new settlement — a Seaport where your Warriors can
experience all the thrills (and spills) of harbour life.

edge of any known maps, to find the legendary realms known
only as the Lost Kingdoms. These are lands shrouded in
mystery where strange and evil monsters guard treasures and
riches that have lain hidden for millennia.

This is the first part of a two part article designed to enable you
to set your Warhammer Quest adventures in far and distant
lands such as Nippon, Cathay, Lustria or Southern Araby. Of
course, to get to these distant lands you have to cross the high
seas, and to do that you are going to have to find a ship. In this
first installment we introduce a new kind of settlement, the
Seaport, that the Warriors can explore and eventually set sail
from for their chosen destination.

THE SEAPORT

After completing a dungeon, the Warriors may choose to travel
to a Seaport instead of a City, Town or Village. To get to the
Seaport takes 6+D3 weeks. As well as getting passage to
faraway kingdoms, Seaports are bustling trade centres and
your Warriors may choose to go to a Seaport for the many rare
items that can be purchased, or to check out some of the
roughest taverns in the Old World!

A Seaport counts as a City and you should follow all the same
rules for living expenses, stock rolls and so on. It has all the
same locations that you would find in any other City. You may
spend each day doing all the usual things, such as buying
supplies and training. Elves, Dwarfs and other races may look
for their respective Quarters as normal. At the end of the day
you should roll on the Settlement Events table as normal.

THE HARBOUR

Alternatively, your Warrior may choose to go down to the
Harbour. The Harbour has a number of special locations that
you may visit, which are detailed below. In addition, you have
a chance of finding a ship Captain to take you abroad. If you
spend the day in a Harbour location then roll on the Harbour
Events table instead of the usual Settlement Events table.




HARBOUR EVENTS

Roll a D66, any special skills or rules that apply to Settlement Events also apply to Harbour Events.

11313 GONE FISHING

Hunting for a ship, your Warrior comes across a likely looking
Captain, who unfortunately doesn’t speak the same language.
He impresses your Warrior with his vast collection of unique
sea charts and the skill of his crew. Your whole party sets sail
immediately (resolve any Warriors’ activities for today before
you go). However, the Captain is only a fisherman and your
party spends the next two months cruising the coast of Norsca
for trout, roll on the Ocean Events table (see next issue). You
arrive back at the Seaport with a healthy distaste for fish!

1416 cAPTAIN

Roll on the Captain’s Table (see next issue).

2123 oL SEA DOG

Whilst touring the wharfs around the warehouse quarter, you
run into a crippled old sailor. The one-eyed, peg-legged
veteran tells you the best places to find a decent ship Captain,
For one roll on the Captain’s Table (see next issue) in this
Settlement, you may add +1 to your dice roll.

24 PIRATE

Roll on the Captain’s Table (see next issue), the Captain you
roll is also a Pirate. If you set sail with the Pirate you will
become fugitives from the law! You are now Pirates, note this
on your Warrior sheet. This only comes into affect with the
Accused of Piracy Harbour Event (see below).

HARBOUR LOCATIONS

You may visit one Harbour location each day, as with any other Settlement location. See also the Waterfront Tavern later.

THE TRADING POST

Whilst in a Seaport, the Warriors may try their hand at a spot
of trading in the exotic and rare merchandise that passes
through the port every day. Your Warrior must first decide
which commodity to trade in (or several if he wishes).

COMMODITY Cost Mark Up Sale Value
Silks 30 1 i0
Exotic Perfumes 60 2 10
Foreign Spices 100 3 15
Wines and Liquors 150 3 20
Antique Weaponry* 200 4 20
Slaves* 300 5 25

First you must roll a D6 to see how many of that commodity
you can buy. You may buy any or all that are available at the
Gold cost listed on the table. However, if you roll a 1, then
there is none of that commodity available.

After you have bought all of your commodities you must sell
them on the streets. For each item of a commodity roll a
number of dice up to or equal to the commodity’s Mark Up
value. Add up the total of all the dice and multiply it by the
Sale Value. The total 1s the amount of Gold you get
from the sale of one item. However, if you roll any

ones the deal has gone sour and you make no

Gold at all and lose that item, You may repeat =
this until vou have sold all your commodiues.

ILLEGAL TRADING
(smuggling!)

If you are trading in illegal items (marked
on the commodities table with a *) then
you nsk being caught by the
authorities. If you roll any ones, then
roll a further D6. On aroll of | or 2 as
well as losing the deal you are caught
and arrested — all your commodities
(tllegal and legal) are confiscated and
you are sent to The Brig for a week!

THE BRIG

The Brig 1s not somewhere that you visit by choice, but
through your travels and dealings in the Seaport you may get
into trouble and find yourself thrown in The Brig. You’ll be
sharing a cell with cutthroats, thieves and murderers, and
swapping tall stories with smugglers, mutineers and pirates
Many of your celimates come from foreign lands and speak
strange dialects (and have very bad breath)! Each day that
your Warrior spends in The Brig roll a D6 on the table below.

D6 ROLL EVENT

1 Deported! Your Warrior is moved to a special
enclosure and gets the uneasy feeling that he is
to be shipped to a distant penal colony for the
rest of his natural life! Roll D6, on a roll of 1
he fails to get out of this fix and your Warrior
sails over the horizon never to be seen agam!
On a roll of 2+ your cunning Watrior manages
to break back 1into his old cell and escapes this
appaling fate.

2 Bad Porridge! Your Warrior is given some
really bad food, deduct two Wounds from your
starting total for the next adventure.

3 Cat O’ Nine Tails! The guards don’t seem to
like the look of your Warrior and drag him into
the yard for a lashing with the dreaded cat ¢’
nine tails. Your Warrior suffers -1 Toughness
for the duration of the next dungeon. Treat
further rolls of this result for your present visit
to the Brig as a 4-5 (Chain Gang).

\ 4-5 Chain Gang! You spend the day in the chain

gang, making big rocks nto little rocks.

Treasure Map! You bump into a wiry old man

with a totally bald head and long moustache

who gesticulates wildly and curses loudly in

= a foreign tongue before handing you a

crumpled piece of parchment that turns out to

be a treasure map. Upon completion of the next
dungeon, your Warrtor receives an additional
1D6x100 Gold.
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2531
32 ACCUSED OF PIRACY

Your Warrior hears a loud shout and turns to see a man dressed

UNEVENTFUL DAY

An filthy rags pointing at him. “Seize him! He’s one of

Bluebeard’s filthy, lowdown, cutthroat, rat-faced, scurvy
bunch who attacked my ship!” If your Warrior really is a
Pirate, 11l a D6. On a roll of a 1 he is caught and hung! This
15 1he end! On a roll of 2 or more your Warrior manages to
evade his pursuers through various impressive feats of
swashbuckling and derring-do, but must leave the Settlement
immediately. If you are not a pirate, you must spend two days
i The Brig before your name is cleared. See The Brig.

M336 cCusTOMS

You are stopped and searched by customs officials who think
ﬂ!al ¥our magic weapons and treasure are smuggled objet
44t You must pay an import tax of 10%. Add up the value of
Ally tieasure you are carrying (not gold or ordinary equipment)
und divide the result by ten. You must pay this much gold
{founding fractions down) and will have to sell treasure to
muke up any shortfall.

M43 captan

Roll on the Captain’s Table (see next issue).
#4951 FALLEN IN THE DOCKS

Walking along a loading pier, you tread on something
unsavgury and slip over the edge into the water. After
b.Cluncmg on the local effluent a couple of times you start to
Sink! A passing samaritan throws you a line, but unfortunately

As the seafaring Warriors leave their favourite tavern they are set upon by an Imperial Navy press gang!

fails to hold the other end... When you come to, you are in a
foul pauper’s hospital, and have contracted various
waterborne diseases. This puts you out of action for the next
D6 days during which you may do nothing at all, but need not
roll for Settlement Events.

52-55 BOARDING PASS

During your wanderings your Warrior finds a discarded
boarding pass. It is for passage aboard the Empire’s most
prestigious ship, the KLF II, pride of the fleet. You may treat
this as a 6 result on the Captain’s Table (ie passage on Admiral
Krueger’s ship — see next issue). However, this is not without
risk as the real owner of the pass may turn up and report it lost
(or stolen). Roll a D6 when your party boards, on a roll of 1,
2 or 3 they are arrested for the theft and sent to The Brig for
D6 days (roll once for the sentence of the whole party).

5662 PLAGUE RAT

Your Warrior is bitten by a rat whilst investigating the
condition of a ship’s hold. Note that your Wartior is a potential
plague victim on your Warrior sheet. When he next boards a
ship, roll a D6. On a roll of 1 the close confines allow the
plague to rapidly spread through the ship. Miraculously, your
Warrior and his companions survive, but the rest of the crew
die or are horribly crippled meaning the journey takes an extra
D6 months to complete. On a roll of 2+ your Warrior falls
quite ill for a week but manages to brazen out the blisters and
raging fever. Your Warrior eventually feels fine and the
bracing sea air soon gets your Warrior back on his feet again.

63- 66 UNEVENTFUL DAY
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WATERFRONT TAVERN

Roll 2D6 and apply any normal Alehouse modifiers.

2  PRESS-GANGED. Whilst frequenting a dockside tavern running total for both contestants, it is a measure of how
the Imperial Navy attempt to press-gang your Warrior. drunk they are. The first one to reach 30 mumbles
roll a D6. On aroll of 1, at first he is unwilling to join the something about his mother, slumps under the table and
Navy. but soon finds out that he was destined for a life on starts to snore loudly!

the ocean wave. Your Warrior departs on the next War
Galley and is never seen again! On a roll of 2-5 it costs
your Warrior 2D6x10 gold to bribe the press gang into
letting you go. On a roll of a 6 your Warrior stands up
proclaiming to be Lord Admiral Krueger and

after fining the press gang 1D6x10 gold {add

this to your total) he dismisses them and tells
them to report for a dozen lashes each.

3 HORNPIPE CONTEST. The locals
are holding a dancing contest to see who
performs the best hornpipe. Addled with free
beer, your Warrior decides to enter. He dons his
trusty flared trousers and sets about
embarrassing himself in front of a crowd of hardened
sailors. If you (the player) dance a hornpipe for half a
minute, your Warrior will win the contest and 2D6x10
Gold. If you refuse, your Warrior is mercilessly mocked -
his reputation goes straight down the drain and any rolls
the party make on the Captain’s Table (see next issue)
have a -1 modifier while in this settlement... 9 DRUNKEN CAP’N. Whilst bumbling from tavern to

4 A NICE LITTLE EARNA. A couple of shifty looking tavern your Warrior bumps mnto a drunk sea captain. He

sailors approach your Warrior asking hirr{ to help wi(ﬁ pledges to take vou to the very edge of the world (and

S = 5 8 7 o CYER 3

their smuggling operation. If you decide to accept roll a bcyon.d b Delligi ‘swp'd.l) pouEaccoRt, Sl = ﬂ?‘

D6. On a roll of a | your Warrior is caught and arrested Captain’s Table (see next issue) with a -1 modifier. in
while the sailors are trying to offload their contraband. He addition to any other modifiers you have incurred.

is sent to The Brig for two days. On a roll of a 2 or more 10 LUCKY SCRIMSHAW. You spend the evening
5 § a

If your Warrior wins, he gets a flusk of Whalebuster
containing enough potent liquor for D6 swigs. Each swig
adds +1D6 to the Warrior’s damage roll for one turn.
However, roll a D6 for each swig taken, on a roll ot a 1

the Whalebuster goes straight to the Warrior’s head

and he passes out, place him prone for 1D6 turns.
You can take more than one swig in a turn, if you dare!

> If the Warrior loses, he wakes up in a small
dinghy drifting off the coast and cannot get back
into the Seaport for a day, during which he may do
nothing (except paddle with his hands) and does not

have to roll for a Settlement Event. If both
competitors pass 30 on the same drink then your Warrior
loses. as the first mate’s cronies sort things out for him. ..

8  GOOD DICE. Your Warrior gets involved in a dice game
with some off-duty harbour officials. His luck runs good
and he wins 2D6x10 gold, add this to your total.

your Warrior o 2D6x50 gold by selling on their listening to the random mutterings of a deranged old man
suspect merchandise. who claims he is the legendary Captain Nemo. You ply
5 THE BLACK SPOT. As your Warrior quietly minds his him with drinks in a futile attempt to shut him up, which

costs you 1D6x10 gold. At the end of the night, he presses
a truly ancient piece of scrimshaw into your hand,
mumbling that it has saved his life on many an occasion.
The lucky scrimshaw can be used once to force a monster
to re-roll a successful attack. The second roll stands.

own business, he is approached by a shuftling, one-
legged man leaning on a crutch, with a parrot on his
shoulder. Without saying a word, the stranger presses a
black felt spot into your Warrior’s hand and disappears
into the gloom. The Black Spot is both a blessing and a
curse, as it will lead you to treasure, but at great risk. 11 SWASHBUCKLER. A gallant young captain shows you
During the next adventure, Monsters will attack your how to get out of a tight spot with the aid of a néarby
Warrior in preference to the rest of the the party. The one- chandelier or rope. You may use this trick once per
on-one rule still applies, but you will always be attacked dungeon to extricate yourself frlom —t R
if possible and “left over” Monsters will attack you. automatically break from pinning and movc; up o i
However, if you finish t‘he dungeop you gain an extra D3 squares, regardless of any monsters or obstacles that may
Treasure cards o keep for yourself. lie in your path, in a daring display of swashbuckling!

6 SICK AS A PARROT. The tavern is having a special
“Drink The Bar Dry” night. Caught up in the festivities
the night whizzes away. a blur of merry-making and
double Whalebusters. When you awake, you are lying in

_ an alley on the other side of town. with a large skull and

1] crossbones tattooed across your chest. Underneath is

bl written a legend decided by the other players. “Useless

12 OLD SEA SHANTY. Your Warrior is taught a few lines
of a rousing sea shanty. *What shall we do with a Drunken
Halfling’, when bellowed loudly, can shatter windows
and terrorise foes. Your Warrior may sing the shanty once
per dungeon. Pick a Monster in an adjacent square and
roll a D6. On aroll of 4+ your vocal cacophony causes the
foe to tlee. take it off the board. On aroll of 1, 2 or 3 your

|. [ Land Lubber”, “Fisherman’s Fiend”. “Pieces I Ate”, " -t
I | “ : » . i din enrages the monster so much that it will attack you
U Beitiseuineriiuneciid lpnon e plce and only you for the rest of the combat. If you (the player)
i a yy " the res e combat. y
I 7  DRINKING CONTEST. You are challenged to a actually get up and sing a few lines at the top of your
It drinking contest by a large, barrel-chested. hairy first voice, then you may add +2 to ==
mate. His chosen drink is Cap’n Ahab’s Whalebuster, the your roll! e tof space"
I}' strongest and most deadly rum in the known wotld. The = e =i Wi o wait und
I | Warrior must roll a D6 and deduct his Alehouse modifier. 4 ahoy! (Sou iy 3 You'll just have 1'0 e 4
¥ (For example the Wizard must add +3). Another player ((J;,I(:;Je“ that's all for S[“S“ollp piains, Eé;:tain or 31
1 i et ; S o g . g bou! a
| must roll a D6 for the first mate. Repeat this and keep a pext issue 10 dout 2 anfies you fsmtt:l b Event
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Armour

Location Front Side/Rear

Track*
Hull
Sponson*
Turret

* Hit the one nearest to the attacker

D6
1

2-5

6

Track Damage Table
The track is damaged but keeps running. The Predator may only move at slow speed for the rest
of the game.
The track is blown off. The Predator moves out of control next turn and then comes to a permanent
halt for the rest of the battle.
A track is blown off and the resulting damage smashes the vehicle’s drive shaft, causing it to flip
over. The wreck comes to rest D6" away in a random direction. Any model it lands on takes D6
$7 hits with a -2 saving throw modifier. Roll a D6 for each model on board. They are killed in the
crash on a D6 roll of 4, 5 or 6. Surviving models may dismount using the normal rules.

Hull Damage Table
A large explosion tears through the crew compartment. Roll a D6 for each crew member. On a roll
of 4, 5 or 6 they are hit and killed.
The Predator’s engine explodes, killing the crew. The tank is spun round to face in a random
direction by the force of the explosion and then comes to a permanent halt.
A spark ignites the Predator’s fuel tank and it bursts into flames, killing all of the crew. The
flaming wreck moves out of control next turn and then explodes. Anything within 3" of the point
where it ends up is caught in the explosion, suffering damage exactly as if hit by a heavy flamer.
The Predator’s ammunition explodes. The Predator is destroyed and any models within 3" suffer
D6 Strength 10 hits with a -3 saving throw modifier.

Sponson Damage Table
The weapon mounted in the sponson is damaged and may only be fired on a D6 roll of 4+.
The sponson is destroyed. The weapon mounted in it may not fire for the rest of the game.
The sponson is destroyed as above, but the explosion causes a flashback to the hull causing a
secondary explosion there. Roll on the Hull Damage Table to find out what effect this has.

Turret Damage Table
The autocannon mounted in the turret is damaged and may only be fired if you first roll a 4 or more
on a Dé6.
The turret is jammed and may no longer rotate. The autocannon may only fire in a straight line at
targets that are directly in front of it.
The turret gunner is killed. Unless his postion is taken over by another crew member the
autocannon may no longer be fired.
The ammunition stored in the turret explodes and the Predator is destroyed. All the crew are killed
and the turret is blown off, flying 2D6" in a random direction before it crashes to the ground.
Anything under the spot where it lands takes D6 Strength 9 hits with a -6 saving throw modifier.

Armour
Location Front Side/Rear
Crew* See below
Land Speeder 10 12

*Hit the one nearest to the attacker

1
2
3

Land Speeder Damage Table
The Land Speeder’s heavy bolter is destroyed and may no longer be used.
The Land Speeder’s assault cannon is destroyed and may no longer be used.
The Land Speeder’s controls are damaged making it difficult to control. Roll a D6 at
the start of each of the Land Speeder’s movement phases. On a roll of 4, S or 6 the
driver is able to control the Land Speeder and it moves normally. On a roll of 1, 2 or
3 the Land Speeder moves out of control for that turn.
The Land Speeder’s engine cuts out and it crashes to the ground 2D6" away in a
random direction. Anything under the Land Speeder when it lands takes D3 S6 hits
with a -2 saving throw modifier. The crew are able to leap to the ground before it
crashes, but will suffer damage if the Land Speeder was moving at more than 10" a
turn in its previous move.
The Land Speeder’s engine blows up, killing the crew. The wreck plummets to the
ground 2D6" away in a random direction. Anything under the Land Speeder when it
lands takes D3 S6 hits with a -2 saving throw modifier.
The Land Speeder’s fuel explodes, killing the crew. The flaming wreck crashes to the
ground 2D6" away in a random direction. When the wreck hits the ground its
ammunition explodes, causing D3 Strength 8 hits with a -3 saving roll modifier on all
models within 3".

Crew Damage Table

Roll to see if the crewman is killed using the normal shooting rules. He has a Toughness of
4, is wearing power armour that confers a 3+ saving roll, and has 1 wound. If the driver is
killed then the Land Speeder will move out of control for the remainder of the game or until
it hits terrain it cannot cross, collides with another vehicle or building, or until it leaves the
game table, or the gunner takes over. If the gunner is killed then his heavy bolter may no
longer be used, although the driver may still fire the Land Speeder’s assault cannon.
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BEASTMASTER WYRDS |

A Beastmaster Wyrd forms an uncanny bond i

with the wild creatures of the Underhive.
Wherever he goes, he is always accompanied by
a small swarm of Milliasaurs, Ripper Jacks or
Giant Rats, who are attracted and directed by
his powerful psychic abilities.

Beastmaster Wyrd Ripper Jacks
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BEASTMASTE RS

By Andy Chambers

\Wyrds are individuals with raw, untutored and
varied mental powers. In fact a significant
proportion of Necromundans, maybe as high
| as 10% or so, have minor abilities which they
don’t even consider to be psychic mutations -
they may be “lucky” at cards, for example, or
very good at “guessing” what is on another
person’s mind,-but only so that others think

perceptive rather than mutants. Wyrds have far
more effective powers than this, but they are
still very different from the highly trained
psykers of the Adeptus Astra Telepathica. This
is because Wyrds almost always

| that they were born lucky or are very

RECRUITING WYRDS

Once in the Underhive, Wyrds are forced to rely
on their powers in order to survive. Some Wyrds
use their powers to help others, especially those
who have purely beneficial abilities that allow
them to heal physical injuries or help those in
mental turmoil. These individuals are often
harboured and protected by Underhive
communities who value their powers and respect
their wisdom. More often than not, however, a
Wyrd that is forced to live in the Underhive will
follow a more practical and mercenary path and
offer his services to the highest bidder. Although
hiring a known psyker is a felony on
Necromunda, there are many who are willing to
take the risk in order te-gain the services of one of

develop their abilities in an
undisciplined, self-taught way.

The powers displayed by Wyrds are highly varied, and
it is extremely rare for two Wyrds to have exactly the
same abilities. This being said, it is possible to divide
Wyrds into a number of very broad types. For example,
a significant proportion of Wyrds are telepaths, whose
powers allow them to affect the mind of another person.
However, the way this power manifests itself varies
from one telepathic Wyrd to the next: some can take
control of another person’s mind, others can induce
terrifying mental illusions, and so forth. This situation
is made even more complex because most Wyrds have
one or more additional minor powers.

Wyrds that can hide their powers are fairly safe in the
hive proper, although there is always a small risk of
discovery. Sometimes as a Wyrd grows older and more
confident in their abilities they will start to flaunt their
superhuman talents. Few Wyrds truly appreciate the
danger they are in when they reveal their powers in this
way and many are either burnt as witches or warlocks,
or captured by the Scholastica Psykana because they
over-estimate their own abilities. For this reason, many
Wyrds choose to live in the Underhive, where for the
most part mutants are tolerated so long as they are not
grossly mutated or afflicted with a dangerous power.
Those Wyrds whose powers become impossible to hide
have no choice but to escape to the Underhive or face
almost certain death or capture.




these powerful individuals. In any case, many Outlaw gangs
are happy to employ Wyrds as they have nothing to lose by
breaking the law again.

Any gang except Spyrers and Redemptionists can hire a Wyrd,
though there is an increased chance of being outlawed if this is
reported to the Watchmen. If a player wants to hire a Wyrd he
must pay a hire fee of 25 credits. For purposes of calculating
the gang rating, a Wyrd Beastmaster has a value of 125 (ie, his
hire fee of 25x5). A gang may not hire more than one Wyrd at
a time.

Wyrds belong to one of four basic types: Telekinetic, Pyro,
Telepath and Beastmaster. A player is allowed to choose what
type of Wyrd he wants to hire for his gang, but for the moment
we’ll just take a closer look at Beastmasters. Full rules for all
types of Wyrds are included in the Outlanders rulebook.

BEASTMASTERS

All Beastmasters have the following profile. In addition, the
Wyrd will have some weapons and “pets”, as explained later.

M WS BS S T W I A
4 2 2 3 4

Beastmasters are not noted for their ability as fighters,
preferring to rely on their mental powers instead. Nonetheless,
no-one travels in the Underhive unarmed, and so Beastmasters
may be armed with up to two weapons from the following list:

stub gun with dum-dum bullets,
autopistol,
laspistol,
sword,
axe,
chain or flail,
club, maul or bludgeon

Unlike other Wyrds a Beastmaster’s primary power is not
generated randomly. Instead, the Beastmaster will be
accompanied by D3 creatures chosen from the following list:

Giant Rats,
Milliasaurs,
Ripper Jacks

A Wyrd Beastmaster has particular affinity with one type of
creature, so you may not mix different types under the control
of a single Beastmaster (for example, you cannot have Ripper
Jacks and Milliasaurs both under the Wyrd’s control).

Further details of these creatures are given on
the following pages. The number of “pets” a
Beastmaster has changes constantly so you
should re-roll the D3 to see how many
creatures accompany the Beastmaster at the
start of each and every battle he fights.

The creatures under the Beastmaster’s control
must remain within 16" of him at all times. As
long as they do so then they can use his
Leadership characteristic for any Leadership
tests they have to take. If they ever end a
movement phase more than 16" from the
Beastmaster, or if the Beastmaster goes out of
action, they are removed from play, as it is
assumed that they have scampered off down a
nearby crack or hole.

NECROMUNDAN GIANT RATS

The Underhive contains a warren of disused
and decaying tunnels and sewers that are
infested by swarms of rats. There are many
different mutant sub-species of rats on
Necromunda and their individual physiology
varies immensely. Giant rats can grow
anywhere up to 4 feet long (not including their
tail), while the huge razor-sharp fangs of some
of the larger creatures can reach to well over a
foot. Necromundan rats exhibit a form of low
animal cunning and have incredibly fast natural
reactions. These combine to give them an
almost supernatural ability to dodge any attack
that is aimed at them.




0 0
be
0 0
0 pe o
ontro
» o
d PP
tro
0 O
of “p
0 YO
O [1al)
0
ontro
A
( P
)
O
goes out O
d off do
.
of d d
ha
0 A 0
p olog
3 OTO
O L. C
gs of SO
o well o

Without warning the Ripper Jacks strike, diving
from the shadows onto the unfortunate Escher.

Special Rules

Dodge. Rats receive a special form of unmodified 4+ save on
1D6 against any damage they suffer to represent their ability to
dodge attacks. The save may be used against any ranged or
hand-to-hand attacks, but not against special attacks that do not
normally allow an armour saving throw.

MILLIASAUR

Milliasaurs are hideously mutated and enlarged centipedes
which can reach up to two metres in length. They normally
live in the darkened recesses and sump-holes that abound in
the Underhive. Here they lurk in the moist darkness,
waiting for an unsuspecting creature to venture neatby.
When their prey is close enough the Milliasaur will dart
from cover and sink its poisonous fangs into its prey. The
Milliasaur’s quick-acting poison will quickly reduce all but the
largest creature to a helpless state, so the vicious predator can
drag its unresisting victim down into its lair and feast on the
body at its leisure.

Special Rules

Movement. Milliasaurs can move up and down any sloping or
vertical surface as if it were open ground.

Poison Bite. If a Milliasaur wins a round of close combat
against a foe it will bite them with its poisoned fangs. Each hit
scored will automatically inflict a wound without having to
roll against the victim’s Toughness. Armour saves may still
protect a target as normal. If the victim suffers his final wound
to a Milliasaur do not roll on the normal Injury Table, instead
roll on the table below.
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i-Z  No Efiect. The Milliasaur’s venom fails to paralyse
its victim. The model continues to fight just as if
he’d suffered a flesh wound, except that he suffers
no penaltics to BS/WS.

Out of Action. The victim is paralysed and is
severely chewed up by the Milliasaur. The model
may survive the experience if it’s lucky, but it
certainly won’t be fighting any further. Remove the
model as you would any other taken out of action.




REDEMPTIONISTS

Redemption! Redemption! Through fire and through biood! The cnies of
the uncompromising Redemptionist priesthood resound through the
hive in a hot pulse of anger On street corners Redemptiorist preachers
rally the masses with their daron call of intolerance and hatred. In packed meeting halls
and temples Redemptionist priests lead the populace in prayers of hatred and
xenophobia, calling for the Emperor's divine wrath to descend upon the galaxy. For the
Redemptignists the whole of creation 1s nven with vile corruption that can only be
deansed! through fire, bloed and faith

The Arch Zealot of the Redemption 1s one of the most famous of all the Redemptor Priests
in the Uniderhive. He 1s a mystic and a proghet for the Redemptiorist cause, leading a
solitary, hermit-ke existence i the Underhive. He wanders constantly from place to
place, preaching to Redemptiotists and whipping them up into a state of intolerant fury
which almost invanably ends at the very least in a nching, and more often than not in
wholesale slaughter and genoade

The Arch Zealot of the
Redemption

T

Zealot with Redemptor Priest with Brethrem with autogun
eviscerator mefta-gun and exterminator

Brethren with autopistol and Brethren with shotgun Brethren with shiotgun
stub gun and exterminator

Brethren with autogun and
externmnatar




lutogun and

nator

RIPPER JACKS

Ripper Jacks are dangerous bat-like creatures that normally
inhabit the larger abandoned domes in the Underhive. They
hang upside down from the roofs in their darkened domains,
swooping down on unsuspecting creatures that venture below.
Ripper Jacks attack by enveloping the head of their prey with
their leathery wings. They then bite and gouge at their victim’s
eyes, face and neck while maintaining a vice-like grip with
their wings. Unless the Ripper Jack is speedily removed its
victim will quickly suffocate or bleed to death.

M WS BS S T W H A 1Id
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Special Rules

Ely. Ripper Jacks can fly. This allows them to move up or
down levels without having to use ladders. Each 1" of vertical
movement up or down uses up 1" of the Ripper Jack’s
horizontal movement across the battlefield.

Envelop. Ripper Jacks attack in a special way. This attack is
made in the hand-to-hand combat phase instead of fighting in
close combat normally. Ripper Jacks never fight in the hand-
to-hand combat phase, even if charged by

an enemy model, it being
assumed that they will simply flit

e e el ey
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model’s Strength then the Ripper Jack remains firmly attached
and the victim suffers a S4 hit with no armour save allowed.
Models reduced to 0 wounds by a Ripper Jack are
automatically taken out of action.

Models may aid friends that are being attacked by Ripper
Jacks. To do this the friendly model must be in base-to-base
contact with the Ripper Jack’s victim in the recovery phase. If
this is the case, the friendly model may add his Strength to that
of his companion when trying to remove the Ripper Jack.

Serious Injuries. If a model is taken out of action by a Ripper
Jack do not roll on the usual Serious Injuries Table, instead
roll on the Ripper Jack Injury Table below.

D66 INJURY

11-16  Dead

21-23  Head wound
24-26  Blinded in one eye
31-36  Old battle wound
41-46  Full recovery
51-56  Impressive scars
61-66  Horrible scars

out of the way, although enemy
models can shoot at them
normally. Instead, a Ripper
Jack that is in base-to-base
contact with an enemy model in
the hand-to-hand combat phase is
allowed to attempt to envelop the
opposing model’s head.

Roll a D6 for each Ripper Jack
that is attacking an enemy model.
If the roll is greater than the
victim’s Initiative, or a roll of 6
under any circumstances, then the
Ripper Jack has enveloped its
target. Models may only be
enveloped by one Ripper Jack at a
time, though several Ripi)er Jacks
could attempt to envelop a victim
— the rest would have to go and
find another victim. An enveloped
victim falls to the ground and may
not move or shoot until he dies or
the Ripper Jack is pulled off. If
the victim is engaged in hand-to-
hand combat he counts as having
WS 0 and may not parry.

Roll 2D6 for the model in the
recovery phase. If the score is less
than or equal to the model’s
Strength it has pulled the Ripper
Jack off and killed it (remove the
Ripper Jack model from play). If
the score is greater than the

THE WITCH HUNTERS

Also released this
month are the half-
crazed Redemptionist
Crusade. These
fearless warriors ate
the sworn enemies
of Wyrds, mutants
and other inhuman
inhabitants of the
Underhive and beyond.
Led by their Redemptor
Priest, the Redemption
seek to cleanse the hive
of all smners, which in
their eyes mcludes just
about everybody!
Redemptionists are noted for their
fanaticism, and their ranks mclude the
deranged, frenzied Zealots, who carry
deadly double-handed chainsaws in battle -
known appropnately as Eviscerators!

Their harsh treatment of everybody else
means that Redemptionists are treated
like true Outlanders, and are never
welcome in the more settled areas of
the Underhive. Although they
theoretically work within the law,
the Redemptionists’ anti-social
outbursts of random violence
make them too unpredictable
for the settlers. ..




R e e T e

) &2

=]

{e

SPACE MARINE
RAZORBACK

'SPACE MARINE
WHIRLWIND

These models are supplied unpainted and require assembly. We recommend that the parts are cleaned and trimmed with a modelling knife
before being painted with Citadel paints. They are Citadel Miniatures Expert kits-and require a degree of modelling skill io assemble. We do
not recommend these kits for young or inexperienced modellers. The plastic components are moulded in a hard styrene compound which is
particularly suitable lor modelling and painting. All these boxed sets contain walerslide transfers, some also Include seli-adhesive banners.
Warning! Some of these models have components which contain lead and may be harmtul if chewed or swallowed.
These Citadel Mi es are nol reco ded for children under 14 years of age.

~ g @ Citadel, the Citadel castle, Games Warkshop, the Games Workshop logo, Space Marine and Warhammer
%Il\[;&\\{fi are registered trademarks of Games Workshop Ltd. Angels of Death, Blood Angels, Space Wolves and
) v ie L

Ultramarines are trademarks of Games Workshop Ltd. ® Games Warkshop Ltd, 1996. All rights reserved, wnxmr;
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ALL IN THE MIND

In last month’s issue, Tox gave the definitive
guide to fighting with, and against, troops with
frenzy. This got me thinking about all the other
types of psychological factors that can influence
the outcome of a battle.

Any good General knows that battles are not won
or lost purely by the blade of a sword. A
commander who fails to take into account the
psychology of his own soldiers, and those of his
opponent, is inevitably doomed to failure. Fear
and terror can cause your troops to cower or flee,
panic can spread throughout your ranks tearing
gaping holes in your battle line, and hatred or
frenzy can drive regiments into manic and

LOATHING

particular effects. You must work out how these
factors will help or hinder your army and factor
this into your overall battle strategy. Hopefully,
my ideas should help you to do this effectively.

DON’T PANIC, DON’T PANIC!

Panic is one of the most common causes of troops
fleeing. Unlike most psychological effects, you
need no special troop types or magic items to be
able to inflict panic upon your opponent. This,
together with the many different situations that
can cause panic, makes it one of the most flexible
weapons at your disposal.

As the example on the following page illustrates,
panic will spread through the ranks of your army

N
’%

. BySteve
f /Al;astas'off N

The nerve of even
the best troops can
crumble when
confronted with
the many horrors
of the Warhammer
world. The
accuracy of an
army's archers,
and the skill of its

h 1 = 7
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Driven by the Banner of Rage, the Chaos Knights tear apart a regiment of Halflings in a bloody frenzy.
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very small regiments due to
their high points cost. This
means their high leadership will
be of no use if they lose even a
single round of combat. In
defence, it is often worth giving
such regiments some magic
protection to counteract this.
Many magic items, such as the
Valourous Standard or the
Sword of Fortitude, do the job
very nicely. Remember that any
unit that causes fear is itself
immune, so items that cause
fear (the Dread Banner, for
example) also provide a very

Jjoin in the flight.

The above example (taken from the “Turning
the Tide” battle report in issue 183)

illustrates just how quickly panic can :\'1))'ead Alternatively, panic causing unit is charging. A unit receiving a charge
tﬁ IR0 — 'Ic.l.ke '((‘O'Tl.m,a m.ln’zg i can b bgseful o that fails its fear test will automatically break and
forces ():f the Empire) fights off ‘(;avm s ()rc‘ pu.ttlng ﬂ‘lg, tough e s loutmumbaed) Jnbereasha  charging lumit
uttac"k in the centre. Mu.ch of -the rest of units to lght- Bather that fails its fear test will simply refuse to charge.
Gav'’s army then fail their panic tests and than charging into a

good defence.

4]

Bear in mind that fear is much
more effective when the fear-

This is where Vanhel’s Danse Macabre really

large and powerful, . .
g P comes into its own for Undead armies — wherever

regiment, go for

“Although -~
~_ panicis the =

- most common

psychological

factor in most
games, fear is

possible use this spell to charge opponents, rather
than wasting it giving units extra close combat or
missile attacks.

smaller units nearby
that can be more easily broken or destroyed. This
way you can force the dangerous regiments to
take panic tests, giving you a chance to send them
routing off the battlefield before they even have ...BE VERY AFRAID

the opportunity to strike at you! In many ways, terror is a less potent weapon

than fear. Many fear-causing troops types
BE AFRAID... are cheap enough to take in
large units, so that they
can be wused to

Although panic is the most common
psychological factor in most games, fear is
perhaps the most powerful and dangerous. /

The key to using fear to maximum effect is
to make sure that each of your units
outnumbers your opponent’s. That way, all
you need to do is win a round of combat to
set your foe fleeing. So if you want to use
fear as a part of your overall strategy, take
big units! With a large rank bonus, and a
standard (especially a magical standard
such as the Battle Banner or War
Banner) you will always get a good
combat resolution score, giving you a
good chance of sending your opponent
packing. This is particularly true for
Undead armies. Your pustulant ranks of
Zombies and clattering hordes of
Skeletons should always outnumber your
opponent’s troops. Remember you can
cast Raise the Dead, Summon Skeletons
and Summon Undead Horde to boost
regiments that fall below size (always make
sure that you have at least one of these
important spells available!).

Even the toughest elite units will

be hard pushed to stay in the fight
against such a tactic. Although they
may have a good leadership, they will often be in
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maximum effect. However, terror-causing
creatures tend to be very large and costly, so it is
extremely rare that they will outnumber their
opponents. This means that once enemies have
taken their terror check the additional effects of
fear can’t be exploited to the maximum because
the enemy won'’t be outnumbered.

Having said that, there is still one thing in
particular which makes terror exceedingly
dangerous — any models within 8" of the terror
causing model will have to test for terror at the
start of their turn or turn tail and flee!

Many of the terror-causing creatures in the
Warhammer world are horrific, huge monsters
that can fly. Send these large flying creatures

spells

Tangling Thorn ! p
and The Curse of \
Anraheir (among N
others) to keep those
terror-causing beasts far
away, while Jade does the same
job with The Mist of Duthandor,

and additionally has Peace to rally
any units that do flee.

STUPIDITY

swooping down amongst the enemy so that as # Not all psychology that affects your troops

many units as possible are within 8". On your
subsequent turns, keep your terror-causing
creatures moving. Since any given unit only
needs to take one terror test per battle, you must
move so that new units are within the 8" terror
range. This means that your opponent will have to
keep taking terror tests throughout the battle.

The best solution to an enemy who likes to exploit
terror is to boost your Leadership as much as
possible. Make sure that every unit has a Hero
commanding it, and keep as many units as
possible close to your General.
Additionally, try and stop big monsters
from getting close

enough to  start
causing terror — you
can use magic items
such as the Orb
of Thunder to
{' hold them back.
1 Ifind that Amber
and Jade magic
are useful for
§/ this: Amber

is as dangerous to your enemies as fear and

terror. In fact, with stupidity it is definitely

more dangerous to your own troops than to your
opponent’s army!

A few of the large and powerful monsters that can
be included in your games are prone to stupidity.
For players who take these creatures this can be
mildly annoying, or it can wreck their entire battle
plan, depending on just how often their creatures
act stupidly. The only real thing that can be done
about this is to make sure that any units subject to
stupidity are well led.

Remember that many of the strongest and
toughest rank and file troops in the game (such as
Trolls and Rat Ogres) are subject to stupidity. By
placing a high Leadership character with these
units, or keeping them within 12" of your
General, you can effectively eliminate their stupid
behaviour much of the time. This then leaves you
with a strong, tough, hard-hitting unit of monsters
at a bargain price (since their points values reflect
the fact that they will be acting stupidly for a
reasonable portion of the game).

The final thing to remember with stupid troops is
to get them into hand-to-
hand combat as quickly as
possible. At least if they
fail a stupidity check

It you can get
the real
psychological
advantage
over your
opponent, he
may well be
too cautious in
the battle,
allowing you
to execute
your plan
with ease.

Why not try a
bit of insane
staring, as
demonstrated
by Gav
above...

facial expressions

Gav likes to emphasise his challenges with suitable

Throwing Down the Gauntlet

Psychology does not only affect the troops on the table
— it can also affect you and your opponent. Challenges
are always a good opportunity to
psychological edge over your opponent. Whenever you
issue a challenge it should always be done in a suitably
disdainful manner. Personally, I like to have several
particularly scything challenges prepared before each
battle, as well as a couple of cutting retorts for any
challenges my opponent may issue. The more
flamboyant your challenge, the more it will impress
your opponent, giving you that essential edge in the
upcoming duel. “Come on ye scurrilous son of a pitiful
knave — the sun will shine upon your innards before
this day is over.” is my personal favourite. ..

gain the




“...it’s almost all over....

Put on a loud groan of disappointment when you get dealt a great hand, or
gasp with uncontrollable joy when you get dealt a poor set of cards, and
your enemy will fall right into whatever trap you choose to set for him.
Well, sometimes. The final stage is to utilise innocent bystanders to fulfil
your purposes. When your mum/girlfriend/wife asks how much longer
you’ll be playing for. just look knowingly at your cards then reply
confidently, “not much longer now, it’s almost all over...”.

Poker Face

The magic phase is
one of your best
opportunities to gain
the psychological
edge over your
opponent. As any
good poker player
knows, you can give
away a lot about the
contents of your
hand by the expression on your face.
This must be avoided at all costs! If
your opponent suspects that you have
Total Power. for example, it might
just tempt him to throw down that
Drain Magic that he might otherwise
not have bothered with. The next
stage. of course, is to attempt to
»” mislead your opponent into thinking
you have cards that you don’t have.

while fighting half of them will continue
attacking. Failed checks for units not in combat
will mean that the entire unit is wasted for a
whole turn. Better that only half the unit be
wasted than the whole lot!

HATRED

Hatred is a powerful motivation for many of the
troops in the Warhammer world. It can drive them
to fight on to the death, rather than fleeing from
their hated foes. In game terms, hatred gives
many advantages, with very few
associated disadvantages. In the first
round, any missed attacks against a
hated foe can be re-rolled, but much
more importantly, all
break tests are taken on
an unmodified Leadership
value of 10. This means
that no matter how
many casualties you
inflict against an
opponent who
hates you, they are
unlikely to break
and run. The only
down side is that
if a hated enemy
breaks, you must
always pursue — you
can’t even test to
restrain your troops’
fervent bloodlust!

In theory this factor can be exploited,
although doing so in practice is extremely
difficult. Small sized regiments of weak
troops that your opponent hates can be sent
forward as bait. When these units get beaten
in combat and are forced to flee, your
opponent must pursue, taking him into
charge range of your more powerful
regiments that are following up behind. On
the whole though, it is just better to try and
minimise the effects of hatred.

The best way to do this is to exploit other
psychological effects. Although hatred modifies
Leadership for the purpose of taking break tests, it
does not do the same for other psychology tests.
This means that an opponent who hates you will
be just as vulnerable to panic and terror as they
would be against any other foe. Charge them in
the sides and rear to force panic tests, or land a
large terror causing creature nearby. Also, always
try to charge the opponent, rather than letting him
charge you. That way you have a chance to kill as
many of his troops as possible before he strikes
back at you. That way he will have fewer troops
left to make use of the attacks re-roll.

Making the most of hatred is very simple — charge
your troops into hand-to-hand combat as quickly
as possible. Even against a vastly superior foe it is
unlikely that your own troops will run away, so
that you can gradually wear your opponent down.

RAVENING HORDES

Although all these ideas can form a valuable part
of any battle strategy, the ultimate is to have an
army structured and themed entirely around
psychology. Of course, the Undead are a
paradigm of this sort of force, with virtually every
unit inflicting fear or terror against their
opponents, while at the same time being immune
to psychology themselves. But other armies can
also base their plans around this same idea, or
even other psychological effects such as hatred
and frenzy. Imagine a Skaven force with Plague
Monks instead of Clanrats Warriors as the basic
troop type, an army of Savage Orcs, or a Dark EIf
force made entirely of Witch Elves, so that the
whole army is subject to frenzy!

One other useful idea if you do plan on theming
your army around psychology in this way: take a
light cavalry regiment, or a unit of flyers (Carrion
serve the Undead army splendidly well) and hold
them in reserve. That way, when your opponent’s
units do rout, you will be able to ride in or swoop
down, destroying them utterly before they have a
chance to rally. Equally, you could theme an army
around being completely steadfast, and immune
to psychology. This sort of force can be
particularly effective if you know that your
opponent is planning on relying heavily on
psychology to set your troops routing (if he has an
Undead army, for example!). Imagine the look on
his face when you field an entire army of Empire
Flagellants — completely immune to psychology!
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4 Above: The Apocalypse 100

limited edition Citadel Miniature,
| Veteran Sergeant Centurius.

| Right:
Warrington 1s our 100th store!

Games  Workshop

== ) _ On Saturday

2nd and
Sunday 3rd March we celebrated the opening
of our 100th store! The event took place in
Games Workshop stores all around the world
and reports have been coming in of how much
everyone enjoyed themselves. No wonder, with
all our stores offering a huge 25% discount on
everything on sale in the store! Also, while they
lasted, we gave everyone who turned up a free
plastic Space Marine Terminator.

AWES WORKSHOP
,
b

(RONTLINE NEWS

Aiso available, for those early enough, was
Legion of the Damned Veteran Sergeant
Centurius. Jes Goodwin’s superb miniature
was only on sale over the Apocalypse 100
weekend. Last issue we featured an article
about how Centurius was made, with rules
for including him in your Warhammer 40,000
games. Big spenders on the day will soon be
recieving a limited edition print of Asmodai,
signed by Mark Gibbons himself! Finally, for
those who missed out on the event, there are
new stores opening all the time and who
knows, maybe we’'ll have Apocalypse 200!
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MOST

The results are in! The Necromunda Campaign has
finally reached its bloody conclusion! Our staff have
been running this huge campaign over January and
February on Sundays or Thursdays, which became the
store’s ‘Necromunda day’. Each gang fought as many
games as possible, the final total House rating being
used to see which of the Necromunda Houses
becomes Lord of the Underhive! We now have the final
House totals and have been amazed at the results...

GAMES])
\WORESHOP.
UK STORES

ABERDEEN: Unit 1, 30/40 Kirkgate. Tel: 01224 621261
ALTRINCHAM: 19 Grafton Street. Tel: 01619 299896
BASINGSTOKE: 3 Potters Walk,Wote St.

Tel: 01256 466050

Tel: £1223 313350

Tel: 01227 452 880

Tel: 01228 598216

CAMBRIDGE: 4 Quayside, (Off Bridge St).
CANTERBURY: 5 Iron Bar Lane Canterbury.

CARDIFF: 29-30 High Street. Tel: 01222 644917
CARLISLE: 2 Earls Lane, Lowther St

CHELMSFORD: Unit K5, The Gallery,
The Meadows Centre. Tel: 01245 490048

CHELTENHAM: 16 Pitville St. Tel: 01242 228419

..,zm‘n ;

VANTED!

In the brutal conflict for the title of ‘Lord of the
Underhive’, only one gang could reign supreme. The
Orlocks and high tech Van Saar both vied for the
honour, but in the end the Orlocks triumphed. In the
struggle for the other positions the big surprise of the
campaign proved to be House Escher, who began at
the very bottom of the ladder. They made a valiant
comback and clawed their way up to third place. The
devious Delaque managed to sneak into fourth past the
fanatical Cawdor, proof that cunning can
triumph over zeal. But of course one gang had
to be named Scumsuckers and that dubious
honour fell to the once mighty Goliaths. They
now swear vengence against all other houses
between gritted (and broken) teeth.

GLOUCESTER: 35 Clarence Street. Tet: 01452 505033
GUILDFORD: 12 Tunsgate. Tel: 01483 451793
HAMMERSMITH: 1 Dalling Road. Tel: 0181 741 3445
HARROGATE: 29 Beulah Street. Tel: 01423 564310
HARROW: 296 Station Road. Tel: 0181 861 2350

HIGH WYCOMBE: Unit 29, The Balcony,
The Octagon Centre. Tei: 01494 531494

HULL: 30 Paragon Street. Tel: 01482 589576

IPSWICH: 2nd Fioor, Debenhams, Westgate Sireet.
Tel: 01473 210031

BATH: 30 Upper Borough Walls. Tel: 01225 314414
BECKENHAM: 292-294 High Street. Tel: 0181 658 8102
BEDFOQRD: 10 Greyfriars. Tel: 01234 273663

BELFAST: 20A Castle Court. Tel: 01232 233684
BIRMINGHAM: 116 Corporation Street.

Tel: 0121 236 7880

BLACKPOOL.: 8 Birley St. Tel: 01253 752056

BOLTON: Unit 25, First Floor Gailery,

Shipgates Centre. Tel: 01204 362131

BOURNEMOUTH: 24 Post Office Rd. Tel: 01202 319282
BRADFORD: 5 Broadway. Tel: 01274 739353
BRIGHTON: 7 Nile Pavilions, Nile St.

Tel: 01273 203333

BRISTOL.: 13 Broad Weir. Tel: 0117 9251533
BROMLEY: 8 Bromley Mall. Tel: 0181 466 0678

CHESTER: 112 Foregate St. Tel: 01244 311967
COLCHESTER: 2 Short Wyre St. Tei. 61206 767273
COVENTRY: 14 City Arcade. Tel: 01203 227311
CRAWLEY: 11 Broadway. Tel: 01293 552072

CROYDON: Unit 35, Drummond Centre,
Keeley Road. Tel: 0181 680 4600

DERBY: 42 Sadler Gate. Tel: 01332 371657

EALING: 52D St Saviours Mall,

Ealing Broadway Centre. Tel: 0181 8400171
EDINBURGH: 136 High St. Tel: 0131 220 6540
EXETER: 37 Princess Hay. Tel: 01392 490305
GLASGOW: 66 Queen Street. Tel: 0141 226 3762

KINGSTON ON THAMES: 33, Fife Road.

Tel: 0181 549 5224

LEAMINGTON: 22 Park Street. Tel: 01926 435 771
LEEDS: 12-16 Central Road. Tel: 0113 2420834
LEICESTER: 16/20 Silver Street. Tel: 0116 2530510
LIVERPOOL: 47 Lord Street. Tel: 0151 258 1404
CENTRAL LONDON: Unit F10, The Plaza Shopping
Centre, lst floor, 116-128 Oxford Strest.

Tel: 0171 436 0839

LUTON: 12 Park Street. Tel- 01582 417474
MAIDENHEAD: 2 Blandy House, 3/5 King St.

Tel: 01628 21854

MAIDSTONE: Unit 6, 1-9 Pudding Lane.

Tel: 01622 677435

MANCHESTER: 69/70 Marsden Court,

Arndale Centre. Tel: 0161 234 6871
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OXFORD STREET

One of the great things about our stores are the
fully painted shop armies on display. These
forces are also used for demonstrating games
and teaching the rules to new gamers. They
represent the Warhammer, Warhammer 40,000
and Epic games, as well as-Necromunda and
warhammer Quest. it's great to be able to go
into a store for the first time and use a painted
army as well as being able to see the latest
miniatures and releases at first hand.

Next issue we are going to feature some of the
best painted miniatures from one of our stores.
Our Plaza store in London is a funny place, it's
on Oxford street, but it’s in the Plaza centre, so
what do you call it? Either way, it has a great
selection of models and as you can see from
this example of Mephiston, Lord of Death

There are now so many
Games Workshop
stores in the UK
that we just can’t
fit them all on the
map! To find out
where the nearest
store is to you and
what’s happening,
just look at the
alphabetical list

at the bottom
of this page
and give
them a
call.

(painted by Dean
Clayton), they're
really great!

If you want a sneak
preview of Plaza’s
excellent miniatures
before next issue,
why not visit the
store? As well as
seeing all it’s painted
armies, the store
also boasts a full
size statue of a
Blood Angels Space
Marine! As you can
tell, there’s a lot to
see at Plaza store.

All shops marked
in BLUE are not

MEADOWHALL CENTRE SHEFFIELD:

918, High St. Upper Mall, Tel: 0114 2569836
METROCENTRE NEWCASTLE: Unit B14,

First Floor. Tel: 0191 461 0950

MIDRLESBROUGH: 39 Dundas St

Tel: 01642 254091

MILTON KEYNES: Unit 2,

West End Extension, Silbury Boulevard,

Milton Keynes Shopping Centre. Tel' 01908 690477
NEWCASTLE: 63 Clayton Street. Tel: 0191 232 2418
NEWPORT: 25 Skinner Street. Tel: 01633 256 235
NORTHAMPTON: &/7 The Friaey, Upper Level.
Grovesnor Censie. Tel: 01604 36687

NORWICH: 12-14 Exchange St. Tel: 01603 767656
NOTTINGHAM: 34a Friar Lane. Tel: 0115 9480651
OXFORD: 1A New Inn Hall St. Tel: 01865 242182
PETERBOROUGH: 3 Wentworth Street.

Tal 91723 890052

PLYMOUTH: 84 Cornwall St. Tel: 01752 254121
PORTSMOUTH: 34 Arundel St. Tel: 01705 876266
PRESTON: 15 Miller Arcade. Tel: 01772 821855
READING: Unit 3, Cheapsice. Tel: 01734 598693
ROMFORD: 12 Quadsant Arcade Tel: 01708 742140
ST ALBANS: 18 Heritage Close, High Street.

T2t 51727 861193

SHEFFIELD: 16 Fitzwillam Gate. Tel: 0114 2750114

open on Sundays.

SHREWSBURY: Unit 2, Bridge Street.
Tel: 01743 362007
SOLIHULL: 690 Warwick Road. Tel: 0121 705 7997

CRUSADE °96

NEW STORES
EAST KILBRIDE
4 Righead Gate
TUNBRIDGE WELLS
4a Camden Road

SOUTHAMPTON: 23 East Street. Tel: 01703 331962
SQUTHEND: 12 Southcrurcn Road

Tel: 01702 461251

STAIMES: Elmsieigh Centre, Tei: 01784.460675
STOCKPORT: 32 Mersey Square. Tel: 0161 4741427
STOKE ON TRENT: 27 Stafford Street, Hanley.

Tel: 01782 205287

SUTTON: Unit 26, Upper Mall,

Tunes Squate Shopping Centre. Tel 0181 770 9454
SWANSEA: 45 Princess Way. Tel: §1792 463969
SWINDON: 17 Fleet Street. Tel: 01793 436036
THURROCK LAKESIDE: Unit 415, Level 3/Food Court,
Thurrock Lakeside. Tel: 01708 867133.

TORQUAY: 12 Market St. Tel: 01803 201036.
WALSALL: 39 Freer Street. Tei: 0192 272 5207
WARRINGTON: Unit 20, Time Square, Tel: 01925 651

WATFORD: Unit Q1A, Harlequin Centre,

Queens Road. Tel: 01923 245388

WINCHESTER: 6 St Georges Street. Tel: 0196 286 0199
WOLVERHAMPTON: Unit 98,Mander Centre.

Tel: 01902 310466.

WORCESTER: 4 Charles Street. Tel: 01905 616707
YORK: 26 Gioodramgate. Tel: 01904 653575
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Dark Angels Ravenwing Land Speeder

The Ravenwing Land Speeder is a lightning
fast weapon of war. Soaring across the
deadly battlefields of the forty-first
millennium, the Land Speeder strikes deep

' behind enemy lines.
|I ‘-‘-\,i
f o, v § (“‘\' .‘."_ <
\‘Jgi C\'\égy = “{,‘\
ARMY SQUAD RAVENWING
BADGE NUMBER SYMBOL

SQUAD AND ARMY BADGES

Dark Anaels Predator
Armed with a turret mounted autocannon and side mounted
- heavy bolters, the Predator is a flexible and versatile part of
all Space Marine chaptcrs. _

PREDATOR
DESIGNATION

24
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Before I get started on the article proper, I should
give a word of warning. This article doesn’t
provide any hard and fast rules (although there are
a couple of recommendations). Neither does it
have any scenarios for you to use, or tell you how
to make terrain, or paint your Citadel Miniatures
any better. It doesn’t even tell you how to set up a
games club or build a wargames table! Instead, I
will try to answer a few questions about what our
“design philosophy” is when we invent games,
and at the same time try to dispel some of the
misconceptions players have about our games.

So, what prompted me to write this long-winded
and (some would say) fairly pointless article in
the first place? The answer lies in the following
question, which ended up on my desk a few
months ago...

I have created my own Space Marine chapter with
its own background and colour scheme. I would
like to use the models and rules for the special
characters Bjorn the Fell-Handed and Lord
Macragge in my army, but with different names
and painted in my Space Marine chapter’s
colours. However, my opponent says I can’t do
this. Is he right?

Personally, I find this a fascinating question,
because it strikes right at the heart of some

commonly held beliefs players have about
the way our games can and should be
played. I'll talk about each of the points
from the question in turn, A)starting with. ..

PAINT SCHEMES

The first point that I’d like to make is that
it is perfectly acceptable for you to paint
the models in your army any colour you
like. All we ask is that if you're going to
use specific units which we’ve
shown a paint scheme for, say a
Squad of Ultramarines or Saim
Hann Wild Riders, that you use
the paint scheme we suggest.
This aside, we’re more than
happy for players to come up
with their own. This is why
we’'ve made sure that the
backgrounds we print for our
armies include plenty of options
for creating new paint schemes,
be it for successor Space Marine

FLLES

Chapters, new regiments of the Imperial Guard,
or whatever. Bv

“Rambling”
Jervis Johnson

S

For many players, creating their own paint
schemes is a popular alternative to using those we
suggest, because it provides a real challenge to
their modelling and painting skills. Most players
that do this later go on to invent new units and
special characters, devising their

own unique special rules. For 4,’-;;"'
example, the latest Citadel L
Journal has an excellent

article sent in by a player

who has invented a new

unit for his Undead army,

using the models from

the Warhammer Quest

Catacombs of Terror

supplement. This kind of

thing is a part of the

hobby which

we  happily

encourage,

as we hope

that players

see our rules

and army lists as a

Starting point, rather than an

end in themselves.
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Howevet, it’s only really okay to use units and
special characters you’ve invented yourself
under certain circumstances, depending on what
type of game you are playing, which neatly
prings me to:

FRIENDLY VS
TOURNAMENT GAMES

There are basically two ways of playing any of
our games, which for want of better terms

Although there are
certain differences
between  rournament
and friendly play, both
should still be played
in a spirit of amiable
competition — even in a
friendly game. nobody
really likes to lose!

I’m going to call “friendly” games and
“tournament” games. Before I go on to
describe each type of game, I should say
that neither type is in any way better than
the other — they are simply two alternative
ways of playing, neither better nor worse,
just different.

Tournament games are usually highly
competitive confrontations which follow all
of the rules and army list restrictions very
strictly. Note that tournament games don’t
actually have to be part of a formal
tournament, I’'m simply using the term
“tournament” to describe a certain style of
playing the game. Generally the object for
each player is to win the battle at any cost
(but without cheating or twisting the rules,
of course!). The majority of battle reports
that you see in White Dwarf are games of
this type. It almost goes without saying that when
playing tournament games it is vital that the rules
are used pretty much exactly as they are written,
because if things are changed or modified it may
unbalance the game in favour of one player or the
other and this would make the battle unfair.

Of course you can apply certain limitations to
tournament games, for example restricting the use
of special characters or magic in a Warhammer
battle, but what you shouldn’t do is use new rules
you’ve made up yourself. The big advantages of

these types of games are that they are highly
exciting and can be played against any opponent,
even if you have only just met them, as you will
both be using the same version of the rules.

When you are playing a friendly game, on the
other hand, you can change the rules to suit your
tastes. After all, the Warhammer world and
Warhammer 40,000 galaxy are very large places,
and in them almost anything that can happen has
happened! However, in order for friendly games
to work it is vital that any changes are made in a

“TOURNAMENT” PLAY

Tournament games, like those played at the First
International Warhammer Tournament (below), stick strictly
to the letter of the rules and allow nothing which isn't
printed in the main game or one of its supplements.

Occasionally we
vet letters
asking us to
“sanction’ a
special
character or
rule that a
gamer has
invented. We
don't like to
give this kind of
official stamp of
approval — you’ll
just have to agree
with your opponent
about it (and if
they're
unreasonable, find
yourself some more
friends!).

“FRIENDLY” PLAY

The Heretic baitle report from White Dwarf 187 (above)
shows almost anything goes in a friendly game! As Jong as
all the players agree and know what’s going on you can have
wacky armies, special rules and anything else you like.




Another friendly game, as
some of the Studio staff get
together to fight a massive
Undead assault on an
Empire castle. Almost all

the special characters
from both armies were
used in a huge battle that
went on all weekend!
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take part. For example, Andy Chambers and
myself have been fighting a campaign to test out
the new Chaos Codex, which is based on a Chaos
«Black Crusade”. The Black Crusade is led

by Warmaster Abaddon, a new special
character we’ve invented for the Chaos
Codex, but so far he’s only taken part in one
of the campaign battles we’ve fought. It
simply didn’t seem appropriate for the leader of
the entire Black Crusade to be involved in any of o
the other small skirmishes we fought. (For those

of you that are interested, Abaddon led an attack

on an Ork Warlord’s base, in order to kill the
warlord personally and take over his army, thus
forcing the Orks to fight as allies for Chaos — and

he succeeded too, curse his black heart!)

=/

CONCLUSION

Hopefully, my long-
winded and rambling
explanation about paint
schemes, different ways to
play games and the reasons o -
why we include special . -

characters in our army lists i ’F-"i ‘
has been of interest and use 3 é‘n*‘“ - *...if you
study the Dark Angels

to you all.
and Blood Angels
special characters in
Codex Angels of Death,
you will find that the
Dark Angels special
characters all
emphasise different
aspects of the Dark
Angels background
and character, while
the Blood Angels
emphasise the rather
different character
traits of that Chapter.*

On the other hand, if I
know you lot as well as I
think I do, there are bound
to be some who disagree
completely and utterly
with the the reasoning I've
used in this article, and
right now are fuming with indignation!
Fortunately over the years I've got used
to this kind of thing, so I can cheerfully
say that if you happen to be one of these
outraged readers, please drop me a line
at the Studio and tell me why! I'm
afraid I haven’t got the time to
personally reply to every letter I get, but
I'm always happy to receive comments
and suggestions about pur games and I
always read the mail I’m sent!

Oh, you also want the answer to the
question “Can I use Bjorn the Fell-
Handed in my army?” do you? Well,
based on what I’ve said, I can see no
problem if you’re playing friendly
games, though I’d have to say that under
tournament conditions it shouldn’t be
allowed. However, I would also say that
simply taking existing special
characters and using them basically unchanged
rather misses the point about why we’ve included
them in the game in the first place! Instead, if you
are going to create your own special regiments or
characters for use in friendly games — and I rather
hope that this article will inspire some of you to
do just that! — then you should create new special
rules which reflect the unique aspects of your own
personal army.




CHRONICLES
OF WAR

Chronicles of War is a
compilation of some of the

most popular and sought after
Warhammer articles from
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White Dwarf Magazine

| including “War Machines”,
“Lord of Dragons”, as well
as “Flying Monsters”.

Chronicles of War comes as
| a boxed set containing a
| 144 page book, three ready
to assemble card buildings
and several new magic
item cards for you to use
in your Warhammer
battles. The book contains
| six  battle . reports
featuring the massive
four-part White Dwarf
campaign, tactics articles
from the White Dwarf
team which will help
you make the most of
your army, guidelines
for running your own
narrative campaign in
the Warhammer World
and much more!
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WHITE DWARF PRESENTS ~ WARHAMMER CHRONICLES OF WAR IS NOT A COMPLETE GAME.
YOU WILL NEED A COPY OF WARHAMMER TO USE THE CONTENTS OF THIS BOOK.

Citadel, the Citade! Castle, Games Workshop, the Games Workshop logo and Warhammer are
registered trademarks of Games Workshop Ltd. White Dwarf is a trademark of Games Workshop Lid.
© Games Workshop Lid, 1995. All rights reserved.
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In last month’s Masterclass I promised that we’d
be looking at more of your letters. Well, sorry to
disappoint you, but I'm going to put you off for
another month! *Eavy Metal Masterclass was
always intended to cover all aspects of painting
and modelling, from the sorts of problems
highlighted in your letters, to the very finest
painted miniatures. It doesn’t matter what your
level of painting is, there should always be
something bere to both interest and inspire you in
your own painting.

The great thing about miniature painting is that
there are no hard and fast rules about what to do
and what not to do. All T can do is tell you the
methods and techniques that work for
me, and show you other peoples’
work. It’s up to you to decide what to
do with your own miniatures. The
models shown in this month’s
Masterclass are by José Antonio
Romero, winner of the Spanish
Golden Demon competition. José’s
style is radically different from my
own, which immediately attracted me
to it. Wouldn’t life be dull if
everyone’s work looked the same?
Not only is the painting unique, but
the modelling has its own
characteristic style as well. This is
immediately apparent on the scratch-
built dragon, but can also be picked
out on the other pieces: Anyway, I
hope you enjoy looking at these
models as much as I did.

RED DRAGON

This Red Dragon was the winning
entry at last year’s Spanish Golden
Demon. To get the bestial pose of the
model, José has built the Dragon
totally from scratch using modelling
putty over a wire frame! As such, he
has been able to model a much more
heavily-built Dragon than you would
normally be able to sculpt and cast in
metal. With great knotted muscles
covering its body, it certainly appears
more than capable of scattering even
the largest of armoured regiments
with a single sweep of its powerful

tail. Its wings are vast and leathery, in keeping
with the rest of the beast. José took great pains to
sculpt as much detail as possible onto his creation,
including wicked looking spines and plates of
bone which form a spiked crest on the Dragon’s
head, and burst from its flesh across its back and
massive shoulders.

The rider is in fact Eltharion, who normally takes
to the skies on the back of his giant Griffon,
Stormwing. Mounted on a giant Red Dragon and
painted as he is in dark, sinister colours, he takes
on a whole new character. The base is huge,
dominated by a great rock face with strange scrub
created from dried seed pods.

Below: Red Dragon by the

Spanish  Golden

Demon

winner, José Antonio Romero.
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Below: Isabella by
lan Pickstock.
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" DEATHBLOW
MARAUDER STAR
R

DEATHBLOW
by Gary Morley

Our look at Open Competition
entries continues with a look at
Gary Morley’s Blood Bowl Player
“Deathblow”. In a previous issue
we looked at Michael Perry’s
54mm Catachan Jungle Fighter —
well Gary took the idea even
further and scratch-built a 90mm
figure, nearly four times the height
of a normal miniature! This really
is a superb piece, beautifully
modelled (as you would expect
from one of Citadel’s finest
designers!) and painted. Painting
models at this scale is really quite a
different proposition to 28mm
miniatures — the large smooth
areas needs to be treated in a
different way to produce a subtler

result. Highlights on 28mm
models tend to be small and fairly
sharp, while Gary has purposely
avoided this to produce a more
realistic etfect. More astute readers
may notice the family resemblance
in Deathblow’s face!
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We’'re looking for energetic new recruits to join the GAMES WORKSHOP RETAIL TEAM. Don’t
turn over the page! WE MEAN YOU! Just by reading this magazine, you've demonstrated that
you've got the first qualification for the job — an unquenchable thirst for Games Workshop
games and miniatures! Everyone... and | mean EVERYONE, from Servitors to Chaplains, who
currently works for Games Workshop started out just like YOU.

We’ve got openings at all levels, but we especially need KEY TIME STAFF. These staff members
form the vital link between our full-time staff and the customers. KEY TIME STAFF receive all
the same benefits as our full time staff, but they don’t have to work as many hours! Seriously
though, KEY TIME STAFF are KEY members of our retail team and are as much Space Marines
as the rest of our staff.

So next time you’'re in your local Games Workshop store, ask if you can have an informal chat
with the manager. Alternatively, you can write to our Head Office at the address below. They
can then send you an application form and any other information you might require.

Games Workshop needs new blood... it could be yours!
Write to: Retaill Yacancies, Garnes Workshop, Chewton St, Easiwood, Notts, NG16 3HY
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Bursting from the concealment of the woods. a regiment of Dryads falls upon the Chaos Dwarf flank




| GUARDIANS OF
THE FOREST &
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i {% ) suffer no penalty for moving in
il | woods. Dryads do not count
- |‘ Wwoods as difficult terrain.

SAVE
koo 057 Dryads are magical beings akin to

DRYADS

Dryads are tree spirits — magical beings who
dwell in trees and are capable of assuming the
aspects of a particular tree or even shape-shifting
into the form of a tree at will. The Forest of Loren
is one of the last refuges of these strange beings.
Dryads do have a solid form, with flesh like the
pliable, green sapwood of a young tree. Their hair
is like the foliage of a tree or may resemble moss
and lichen. Dryads are not small creatures, they
tend to be up to about twice the height of an EIf.

When they appear to Elves or Men in a friendly or
alluring aspect, Dryads take on
the semblance of a beautiful, lithe

armour but have a natural magical aura which
protects them against harm. Dryads have a save of
5+ against weapons, missiles, spells and magical
weapons. This includes fiery spells and weapons
since, unlike Treemen, Dryads do not have dry
woody flesh. The Dryads’ flesh is much more like
the moist, green, pliable sapwood of a young tree.

Note that the Dryads’ magical save is not a dispel
and does not stop a spell being cast against the
Dryads. Roll to save for each individual Dryad
affected by a spell which is successfully cast on
the regiment and when the unit is covered by a
spell template.

young woman with treelike
characteristics. In place of hair, a
cascade of green or autumn-
coloured leafy foliage flows from
their head, and their complexion
is green, brown or even silvery-
white. Dryads speak with strange,
eerie sonorous voices able to
charm or scare the unwary. Their
slender, long fingers are usually
also dangerous weapons
sprouting thorns or whip-like
twigs. They are extremely spiteful
beings and vengeful if offended
or if the trees they inhabit are
threatened or harmed.

Wood Elves are careful to placate
these spirits and often ask them
for help. Dryads trust and favour
Wood Elves and will help them in
many ways, even by assuming
awesome and savage aspects to
fight alongside the Elves in battle.

SPECIAL RULES
MOVE

Dryads are woodland spirits and

elementals. They do not wear

wD77
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Magical spirits of the forest, Dryads are capable of assuming the aspects of a particular tree or even shape-shifting
into the form of a tree at will. They speak with strange, eerie voices able to charm or scare the unwary. Dryads
can be extremely spiteful, and exact vengeance on any who threaten or harm the trees they inhabit. They attack
with their long fingers which usually sprout sharp thorns or whip-like twigs.
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SHIFTING

Dryads are able to dwell

inside trees or assume the form

of trees by magical shape-shifting. In

battle a unit of Dryads can assume a tree aspect
when they attack.

Declare which tree aspect the unit will assume at
the start of the combat phase before the Dryads
attack. All Dryads in the unit assume the same
aspect. In the next combat phase the Dryads
change aspect. They cannot use the same aspect
twice in succession.

Dryads only assume tree aspects when fighting in
hand-to-hand combat. They shape-shift only for
the duration of the combat phase and constantly
change aspect. At other times their normal profile
applies. Dryads do not assume Oak aspect if they
are shot, for example.

BIRCH ASPECT

Dryads which shift shape into their Birch aspect
take on a silvery-white appearance like birch
trees, with a mass of delicate yellow green or
tawny yellow foliage for hair. They are extremely
vicious and spiteful and lash the foe with their
long fingers which cut into the flesh. The Dryads
therefore gain 1 extra Attack while wearing their
Birch aspect.

OAK ASPECT

When Dryads shift shape into their Oak aspect,
they become more robust and resilient to wounds.
They assume a green or brown skin and their
limbs thicken. Their hair becomes a mass of oak
leaves and acorns. They gain +1 Strength and +1
Toughness while wearing this aspect.

Dryads protected t
forest home against an
evil Necromancer and his

unnatural minions.

.

WILLOW ASPECT

In their Willow aspect, Dryads
change into creatures with green skin and
extremely long yellowish green hair which hangs
down around them like the leaves of the weeping
willow tree. Their fingers extend into incredibly
long, whip-like willow twigs. In hand-to-hand
combat they entwine their fingers around the foe
and grip his weapon making it difficult for him to
wield it at all. Any
opponent of a Willow
Dryad therefore forfeits his
first attack in any round of
hand-to-hand  combat.
Enemy with a single
attack cannot attack at all
if the Dryads assume their
Willow aspect. A model
loses its highest Initiative
attack, so a Cold One
Knight would lose his
attack, but his Cold One
would still get both of his.

ARMY LIST
ENTRY -
REGIMENTS
DRYADS...... 35 points each.

You may include any number of Dryads
in your Wood EIf army.

M WSBS S T W

I

Dryad 5 4 3 4 4 2

4

wD79










Richard Tunstall

To follow up Rick
Priestley’s nostalgic rant
on the subject of gaming
clubs (last issue), we've
unearthed another veteran
gamer to hear what advice
he has to offer on the
subject of running a club
at your school. Richard is
now in his second year at
university, but during his
time at Hulme Grammar
School he ran a successful
club for two vears.

Why set up a games club at school?
School is where most teenagers spend
their time, wishing the hours away until
they can escape from boring lessons and
get on with more important things, like
painting that Dreadnought. Wouldn’t it be
great if you didn’t need to leave school to
play games? You may have friends who
you play games with, but it can be quite a
hassle to organise days when you can
play, and you can quickly get bored
always fighting the same opponent and
the same army. School clubs (like most
clubs) give the benefits that you have a
regular place to meet, and a whole host of
opponents to choose from.

There is already one form of club that you
can go to outside of school time — Games
Night at your local Games Workshop
store. But going to more than one club a
week gives you far more playing time.

There are also other benefits to school clubs
which I will go into in a moment.

JOINING UP

If there is already a games club at your school
then don’t hesitate, in fact don’t even bother to
read the rest of this article, join now! However,
it’s more than likely that there isn’t a games club
at your school. If this is the case, the best thing to
do is to set one up yourself - yes, that’s right, you!
Don’t let a teacher who doesn’t understand the
first thing about wargames run it — the fact that
you are reading this article means that you are
interested enough to do it yourself.

‘ If your school has a Gym, |

| then the large open space

| will be ideal for holding
your club meetings

SETTING UP A SCHOOL CLUB

First, you need to decide when and where regular
meetings are going to be held. The best time is
probably after school as you get longer to play
games. Which day to hold your games club
meetings on is up to you, but I would try to avoid
clashing with other societies. The teacher who
coaches the football team is probably going to
win the argument when it comes down to whether
Jenkins is needed more in your wargames final, or
at soccer practice. Also, I would try to avoid
Thursdays, otherwise you may find that your
members may consider that buying a Rhino from
the local store is far more important than staying
at your club (as I have found to my cost). Where
you play your games is also important. If the
tables in your schools’ classrooms are flat and
level, then you have no problem as you can just
push them together. However, if like at my old
school, the desks are old, rickety and uneven, then
you will have to find a room with large flat tables,
like an art room, science lab, or the refectory. But
don’t forget that if you are going to do any
painting, you will need a convenient water source.

Your next task is confronting members of staff.
You will need to ask the teacher who is
responsible for the room you want to use if it is
okay to do so. If they agree, you need to go on to
ask the school caretaker if it is alright for you to
use that room, and also what time the school will
be open to (bear in mind that you will need at least
an hour and a half just to play a 1000 point battle
of Warhammer 40,000). Once you have got your
room, you need to speak to the member of staff
who is responsible for clubs,
and ask him or her if you can
set up a Games Club. You
then need to repeat this with
the Deputy Headmaster and
the Headmaster himself
(funnily enough, they usually
like to know what is going on
in their schools!).

Finally you can get down to
the most important bit,
getting members. The best
way to do this is to make a
poster saying what your club
is called, what you do, and
the date, time and venue of
your first meeting.
Photocopy the result, and
plaster as many posters as
you can on notice boards all
over the school.
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THE FIRST MEETING

Once everyone has arrived, you will need to tell
them all where and when future meetings will be.
You then need to take everybody’s name and
make a list of what they play and what class or
form they are in, so that you can contact your
members during school time.

The first few meetings will probably be a rag-tag
affair, with everyone looking at everybody else’s
miniatures, and saying how good they are at
Warhammer. However, you should soon be able
to start playing games.

That’s it, your school, now has a games club!
Having made this first, vital step, let’s look at
some ways in which you can improve your club.

ACTIVITIES

It’s quite obvious that most of the time people will
be playing games at your club. However, you
don’t need to leave it at that. Make the games fun
and varied. You could set up multi-player
campaigns, especially in the case of Necromunda,
or run an internal wargames league with prizes for
the winners. There are lots of things you can do to
make the games fun, and every month White
Dwarf and the Citadel Journal are full of ideas
which you can use.

Another area to concentrate on is painting. Your
members will vary in experience, and the best
idea is to encourage the better painters to give
hints and tips to those who aren’t quite so good.
As with the games, you can also set up events
such as painting or speed painting competitions (a
great way to fill up a lunchtime), with prizes for
the winners. p

Other ideas include organising a special evening
when the school is open late (such as when there
is a concert on in school) giving you the chance to
run a huge game for four or five hours.

You might like to set aside |
an area for your club
members to practice their |
painting skills. This is an | I
ideal opportunity for more |
experienced painters  to :
teach new members and | |
share their skills. |
|

FINANCES

Money can be quite important, as you may
find that you want to run competitions and
need money for prizes. You’ll also need
money to buy anything else you may want

for the club. Don't forget to cover the

table with newspaper or a
plastic sheet, as I'm sure the |
headmaster isn't going to

There are several ways of raising funds. The
first one is paying for it all yourself! This is
a silly option, but one which you may find appreciate you painting the
yourself doing if you aren’t careful. The desks Snot Green!

second is getting members to pay a small —-
amount (ie about two pounds a year). The |
final option is to attempt to get money off your
school, if there is a body such as a Parents’
Association which gives money to societies. The
best idea is to combine the last two. We did this at
my club, with the result that the club ended up
with three hundred pounds worth of equipment,
including scenery, editions of games, painting
equipment, and storage space in the form of a
lockable cupboard.

ADVERTISING

When your club first opens, you may well find
that you only have a handful of members.
Luckily, it is quite simple to increase your
membership, giving you more opponents (and
more money!). The best way to do this is to keep
a bulletin notice up in a main corridor, to both
inform your members of the next event, and to
encourage passers-by to get involved. However,
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Games Workshop games
before and are eager to learn,
It is quite easy to teach one or
two people how to play
Warhammer, for example, by
just using the plastic
miniatures which come in the
boxed set. However, if you do
hold an event on Open
Mornings you will have a
veritable hoard of new
members who haven’t heard
of Games Workshop before,
arriving all at once.

School Open Days are a
great time to tell next year’s
new pupils aboui your
games club

The best way to tackle this is
to hold special lunchtime
meetings at the beginning of
the year. New recruits can be
given an idea of what each
game is like, by having older
4 members show them how to
d play. After a few weeks, if
your initiates have developed
] there is a form of advertising which is very an insatiable desire to play games you can let your

CLUB effective and requires no work at all: word-of- new members join in-other events if they want.
CONTACTS ﬁom}fl wt(xiereb}tlalr(nembers Start {0 encourage e 1561 thing I will say is that it is always worth
eir friends to take up the hobby. mentioning to Games Workshop staff, both in the
Unfortunately, the Mail Another method of getting people to join your  stores and on the Mail Order hotlines, that you run
Liela SOIOPRICT club is to encourage them to do so before they @ club. It is possible that they may be able to give
(TROLL 2000) that Rick have even got to the school itself! The best ~ you further ideas, or even some help. Well that’s
eyl lhds Jumnid way to do this is to ask to use a room on  Pretty much it. Don’t think that you have to
R (0. il g School Open Days, and hold a demonstration ~ follow this article to the letter — you can do as
properly yet’ 50 we event where your members play games and much or as little as you like, and I’m sure that you
e hcnphlcRt ol sel. you tell visitors what Games Workshop is and will come up with some ideas for your club that I

ﬁp div il t(illzllt?ltcasii what your club does. This is by far the most ~ haven’t thought of.
OREVED e Gl e effective method, and I found it gave my club  Well, what are you waiting for? Get off that couch

::acal:u; ¢ ‘avxely acll-flbl;e;z 1:5 at least fifteen new members every year. and go get that club started!

Dk ahont: NEW MEMBERS

In the meantime, you can | .. o1t of all this

use the club notice board S—— .
advertising is that you will

in your local Games T I
Workshop store to h p peop
ave never played

contact all the other
gamers in your

area. It’s also | r—‘}:\ W THSH

worth having a

chat with the T“EB“RB msc“ oL

staff to see if they
NG CLUB
s ‘v ven | (GANA
that haven’t 40000
T do you play \Wartammes, Warhamme{ 000,
Fpic, Necromunda, Blood Bow!,
Warhammer Ques‘ T

then what are you doiny reading tris:

Oet down 10 Special  evenis

AIPCIIIONS be a greai
ay competitions can g
56 every Wednesd
¥

| opporiuniiy io get your club
afte whm‘ | packed full with fanatical,
die-hard gamers.

Room
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Necromunda, a worid of glant hive cities and giittering spires
crouched upon a dark underworid of anarchy and violence. In
the subterranean depths, the hard-bitten survivors of
Necromundas many terrors stalk each other through
crumbling domes and ancient machines, fighting and dying
for the spolis of a derelict civilisation.

In Necromunda rival players control gangs of fighters who must battle it out
amongst a three-dimensional tabletop landscape of ruined buildings, soaring
gantries and walkways.
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BY OWEN
BRANHAM

Last month
Owen showed
us how to
make rivers
and fords.
This month he
takes a look
bridges.

TOO

GETTING ACROSS

If you have a river on your battlefield, you’ll
probably need a way to get across. In my last
article I showed you a couple of ways to make a
ford, and in this issue I’'m going to cover the
subject of bridges. It’ll come as no surprise to
regular readers that I'll start with the simplest
bridge in the world...

MODELLING
WORKSHOP

A BRIDGE

FA

FLAT BRIDGE

For the easiest bridge ever, all you have to do is
lay a rectangle of paper, wood or card over the
river. Although not very decorative, this shows
where the river can be crossed, and therefore
fulfils the most important requirement expected
of a bridge. Now, what could be easier to make
than that?
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B I The bridge planks are being glued across the two All the planks have been glued to the supporting timbers
[ supporting timbers. The planks and timbers are all made {voa can space them as regularly or irregularly as you
from balsa wood, but you could use thick card or twigs instead. like}, and the bridge is now ready to be painted,

—,

The painted plank bridge has been glued across a finished This plank bridge has been enhanced by adding a simple
-@ rhrer section. set of rails, again made from thin strips of balsa wood.
. .

PLANK BRIDGE ADDING

To make a plank bridge you will first need a river DETAILS

section. Either choose a river section that you’ve If you want to spend a little

already completed, or make a section specially for more time on Your terram, q

the bridge. Now all you need to do is construct the plank bridge can be turned

bridge, paint it and stick it onto the completed into something a bir special

river section. You will need: with the addition of a few

simple details to personalise
Your terrain piece.

Balsa wood or card (or thin twigs),

a modelling knife,
PVA glue, The skulls on top of these rails
paint. are from Citadel Miniatnres

plastic Skeletons.

To start your simple plank bridge, find two twigs
or cut two thick strips of balsa wood, long enough
to span the width of the river or stream (washed
lolly sticks can be used too). Lay these down on a
flat surface about two inches apart. Now cut twigs
or balsa wood into 2" lengths to look like logs or
planks. Stick these onto the two long timbers one
at a time, working from one end to the other in the
manner of railway sleepers on rails, except the
other way up! These cross timbers can be laid
edge to edge or spaced slightly apart as you wish.
For a rickety look you can alter the angle at which
the planks are laid across, and even carefully |
break one or two slats and bend them down. A jetty hus been modelled into this curved river section. This is just a
When the whole length is covered with logs or stmple plank bridge that doesn't reach dll the way across!

planks in this way and securely glued together,




When you make
your bridge,
youw’ll have to
decide how
wide it will be.
This is
particularly
important in
Warhammer
since a unit
occupying the
bridge may or
may not
receive a rank
bonus
depending on
this. If you
want the bridge
to be easy to
defend, allow a
unit to rank up
four models
wide,
otherwise it
won’t receive a
rank bonus. If
you want a
narrower
bridge, it will
be harder to
hold. It’s up to
you...

A bridge river section
works best if you
widen it at the point
where the bridge will
cross. This gives you
more room to anchor
the bridge to the base.

ING

the entire structure can be painted and drybrushed
to look like weathered timber. When it is dry,
simply spread glue onto the ends of the long
timbers and rest them on the river banks so that
the bridge spans the river.

The bridge is now finished, but can be further
improved by adding sand or flock or modelling
clay to the ends where the bridge meets the bank
to look like the gravel road leading to the bridge.
Further twigs or balsa strips can be added to the
sides of the bridge to create rails to guide
travellers safely on their way.

HUMPBACK BRIDGE

Bridges can be made of stone as well as wood,
and another good example of bridge building is
the humpback bridge. This is also relatively
straightforward to make, and with a little effort
you can add lots of extra detail to create a more
eye-catching model. To make a humpback bridge,
you will need the following tools and materials:

Card or wood for the base (I prefer wood),
thick card for the bridge,
all-purpose filler,
modeller’s flock,
gravel,
paint,
clear varnish,
modelling knife,

PVA glue.

The first thing you will need is a river section.
You can use one you have made earlier, but it is
usually best if you purpose-build one with a
slightly wider bank so that the bridge has more
support (see the diagram below).

To make the bridge itself, cut out the side walls
from the thick.card. Try sketching out the shape
first, to see what you think looks best — the next
page has a few different examples for you to draw
inspiration from. Cut out one wall, and use this as
a template to draw around for the other side. This
ensures that both walls will be the same size
and shape. If you want to add detail to the
outside of the walls, this is the best time to do
it. By gluing small “tiles” at random places,
you can create the illusion of a stone wall.

Next you have to make the road part. This is
fairly simple, as all you need is a rectangle of
card cut to the width

of the bridge. Cut the
road longer than the
span of the bridge so
that when you match

the ends of the road and bridge, the road curves
gently up. Remember, if you cut the road too long
you can always make it shorter, but you can’t
make it longer if you cut it too short!

Using just one wall, line up the road with one end
and use PVA glue to fix the road in place. You
may have to hold this for quite a while, since the
card will have a tendency to straighten out (make
sure there’s something on TV to watch, or your
favourite music is on!). When the glue has dried a
little, rest the glued section on a flat surface and
leave it to dry completely. When gluing parts
together, it’s important that you take things step-
by-step and don’t rush things. If you try to glue
too many parts together at once, bits start
slipping, you run out of fingers to hold the
components in place and you have to start again
(which takes even longer than if you had used a
little bit of patience).

Once the glue has dried and the road is solidly
attached to one wall, you can glue the other wall
in place. Once everything is dry, you can add any
appropriate details to the inside of the walls.
Textured paint is a great way of achieving a worn
stone look, especially on the road itself (you could
even work in some shallow ruts — erosion from
the constant passage of numerous carts and
people). Next, you’ll have to stick the bridge to its
base and once this is dry, build up the banks so
that they run flush with the bridge. Fill in any
little gaps with all-purpose filler and then add
flock and gravel for texture. Paint the river and
apply layers of clear varnish to the water and your
humpback bridge is complete!

FUTURISTIC BRIDGES

There are two main ways to create a bridge for the
Warhammer 40,000 universe. The simplest is to
buy a bridge from a model railway shop. Rail
bridges can have a roadway laid on top of them
with plasticard or cardboard, which you can then
texture and paint to match the rest of the bridge.
Of course, model railways are a sightly smaller
scale than Warhammer 40,000 models, so if you
check the bridge’s size first, it’ll save you some
trouble later. Of course, this is just the start, as
you can create a particularly dark, gothic bridge
by adding skulls, daemons’ heads and gargoyles
to the basic model. How far you want to go with
this depends on how much time you have.

The other method is to scratch-build your bridge
from pieces of tubing, card or other suitable
materials. Modern suspension bridges are
generally metallic things, with criss-crossing

the humpback.

It 1s important that your
road 1s longer than the total
span of the bridge, so that it
can bend upwards to form
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girders. small walkways and the like. As
I’ve said before, research is an important
part of terrain making, and by looking at
some books on architecture or
engineering, you’ll be able to get some
ideas of what your bridge should look
like when you’ve finished. It usually
helps to make a few rough sketches too
(and for those budding civil engineers,
you can even make a scale drawing so
you know just how long you need to cut
your pipe, wire and other materials). As
Mike McVey pointed out in last issue’s
Masterclass, it’s often helpful to make a
rbugh mock up first. Use straws and
strips of card so you can see how to fit
things together to achieve the sort of
look you’re after.

ADDING CHARACTER

The bridges I’ve talked about so far are
of standard “human” architecture, but
there’s no reason not to characterise your
terrain to suit another race. For example,
I'd expect the Chaos Dwarfs to have
black steel and obsidian bridges, while
the High Elves might make crossings of
arching marble wreathed in vines. The
same is true of Warhammer 40,000,
since I'm sure that a ramshackle Ork
construction is nothing to compare with
the glittering arc of an Eldar bridge.
There’s lots of other things you could
make as well, such as a raising bridge
(like Tower Bridge in London), a

covered crossing and so on. If you have an idea,
just give it a go — you might be surprised at what

you can add to your collection!

MAKING A HUMPBACK BRIDGE

Construct the river base in

the same way as the plank
bridge, widening the banks on
the base to support the bridge.

YCut out the walls and a length of

road which is longer than the span

of the bridge. Bend the road so thar the
ends line up and glue it to the walls.

o/ looking like this one.

. DWith a coar of paint and some added details,

You can extend the road effect onto the river banks using
gravel and sand to show the passage of years of traffic. |

Well that’s it again for another
Modelling Workshop, just room
left to say goodbye and see you
again next month!

Here are just a few
examples of shapes you
could use for the walls of
your humpback bridge.
You can vary the number
of arches depending on
how wide your river
sections are. The height
of the walls can be
changed too.




Strangely enough, one
thing we didn’t really
talk about in last issue’s
Modelling Workshop
was how you get a really
wet look to your rivers
and other watery terrain.
We asked Aly Morrison
about his approach and
he said... “Once you've
painted your river bed
blue, and maybe added
some green for a nice
flowing water effect,
paint it with a coat of
varnish. Then, when it’s
dry, paint on another
coat of varnish, then
another. In fact, keep
painting varnish on until
you get bored! The more
varnish you apply, the
richer and deeper the
water effect will be.”

This sewage pool from
our Wathammer 40.000
terrain collection
ilustrates  lots  of
interesting possibilities
that you can try with
water. The different
colours of effluent are
all simply done by
painting  the  base
strange colours before
the varnish 1s added. As
the layers of varnish
build up, the illusion of
depth 1s created.
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By
Jervis Johnson,
Wai Lam and
Lawrence
Widdicombe.

it’s a
showdown to
decide who’s

the 1995
Supreme
Warhammer
40,000
Champion...

vil War

collect four Sportsmanship awards out of a
INTRODUCTION possible five! Lawrence’s victory rested more
firmly on the resounding wins he scored in his
JJ: Many of you will remember, we hope fondly,  games and the excellent painting technique on his
the cataclysmic final confrontation (in White  models, but his was also a truly impressive all-
Dwarf 190) between David Cain, winner of the  round performance. Interestingly, Lawrence also
First International Warhammer Tournament, and used an Eldar army, which meant that our final
Gordon Davidson, winner of the staff version of would be a “civil war” between two Eldar forces.
the same event. Well, we’ve finally lured the two . )

winners of the First International Warhammer  Anyway, after a bit of planning we were able to
40,000 Tournaments to the Studio for a similar arrange for both Lawrence and Wai to be in the
showdown to decide who is the current supreme ~ Studio on the same day. Each brought the same
Warhammer 40,000 player. army they had used in their tournaments, and we
were using the same rules to determine the victor.
The two players in question are Wai Lam, who Of these, the only really important change to the
won the First International Warhammer 40,000 normal Warhammer 40,000 rules was that no
tournament, and Lawrence Widdicombe who won mission cards were to be used. Instead, each
the staff tournament. Wai pulled off his win with  player scored victory points as normal for killing
an excellent all-round performance, winning the enemy, plus 2 bonus points for eliminating the
every game with his well-painted Eldar army, opposing commander and a further 2 victory
scoring 19 out of 20 in the test and managing to points for each quarter of the table occupied only
by their troops at the end of the battle.
In addition, we decided that they could
each pick from their own psychic
power decks, rather than both having to

draw from a single Eldar deck.

With the preliminaries out of the way,
(and following a tour of the Studio so
that our two star players could have a
chance to look at some of the top secret
stuff we’re working on — and which
they’ve sworn not to tell a soul about,
so don’t ask them!), we were all ready
fo start.

However, before we started setting up
the armies, each player drew their
psychic cards and strategy cards.
Lawrence managed to get the Traifor
strategy card which he used straight
away to increase his strategy rating by
D3 points. He rolled the maximum
possible on the dice, adding 3 points to
his strategy rating. This meant that Wa1
automatically had to set up first, as he
now had a lower strategy rating, and it
also meant that Lawrence was much
more likely to get the first turn. Whilst
Wai started to deploy his army, I took
Lawrence to one side to ask him about
his army, his choice of troops and
anything else that came to mind. Once
Wai had finished setting up, Lawrence
would deploy his army and it would be
Wai’s turn to face the bright lights of
the interrogation.
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ENERGY FIELDS

JE: Youwll notice from
their army lists that both
Lawrence and Wa1 have
Farseers that are equipped
with Displacer Fields.
Those of you who have
read this month’s Q&A
article will know that this
is not allowed. The
Displacer  Field will
interfere with the Farseer’s
Rune armour, which 1s in
itself an energy field.

Both players were willing
to use this ruling.

However. as both had the
same advantage, I decided
to let them carry on and
use their armies in exactly
the same form as they had

in the tournaments,

LAWRENCE’S ARMY

JJ: So Lawrence, is there anything you’d
like to tell me about your tournament
army? For example, why did you pick
what you’ve picked?

LW: I picked most of it because
I’ve got lots of different things
painted in my army and I just

with his Witch Blade. He’ll tear apart any tank
and he’s got better armour penetration than a
power fist! He also charges 20", which is
quite scary for most people. In the staff
tournament I killed every enemy
commander with him! For the
Banshee I took Bounding Leap and

Turn Aside Blow. The Bounding

Leap gives you an extra 4" of

movement and the ability to

wanted to take a broad

spectrum and include as many

things as possible, rather than

just concentrating on one

thing. Not knowing what army

I was going to be fighting against in

the tournament, I wanted to €
cover every eventuality. I took

the Guardians mainly because they

are cheap units, and with shuriken catapults
they can be real Space Marine killers: with
Strength 4 and -2 save they’ll kill anything.
For fighting Eldar it makes life a lot easier.

JJ: You’ve got five Guardians on Jetbikes...

LW: Yes, I intend to use them almost as a screen,
not so much against heavy weapon fire, but
against basic weapon fire. There is only a 1-in-3
chance of hitting the rider, and if you hit the
canopy it bounces off most of the time. It uses up
their fire because it’s the closest target. The same
goes for the Wraithguard, they tend to absorb a
hell of a lot of basic

firepower without

going over at all.

JJ: 1 see you've
taken the ever-
popular scatter
laser weapon
platform.

LW: The scatter

laser’s my

overwatch unit. I

use it to keep an eye

on things like enemy

Swooping Hawks or jump

pack Space Marines, anything

like that. That’s what I use the

scatter laser for. The Dire

Avengers I took just to back up

the Guardians. I went for massed
firepower more than anything else.

: \ JJ: What about enemy tanks?

\ . LW: The Wraithguard and the
B Banshee Exarch were the

ones I took to deal with

any vehicles, also the

Farseer as well. He’s

got Combat Drugs,

which gives him

Q= Strength 5,

\, Strength 9

cross obstacles, and the Turn
Aside Blow was just in case
she got charged.

Because she has a Displacer

Field she can usually take it, and

because she has Bounding Leap she

can bound out of the combat and

charge back in on her following

turn. That happened in one of the

tournament games: she got charged by five

Ogryns, managed to do a wound on each of

them, jumped out and then charged back in

and killed them all! She’s also got Frenzon,

which I usually use to instill Hatred. This is

really powerful, because her opponents don’t get

to roll any dice if she charges, and she can reroll

her own dice if she gets a bad score on both of

them. If you roll double 1 you’ve got a chance to

reroll it! She’s got a chainsword as well which,

with Turn Aside Blow, gives her two parries! She

took out a Demolisher in the staff tournament. I

didn’t even know what it did, because it hadn’t
been released!

JJ: What about the assault troops — the Swooping
Hawks and Striking Scorpions?

LW: The Swooping Hawks I tend to use to make
people go onto overwatch. People expect them to
be flying all over the place and so they tend to put
things on overwatch. I’ve got a large unit of
Scorpions for no other reason than I like them!
(laughs) I just like them, and I've given them all
back banners, so they’re quite pretty.

JIX: Most people seem to prefer Howling
Banshees to Striking Scorpions...

LW: Yeah, but Banshees are like one-shot
weapons: you charge them in, they kill some
things, but if they don’t kill everything or they get
charged themselves, then they die. A Striking
Scorpion will go toe-to-toe with a Space Marine
quite happily, and take an Assault Marine out,
because the mandiblasters can shoot ’em as they
come or he charges them, he’s got Strength 4, -2
save in the combat. He can shoot as well, and
they’ve got a better armour save, it’s 3+ like a
Space Marine. They’re just good all-round troops.

JJ: What about the Warp Spiders?

LW: Warp Spiders are something I wasn’t going
to take, but I was working in the Kingston store
and this guy said “Why aren’t you taking Warp
Spiders?”, and it was due to this guy that I took
them. Anyway, I don’t know the guy’s name, but
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LAWRENCE WIDDICOMBE’S ELDAR HOST

Farseer with melta-gun, blind grenades, ® Sc_atter Lgser support platform. Two crew
@ Displacer Field, Witch Blade, Spirit Stone and @@ with laspistols, one is also armed with a
Combat Drugs. shuriken catapult.
3 Howling Banshees led by a Howling Banshee O 5 Striking Scorpions.
@ Exarch armed with a power glove and
chainsword, equipped with Frenzon and a N
® Displacer Field. She has the Bounding Leap and ©) 4 Dire Avengers.

Turn Aside Blow warrior powers.
® 4 Warp Spiders
2 squads of Guardians armed with laspistols and

shuriken catapults. Their leaders carry power B
swords. One squad also carries frag grenades. = »

© e

3 Swooping Hawks.

5 Guardian Jetbikes including one Shrieker
Jetbike.

W

I'd just like to say thank you, because they proved
to be one of the best things in my army, especially
when I fought against Orks and the Imperial
Guard with their low Initiatives. They can really
make people worried with their high movement,
but I don’t know how well they’ll do against other
Eldar, That’s it really.

JJ: That sounds like the lot then.

LW: Yeah, a lot of thought went into it. Oh, I've
tried to keep most units under 100 points. The
Warp Spiders and Wraithguard are over, but if you
take the minimum number they’re over 100
anyway. The Striking Scorpions are over too, but
that’s because I like them. Great, that’s it.

JJ: With that it was time to see how Wai was
getting on.
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WAI LAM’S ARMY

Wai had set up by now, but before he came
along to tell me about his army he played the
Divine Inspiration strategy card, adding +1 to
the Leadership of all his troops.

JJ: OK Wai, if you’d like to tell me why
you’ve picked what you’ve picked in your
tournament army?

WL: Well one thing about my army which

does surprise lots of people is that there are an

awful lot of Guardians, probably about two

thirds of it. A lot of people don’t expect this,
as the Guardians are one of the more under-rated
basic troops. I also like to have a mix of weapons,
so that I don’t seem to be “power-gaming”, so
they’re not all armed with shuriken catapults. I've
kept the old Eldar army ratio of one lasgun or
assault Guardian squad per shuriken catapult-
armed squad.

(Wai is referring to an older version of the Eldar
army list which had a limit on the number of
shuriken catapult-armed Guardian squads that
could be taken. His comment on not appearing to
be a “power gamer” is an important one for
future tournament players to note. One of the
reasons Wai won the tournament is that he picked
up four out of five possible sportsmanship
awards. This was partially because he’d chosen
an army that he hoped would be seen as being fair
and reasonable, both by the umpires giving points

for army selection, and also by opponents
fighting against it. Such foresight and breadth of
vision served Wai very well, and was one of the
major reasons he won.)

“W1,: The Guardians give a good solid core, and I
had Aspect Warriors to add flavour to the army. I
picked Jain Zar because of all the Phoenix Lords
I think she’s the least awe-inspiring. She can be
taken down by basic weapons and she hasn’t got
any other fields or options for fields. A lot of
Eldar players take other Phoenix Lords and give
them fields or extra wargear cards...

JJ: Yeah, yeah, I understand! We’re trying to stop
people doing that kind of stuff (See The J Files on
page 65 — Ed).

Wi,: But also she’s good for taking out high
powered characters like Assassins, Chaos
Champions — which she did in the tournament —
and killing enemy Commanders, if she gets the
opportunity. I also picked three Banshees as sort
of hand maidens to Jain Zar and as a back-up to
my Guardian close combat squad. They’ll work
as a team.

JJ: Both you and Lawrence have Guardian
Jetbike squads...

Wi: Yes. I normally end up using them as
sacrifices or flying support — I’ll just have to see
how it goes. The Dire Avengers are good solid
troops and all-rounders, and it would have
seemed odd not to take them because they are the
most common Aspect. I use them as a bodyguard
for the Farseer — it gives an enemy something else
to charge before they can get at him. And there’s
the Fire Dragons. The Exarch is equipped with a
Fire Pike with Armour-piercing Ammo to take out
tanks and Dreadnoughts. It’s a single one-shot
weapon and I’ve had it fail miserably and bounce
off a Leman Russ, but more often than not it
should do some serious damage. As for the Fire
Dragons themselves, what a lot of people forget is
that you can use a melta-gun in close combat with
a tank. I’ve charged them at vehicles and people
think “Oh, they can’t do anything!” and promptly
get shredded!

JJ: You’ve got quite a few support platforms.

WI.: Yes. The scatter laser is an all-rounder. You
get guaranteed shots to pick off enemy squads and
if you stick it on overwatch you might pick off
jump pack troops or other things flying around —
it’s something people really fear. The D-cannons,
well, I like the random element, it’s just a bit of
fun more often than not. I took two because you
can never trust your luck with just one, and two’s
a little bit more reliable. Also, if the other person’s
taken a really nasty character, a D-cannon’s like a
mobile vortex grenade. If it hits it’s got a fair
chance of destroying them with no armour saves.

J.1: What about the Farseer?

Wiz Well he’s just equipped to be used as a
psyker. After picking the wargear I didn’t really
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WAI LAM’S ELDAR HOST

Farseer with laspistol, Displacer Field, Seer
Runes, Witch Blade and Psychic Hood.

3 Fire Dragons led by a Fire Dragon Exarch
armed with a Fire Pike with Armour-piercing
Ammo. The Exarch has the warrior powers Tough
and Stealth.

5 Guardians armed with laspistols, shuriken
pistols and power swords.

5 Guardians armed with laspistols and lasguns.

3 squads of 5 Guardians each, armed with
laspistols and shuriken catapults.

Jain Zar with Silent Death, Mask of Jain Zar and
Blade of Destruction. She has Bounding Leap,
Distract and Battle Fortune warrior powers.

have the points to give him a good ranged weapon
as well. He won’t actually commit into the battle
for anything. He’s mainly anti-psychic and power,
coordinating things. Normally, I only have to
commit him when I want to. If I do send him in,
he’s got his Witch Blade, and there’s Seer Runes
for when 1 have to stop that power and, erm, the
Psychic Hood which means if you get a Nullify

. 3 Howling Banshees.
. 3 Dire Avengers.

2 Distort cannon support platforms with 2 crew
.. each armed with a
" laspistol and a

/&

shuriken catapult. l

Scatter laser
support platform
with 2 crew each
armed with a
laspistol and a
shuriken
catapult.

5 Guardian

Jetbikes

including one

Shrieker
Jetbike.

Booby Traps

card in your hand you’re most
likely to nullify the enemy
which is important.
That’s a basic run-down on
why I picked the army.

JJ: Thanks Wai, that’s
just fine!
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LAWRENCE TURN 1

JJ: And so battle commenced! Lawrence, aided
by the 3 point bonus his Brilliant Strategy card
had added to his strategy rating, easily won the
first turn. However, before he could move any
models, Wai played the ace he had hidden up his
own sleeve — the Booby Traps strategy card. After
some pondering, Wai placed the booby traps so
that they could effect Lawrence’s Jetbike
squadron. Despite this, and although one bike set
off a booby trap, all of them survived the
experience unscathed and were able to move off.

Lawrence’s army now started to move forward.
His Jetbikes accelerated up to combat speed and
zoomed straight ahead towards Wai’s Farseer.
Meanwhile, other troops moved off round the left
and right flanks: a squad of Guardians running up
to occupy the hill on Lawrence’s left, while his
Striking Scorpions, Howling Banshees and
Swooping Hawks moved round the hill on his
right. In the centre, Lawrence’s Warp Spiders
jumped into the abandoned bunker, while the rest
of his troops edged forward in support.

With most of Lawrence’s army being armed with
fairly short-ranged weapons, the first shooting
phase was limited almost exclusively to his

Jetbikes (the Guardian Squad on the right also
shot, but caused no casualties). The four ordinary
Jetbikes armed with twin-linked shuriken
catapults fired at the Farseer and his bodyguard,
scoring a total of nine hits which wiped out the
Dire Avengers but caused no wounds on the
Farseer himself. Next, the Shrieker Jetbike (with
the greatly feared shuriken cannon) opened fire,
causing 2 wounds to the Farseer, but to Wai’s
relief the psyker’s Displacer Field saved him!

In the psychic phase it quickly became clear that
both players saw their opponent’s Farseer as their
primary threat. Lawrence Doomed Wai’s Farseer,
obviously hoping to ensure that he wouldn’t
survive if a lucky hit got past his Displacer Field
in the future! Wai responded by using Guide with
2 force cards to fire one of the D-cannon at
Lawrence’s Jetbike squadron. The D-cannon shot
scattered straight onto the Shrieker Jetbike,
destroying it (much to Wai’s delight). Lawrence
retaliated by attempting to use Executioner to
attack Wai’s Farseer with his own commander,
but unfortunately he was out of range. Wai
counter-attacked, using Mind War to strip Guide
from. Lawrence’s Farseer. Not to be outdone by
this display of psychic strength, Lawrence’s
Farseer struck back with his own Mind War and
took Executioner from Wai’s Farseer!
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wiped out Lawrence’s Warp Spiders,

Luckily for Lawrence, Wai rolled a |
and they survived! Nonetheless it wag
clear that they wouldn’t be staying in
the bunker for too long!

Finally, Wai’s Jetbikes opened up,
destroying the Guardian squad in front
of them and and killing a crewman
from the scatter laser. All in all, it had
been a very effective shooting phase
and Wai was clearly very pleased with
the devastation he had wrought.

By comparison the psychic phase was
very quiet, although it started well with
Wai rolling a maximum 12 for the
warp flux. However, the large number
of cards meant that both players were
well supplied with Nullifies, with the
result that the only effective power to
be used was the Mind War that Wai’s
Farseer was able to cast to strip
Executioner from Lawrence’s Farseer.

¥

lowly Guardians were able to score a hit,
knocking the last remaining Wraithguard to the
ground and forcing it to miss its next turn as it
stood back up!

Wai’s second D-cannon turned its attention to the
bunker holding the Warp Spiders. It also landed
on target, and on a roll of 4 or more would have

LAWRENCE TURN 2

Obviously shaken by the fire unleashed upon him
by Wai’s army, Lawrence moved cautiously. His
second turn was spent regrouping and re-
allocating his forces in the face of the losses he
had suffered on the first turn. First of all, however,
he had to move his three remaining Jetbikes, all of
which were out of control, either because of
damage or because the driver was dead. Two of
the Jetbikes promptly collided and crashed in
flames and the third, the only one with a surviving
crewman, narrowly avoided the collision itself.

Elsewhere Lawrence carried on with his “right
hook” attack, moving his Striking Scorpions and
Howling Banshees onto the hill on his right. The
Swooping Hawks and Howling Banshee Exarch,
started moving over to Lawrence’s left, to help fill
the gap left by the destruction of his Jetbikes and
Wraithguard. The Guardians on the hill to
Lawrence’s left moved into cover, taking up firing
positions along the crest of the hill. Finally, the
Warp Spiders teleported out of their rather
exposed position in the bunker, materialising near
Jain Zar.

The Warp Spiders led Lawrence’s shooting phase,
enveloping Jain Zar and her accompanying
Guardians with webs of deadly monofilament
wire. However, much to Lawrence’s disgust, Jain
Zar’s Battle Fortune allowed her to survive the
attack unscathed, even though she was hit twice,
and in the end the Warp Spiders only managed to
kill three of the Guardians with their fire. To add
insult to injury, one of the Warp Spiders was
killed in the warp when they made a second jump
back into cover behind Lawrence’s Howling
Banshees and Striking Scorpions!

Attempting to even the score, Lawrence turned
his attention on Wai’s Jetbikes, firing at them with
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Lawrence’s army with his superior
firepower rather than getting stuck in!
In the shooting phase, Wai’s fire
finished off the destruction he had
started in the first turn. The remaining
Jetbike rider was killed by the Fire
Dragons, and the lone surviving
Wraithguard was taken down by the
scatter laser support platform.

Wai’s two Guardian squads on his right
engaged Lawrence’s Guardians
entrenched on the hill in a firefight,
killing two of them but not managing
to break them. On the other flank,
Wai’s Howling Banshees, Guardians
and Jain Zar all fired at the Striking
Scorpions, killing four of the squad,
although the single survivor bravely
passed his break test. In fact neither
player had failed a break test so far,
although quite a few had been taken.

However, it was the psychic phase that
provided the biggest shock of the turn

nullifying the force 3 Mind War that Lawrence
unleashed with this additional power. Clearly
frustrated by his inability to harm Wai’s Farseer,
Lawrence decided to risk engaging him in a
Psychic Duel. Unfortunately, as so often happens,
the Psychic Duel went against the caster and
Lawrence’s Farseer lost yet another power,
leaving him with only Mind War left in his hand!

By now things were clearly starting to go in Wai’s
favour. However, he didn’t let this go to his head
and stuck carefully to his plan. On his right, the
Fire Dragons and Guardians moved into better
firing positions, while on his left he spread out his
troops in order to engage Lawrence’s Striking
Scorpions. Clearly, Wai planned to wear down

. e
" As Jervis chats
with him at half
time, Wai guesses
his  margin

victory.

(and perhaps the game). Things started
innocuously enough with Wai using
Mind War against Lawrence’s Farseer, who
reflected it back (though it finished out of range
of anyone). Lawrence then gleefully used
Ultimate Force to cast his own Mind War straight
back against Wai’s Farseer, only to find out to his
horror that Wai held the Daemonic Attack card!
When Daemonic Attack is used against a power
cast with Ultimate Force the opposing psyker is
still attacked as described on the card, although
the power being used is not nullified (this is
described at more length in the half time report
below). First we tested to see if Lawrence’s Mind
War affected Wai’s Farseer, which it did, stripping
a third power off him and also leaving him with
just Mind War in his hand! Finally, Lawrence
rolled the dreaded D6 to see if his Farseer was
dragged off by the Daemonic Attack, staring in
resigned disbelief as the dice came up with a one
and his precious Farseer vanished into the warp!

HALF TIME INTERVIEWS

With the battle halfway through we decided to
take a brief time-out. This allowed the players a
bit of a rest to recharge, and gave Ian a chance to
go over his notes and maps and make himself a
cup of tea (he’s very partial to a cup of tea and a
biccy is our Ian). It also gave me the opportunity
to chat to Lawrence and Wai about how things
were going so far...

LAWRENCE’S CHAT

JJ: Well, one has to say that things aren’t looking
terribly good at the moment Lawrence...

LW: Aaaaaargh! (laughs) No, it’s not going very
well. My first turn was abysmal, I only killed four
models, but that was partly because I didn’t think
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properly in my first turn. I had a plan and I
changed it. I should have gone for an all-out
offensive against his Farseer, like I wanted to,
using the Warp Spiders as well.

JJ: Losing your own Farseer was a blow.

LW: Yes, my Farseer dying... Help! With
hindsight I’d have used Energy Drain instead of
Ultimate Force, because 1 knew he had Daemonic
Attack. A one-in-three chance to get sucked into
the warp is too risky.

(In Lawrence’s defence I should say that he, along
with many other players, has always assumed that
you can’t use Daemonic Attack against a power
cast with Ultimate Force. This isnt actually
correct as Daemonic Attack can be used, but it
doesn't nullify the power, it simply means there is
a chance of the psyker that used it is dragged off
to the warp! When I revealed the awful truth to
Lawrence he happily accepted the ruling, rolled
his dice and got a one!)

LW: What can I say... I've not played this quite
the way I normally play. I normally go out on the
offensive and I haven’t done that this game, I’ve
sat back a bit. I think my game plan for the second
half will be just to charge, which I should have
been doing from the first turn. And I have to do
something drastic about his Farseer, because
otherwise he’s just going to start frying my guys.

JJ: Any other options?

LW: Well, my last Jetbike is about to crash, and
when it does that I've got the Reinforcements
strategy card which will allow me to bring them
back on, which’ll help and could make a big
difference. Then there’s Jain Zar, she really
should be dead, getting hit by three Warp Spiders
and she’s still alive! With the Jetbikes coming
back on I'm just going to target everything at her,
she can’t survive that sort of firepower. My
Banshee Exarch should have been out at the front
from the start, she’s spent two turns running about
in cover, she should have gone forward — she’s
got a Displacer Field, so she should be quite safe
from attack. The only thing is if I go forward he’s
going to fry her with Mind War unless 1 can do
something about the Farseer. I think I’'m going to
send my Warp Spiders to try and get him. I think
I have to. Still we learn by our mistakes. Damn,
damn, damn. ..

WAP'S HALF TIME REPORT

JJ: Well, I've now brought Wai over to speak
about how he feels about things, which I assume
is rather more cheerful than Lawrence. How do
you think things are going?

WL: Everything’s going well, obviously. I've
inflicted a lot more casualties, and he was unlucky
with his Farseer, and everything’s going fairly
well. But I wouldn’t put Lawrence out of it yet
because he can still pull it back with a couple of
good dice rolls. But I'm in the lead, and I just
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have to guard that. Other than that, everything’s
gone to plan, although he’s done a lot of things
differently to the way I would. He moved his
Warp Spiders into the bunker, I thought he would
make a determined charge and he didn’t. But
apart from that everything’s going to plan and I
just have to hang on to my lead and not take too
many casualties.

JJ: Obviously you’ve got a big
advantage having the psyker that’s
left alive at the end of the first
couple of turns.

WL: Though with only one
psyker left that’s only 1D6

warp cards a turn and

I’'ve only got one ~
power left. But now ,-«b
Daemonic Attack is

he can’t use
any of the _
other special ! 5
cards, and °*

nullifies will
only workona ¢
5 or 6, which f
means he’s
pretty  bad
psychically. T’ll
see what he
does in the next
turn, and then
take a cautious,
happy attitude.

JJ¥: Why did you
send Jain Zar off to
the flank like that?
She looks a little bit
exposed to me.
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WL: Well, she’s either going to get targeted by
the Warp Spiders or he’s going to go after my
Farseer, it’s either one or the other. If he goes after
her he’ll need sixes to hit her, and she’s only
worth 2 VPs compared to 7 VPs for the Farseer,
so he’s more likely to go for him. But if he goes
after her, there’s no point having an intervening
squad, because the Warp Spiders will catch her
anyway. Apart from the Warp Spiders there’s only
the Scorpions and Banshees over there, and I
think the Banshees are out of charge range. Also
the move freed her up to use the Silent Death.

JJ: Great, T was just interested in why you did it.
Anyway, back to the fray!

LAWRENCE TURN 3

JJ: Lawrence’s third turn started well, his
riderless Jetbike crashing into a wall and being
destroyed, which would allow him to use the
Reinforcements strategy card in his final turn to
bring the entire squadron back on! This aside,
Lawrence had clearly decided that “the best form
of defence is a good offence”! On his right he
charged his Striking Scorpions and Howling
Banshee Exarch against Wai’s Guardians, with his
Howling Banshee squad moving up in support.
His Warp Spiders teleported past the melee to
attack Wai’s Farseer and his attendant Guardian
squad. On his left flank, the Swooping Hawks
took to the air, flying over the Guardians on the
hill, dropping a hail of frag grenades as they did
so. Lawrence’s final moves were to advance his
Dire Avengers and scatter laser in support of the
other troops.

Wai’s troops suffered badly from Lawrence’s
renewed assault. On Lawrence’s left the staff
champion’s Guardians and Swooping Hawks

killed over half of Wai’s Guardians on the hill.
Next, Lawrence’s Dire Avengers managed to pick
off one of Wai’s Fire Dragons, which resulted in
the Fire Dragon squad breaking! On the right, the
Warp Spiders managed to wipe out the Guardians
protecting the Farseer, although the Farseer
himself emerged unscathed. Finally, the Howling
Banshees moving up in support of the Striking
Scorpions were able to take down two of their
opposite numbers in Wai’s army.

Before close combat took place, the Warp Spiders
made a second jump, moving away from the
Farseer and back towards their own side’s troops.
Unfortunately, another of the Warp Spiders died
as a result of the jump, and the survivors failed the
resulting break test for suffering 25% casualties.
Things didn’t get much better for Lawrence in the
close combat phase, and he only managed to kill
two of the Guardians he had charged. To make
matters worse, in the following psychic phase
Wai’s Farseer was able to kill off the Banshee
Exarch with Mind War. Still, there was no
doubting that Lawrence had started to wrestle
back the initiative. The question was, could he
hold on to it? .

Determined to keep the stranglehold he had
developed so far, Wai launched an immediate
counter-attack against Lawrence’s late offensive.
His Farseer and an unengaged Guardian charged
the Warp Spiders who, being already broken,
were forced to flee rather than fight. Next, Jain
Zar and single surviving Howling Banshee
charged, the Howling Banshee attacking a
Striking Scorpion, and the Phoenix Lord one of
Lawrence’s Howling Banshees.

In the shooting phase, Wai’s

AWRENCE TURN 3 ;

support battery opened up on
Lawrence’s Dire  Avengers,
killing three of them and breaking
the squad. Two of Wai’s surviving
Guardians turned to fire at the
Swooping Hawks, and the
remaining Guardian and one of
the crewmen from the support
battery shot at Lawrence’s
Guardians in cover on the hill.

Warp Spiders’
second jump

Y
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As we entered the final pair of turns, both players
were well aware that the game hung very much in
the balance. Lawrence’s third turn, while not
being quite as good as he’d hoped, had brought
him back into the game and with some luck he
could even pull off a win. Helping him in this was
the strategy card that he’d been holding since the
start of the battle (Reinforcements) —~ which he
now played to bring back his Jetbike squadron!

Lawrence’s Jetbikes screamed on to the table, but
he’d forgotten about the Booby Traps Wai had
revealed on the first turn, and the newly arrived
Jetbikes flew straight over them! Much to
Lawrence’s chagrin one of riders was killed,
sending his bike out of control. The rather
surprised survivors carried on, closely followed
by Lawrence’s scatter laser.

Next the three Swooping Hawks swept up into the
air and flew straight across the battlefield. They
dropped krak grenades on Wai’s Farseer as they
went, wounding him twice with their aerial attack.
Wai was able to save one of the hits, but the other
got past all of the Farseer’s protection. All
Lawrence needed to kill the Farseer was a 4 or
more... and he rolled a 2! The Farseer was badly
wounded by the attack, but not dead!

However, Lawrence had not yet finished
shooting. His scatter laser opened up, blasting the
unlucky Guardian that was the closest target with
6 shots and leaving him very dead indeed! This
left the four Jetbikes with but one target — Wai’s
already wounded Farseer. All four opened up at
the psyker, but this time the Farseer’s armour
saved him against all damage and he emerged
unscathed. Lawrence ground his teeth in
frustration — would nothing kill that Farseer?

On the other flank, Lawrence’s

LAWRENCE TURN 4

Guardians wiped out their opposite
numbers on the hill. Then, in the close
combat phase, the Striking Scorpion
who had miraculously survived a
Howling Banshee’s charge finished the
job by cutting her down with his
chainsword. On the other hand, Jain
Zar managed to easily despatch the last
of Lawrence’s Howling Banshees, who
she had engaged with her follow-up
move last turn.

The turn ended with Lawrence rolling
a six to nullify the Mind War Wai
played on the Striking Scorpion.

WAI TURNG |

And so we came to the last turn.
Lawrence’s failure to kill the Farseer
(though not for want of trying!) meant
that it was clear that Wai had won the
game. It was only a question of by
what margin.
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JJ: This is the post-battle
discussion, so... talk!

LwW: If my Warp Spiders
had rallied, and my Farseer
hadn’t died... I can’t
pelieve it, two rally tests
and I failed both!

WL: That’s the hard thing,
when you start rolling sixes
it can be a bad thing. It’s
just one of those things,
you just can’t help it. Now
my Fire Dragons, they
spent two turns doing
nothing! They could have
wiped out your Guardians,
that would have been
another victory point.

LW: Yeah, even if your Farseer had died, you’d

have still won by one, wouldn’t you?

JJ: That’s right, it would have been a lot closer,
wouldn’t it? The thing was with those krak
grenades you were quite lucky right up to the
point you had to roll the wounds for them. It’s so
typical of Warhammer 40,000. It’s kind of like it
sucks you in, you think “Yes! Yes!”, and then you

just go “Urgh!”

LW: That’s right. Four or more and he’s dead!
(everybody laughs). And if he’d died it would
have allowed the Jetbikes to shoot up other
targets, like the support platforms in the distance,
and that would have been more victory points.

JJ: It was a very bloody conflict.

LW: It was. Apart from my first turn. My first
turn was terrible. My third turn I actually started
to kill things ’cos I went back to my original plan

of just going straight forward.

WL: I was surprised you didn’t do that in the first

turn. I was expecting you to do that.

LW: Yes, it’s what I normally do and it was my
plan, but I looked at it and I thought “If I go over
there then that’s going to die, and if I go over
there then that’s going to die”. I should have stuck

with the plan.

WL: I know, but it’s scary playing
against another Eldar army, because you
know what it can do to you!

At this point several members of Studio
staff appeared wanting to know the
result, so I decided to draw the interview
to a close.

JJ: Well, Lawrence and Wai’s battle had
been hard-fought and very bloody, and
although the two player’s scores were
quite widely separated it could have been
very different if Lawrence had enjoyed a

A WARHAMMER 2
E—

Wai and Lawrence |
| congratulate each other
U on a battle well fought. It |
| was a good, hard scrap,

and when a game Is [t
| there are no real losers,
| "

bit more luck on his final turn. This being
said, Wai thoroughly deserved his win. He
fully exploited the strengths of his version of
the Eldar army compared to Lawrence’s,
holding back and exploiting the superior
firepower of his force to the maximum. Once
he’d got his lead he tenaciously
defended it, rather than resting on his
laurels as many players might have done
after such a start.

|| Ian might be distracte
«thoughts of more tea and
biccies, but his ne
camera managed to cateh ,
their reactions to the fi

Lawrence, for his part, paid a high price
for a slow first turn and was trying to
catch up from that point on. However, he
never gave up, even when things looked
very bleak at the end of the second turn,
and by the fourth turn with the arrival of
his reinforcement Jetbikes it looked like
the tide was turning in his favour.
Although it didn’t quite work out for
him, Lawrence’s heroic fight-back
showed why he’d triumphed in the Staff
tournament, and how he earned his reputation for
being a tough opponent to beat.

So, congratulations are in order to both players for
a magnificent performance. At the end of the day
though, it was Wai Lam who came away the
victor and special congratulations are in order to
him for becoming the first ever Supreme
Warhammer 40,000 World Champion!

———
Wai  and Lawrence
“chew the fat” with
v Jervis and discuss the
. ups and the down. '
battle (no, they're
playing Blood Bowl). bl

‘
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SERVICE WITH THE MOST STAFF ON HAND TO
DID YOU KNOW...

ANSWER YOUR CALLS, OUR MAIL ORDER
TELEPHONE LINES ARE NOW OPEN:
...that you can place an Advanced Order with us for
unreleased miniatures and games? Simply give us a call

nd games? Smpy give 6am - MIDNIGHT
01773 — 713213 P L ill tell
Z\I;erything you need :1;1 kn(z)u“r/ ab(())lilteallihcze :),(lcitiflg ng s EV E N DAYS A WE E K!

releases. They will be only too happy to take your order
or discuss any aspect of the hobby! If vou are posting your Ol'dEl',
please send it to:

GAMES WORKSHOP MAIL ORDER SERVICE,
CHEWTON STREET, HILLTOP, EASTWOOD,
NOTTINGHAM NG16 3HY
Or you can fax your order through on:
{(01773) 533453

All orders will be dispatched on the day of release by
First Class post which we are charging at a special rate
of only £1.50!

So if you can’t bear the thought of not having the latest
releases in your grasp as soon as they are available then
the Advanced Order service is just what you need!
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We now have our full range of catalogues
availabie for you to peruse at your leisure!
The catalogues and 1995/96 Annual are ¥ =l By
£6 each, so give us a call on the usual QJEES "=l ) — - cA ‘II_:I:IMTURES
number for more details and a free set of o |4 : - A"m?ft'es AND
price lists. The 1986-1991 Catalogue* and o Eac?::w
the Catalogue 3 & 4 Compilation are only

A ) # 5T | CATALOGUES 3 & 4 COMPIATION
available through Mail Order. mﬁﬁ-ﬂ'iﬁ 1991

*This catalogue was previously published i two separate
volumes (Catalogue 1 and Catalogue 2) and represents out

entite mumature and product range dunng 1986-91. Some itens Ml’ onDE“ PRICE LISTS

are no longer available, so please phone for detals! ‘The definitive list of prices for all cur boxed games, plastic and
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DON’T MISS THIS
AMAZING OFFER!

For a limited period only, and while stocks
last, we’ll send you a random selection of
your favourite army blisters with a
whopping 50% saving on the usual price!
Give da Boyz at Mail Order
a call for details!
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WELCOME TO GAMES WORKSHOP MAIL ORDER!

G&mes Waorkshop Mail Order is a great way to purchase all the latest releases from Games Workshop and Citadel Miniatures.

Our Mail Order staff are all Games Workshop enthusiasts and will be more than happy to advise you on any special character

miniatures or other models: that you might need for your armies.
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THE FULL RANGE OF PRODUCTS!

Our Mail Order service can supply the full range of
Games Workshop games and Citadel Miniatures,
and we don’t stop there! We can also supply any
individual game and model component or
miniature. If the models you want for your army
aren’t in your local store, or you are looking for an
out of stock or hard to find range of miniatures,
give us a call.

CONVENIENT!
Mail Order is convenient, with the entire range of
Citadel Miniatures and Games Workshop games
only a phone call away.

FAST!
Mail Order is fast. Most customers receive their
orders within 3 days 1n the UK. (Some second class
orders. or packages over tkg may take a day or so
longer). Plus. on any telephone orders received
before Ipm, our Special Delivery Service
guarantees you'll recetve vour order the very next

day! We also ensure that all First Class telephone
orders received before 1pm are dispatched the same
day! Please note that most overseas orders are
delivered within 14 days.

ACCURATE!
Every order is hand-checked against the catalogues
to ensure that each and every model is perfectly cast
and that your order is exactly what you asked for.

PLUS!
No queues! No parking! No bus fare! No
heavy lifting! And it’s really great fun using
the catalogues to choose exactly the
models you want for your favourite army.

<
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MAKE FRIENDS!

We’ve also found that many gamers get together

with their friends to place an order so that the £3.00

UK and BFPO postage is applied to the whole order

and the money saved buys everyone a few extra

miniatures. All you have to do is give us a rmg.

stic and
il Order

MAIL ORDER POSTERS

Every month we produce a new poster, usually with a fully detailed scenario including
new rules, maps and a full historical background. If you would like us to send you any
of these excellent posters, you can either give us a call on 01773-713213 or drop us a
Iine at the usual Mail Order address.

WEBWAR!

The Space Marines of the Dark Angels chapter have discovered an ancient key to the Webway
that they believe may have been used by one of the Fallen. In response, they have dispatched a
compact, heavily armed force to learn the sectets of this key so they can pursue their Fallen brethren. The Eldar
also wish to recover this ancient artefact for themselves and have sent a considerable host to prevent it from
falling into the hands of the enemy. As the beleaguered Dark Angels struggle to hold off the surrounding Eldar,
a highly mobile army of their brother Blood Angels arrive to reinforce the Dark Angels position. ..

<

This Mail Order poster chronicles the struggle to gain possession of the key to the Webway and gives all the
details you will need to play this exciting Warhammer 40,000 scenario which incorporates the Firebase
Building pack!

Please note thai Webwar! canitot be uscd 1 conjunction with any other Games Workshop offer. The clusing date tor this offer 1s 2131 May 1996

THE BATTLE OF THE
GATES OF KISLEV

Based on the historical battle of 2303, this Mail Order poster contains all you will need to recreate the titanic
conflict between the fell Chaos Horde and the beleaguered defenders of Kislev along with their Empire and
Dwarf allies. Included are full Warhammer army lists for the 5000 point Chaos Horde and the 5000 point
Empire-Dwarf-Kislev alliance led by Magnus the Pious himself!

Please note that The Battle of the Guaies of Kistev cannot be used 10 conjuncaon with any other Gataes Warkshop offer The closing date for this offer 1s 24th Apnt 1996
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CITADEL® JOURNAL 13

The new look Citadel Journal features
rules for Elementals in Warhammer. Big
Guy teams in Blood Bowl, a new Pirate
army list and Eldar Bonesingers for
Warhammer 40,000, rules for
Abominatus (Epic Chaos Titan of
Khorne) plus 4 exira colour pages
packed with stuffl

Issue 13 of the Citadel Journal is
available from Mail Order priced only
£4.00 with FREE P&P within the UK and
BFPO. Overseas add £1 P&P.

BACK COPIES AND SUBSCRIPTIONS

The only back copy of the Citadel Journal we have left in stock is
issue 12, and this is selling out fast! To be certain of a copy please
place your order early or, even better, take out one of our special five-
issue subscriptions for only:

UK/BFPO - £20.00 Overseas — £30.00

With every five issue subscription in the UK and BFPO we’ll send you
a sixth issue absolutely FREE! Overseas subscriptions receive six
issues for £30. Each Journal subscription will begin with the next
issue to be published — unfortunately we can’t include back copies in
subscriptions as they are in such limited supply.

@

WARHAMMER BOXED GAME

I,

0 Harﬂamm erQuesfo

WARHAMMER QUEST BOXED GAME £40.00

CATACOMBS OF TERROR ADVENTURE PACK £20.00

LAIR OF THE ORC LORD ADVENTURE PACK : £20.00

CHAOS WARRIOR, WARRIOR PACK £7.00

ELF RANGER WARRIOR PACK B £7.00

IMPERIAL NOBLE WARRIOR PACK . £7.00

| _PIT FIGHTER WARRIOR PACK £7.00
TROLLSLAYER WARRIOR PACK £7.00

WARRIOR PRIEST WARRIOR PACK £7.00

WITCH HUNTER WARRIOR PACK £7.00

TREASURE CARDS PACK 1,2 & 3 £5.00 each

._WARHAMMER BATTLE MAGIC £20.00
- WARHAMMER — ARCANE MAGIC £15.00

WARHAMMER ARMIES — CHAOS £17.00 |

WARHAMMER ARMIES — DARK ELVES £12.00

WARHAMMER ARMIES — DWARFS £12.00

WARHAMMER ARMIES — THE EMPIRE £12.00

WARHAMMER ARMIES — HIGH ELVES £12.00

 WARHAMMER ARMIES — ORCS AND GOBLINS £12.00

WARHAMMER ARMIES — SKAVEN £12.00

 WARHAMMER ARMIES — UNDEAD £12.00

WHITE DWARF PRESENTS: CHAOS DWARFS £10.00

BLANK EVENT CARDS

NECROMUNDA BOXED GAME

OUTLANDERS BOXED SUPPLEMENT

REDEMPT IONISTS

~ WHITE DWARF PRESENTS: CHRONICLES OF WAR £15.00

WOOCD ELVES

NEW! WOOD ELF ARCHERS £1.25 each

NEW! REDEMPTIONIST GANG £12.00
Boxed set contains 8 Remptionists

NEW! WOOD ELF DRYADS £2.50 each

HOUSE ESCHER GANG £12.00
Boxed set contains 8 Escher gang fighters

WOOD ELF TREEMAN £10.00 each

GOBLINS
SNOTLING PUMP WAGON

{EPI

TITAN LEGIONS BOXED GAME £40.00

£10.00 each

HOUSE DELAQUE GANG . £12.00
Boxed set contains 8 Delaque gang fighters

HOUSE VAN SAAR GANG £12.00
Boxed set contains 8 Van Saar gang fighters

HOUSE GOLIATH GANG £12.00
Boxed set contains 8 Goliath gang fighters

HOUSE ORLOCK GANG £12.00
Boxed set contains 8 Orlock gang fighters

HOUSE CAWDOR GANG £12.00
Boxed set contains 8 Cawdor gang fighters

SPACE MARINE BOXED GAME £40.00

ARMIES OF THE IMPERIUM £15.00

NEW! WYRD BEASTMASTER £5.00
Blister contains 1 Wyrd Beastmaster and either
3 Milliasaurs, 3 Ripper Jacks or 3 Giant Rats

HIVE WAR (Tyranid supplement) £15.00

NEW! WYRD BEASTMASTER £3.00 each

ORK & SQUAT WARLORDS £15.00

RENEGADES (Chaos and Eldar armies) £15.00

NEW! RIPPER JACKS

WHITE DWARF PRESENTS: SPACE MARINE BATTLES ~ £10.00

£0.75 each
£0.75 each
£0.75 each

NEW! MILLIASAURS

NEW! GIANT RATS

EPIC TRANSFERS £3.50
Each pack contains 10 sheets of transfers
(Available for Space Marines and Imperial forces)

NEW! ARCH ZEALOT

£5.00 each
£5.00 each

MAD DONNA

JAKARA SPYRER £3.00 each




£40.00
£20.00
£20.00
£7.00
£7.00
£7.00
£7.00
£7.00
£7.00 |
£7.00

25.00 each |
£2.00

£12.00

£12.00
£12.00
£12.00
£12.00
£12.00
£12.00
£5.00
£3.00 each
£0.75 each
£0.75 each
£0.75 each
£5.00 each

£5.00 each
£3.00 each

—————

MALCADON SPYRER £4.00 each HOUSE ESCHER HEAVIES £3.00 each |
ORRUS SPYRER £4.00 each HOUSE ESCHER GANGERS £1.25 each
ED SPYRER 3 £4.00 each HOUSE ESCHER JUVES - £1.25 each
HOUSE VAN SAAR LEADER £2.75 each NECROMJNDA WEAPONS SPRUE £1.00 each
HOUSE VAN SAAR HEAVIES B £3.00 each UNDERHIVE SCUM B £1.50 each
HOUSE VAN SAAR GANGERS £1.25 each BOUNTY HUNTERS o - £4.00 each
HOUSE VAN SAAR JUVES £1.25 each NECROMUNDA BULKHEAD SP_RUE £4.00 each
HOUSE ESCHER LEADER £2.75 each SINGLE NECROMUKIDA BULKHEAD £0.70 each

WHITE DWARF PRESENTS: WARHAMMER 40,000 BATTLES £10.00

SPACE MARINES
NEW! SPACE MARINE PREDATOR (Boxed Set) £15.00
SPACE MARINE TERMINATORS £4.00 each
SPACE MARINE TERMINATOR SERGEANT £4.00 each
SPACE MARINE TERMINATOR WITH ASSAULT CANNON  £4.00 each

WARHAMMER 40,000 BOXED GAME £40.00 SPACE MARINE TERMINATOR WITH THUNDER HAMMER  £4.00 each
DARK MILLENNIUM £20.00 SPACE MARINE TERMINATOR WITH LIGHTNING CLAWS  £4.00 each
CODEX ANGELS OF DEATH £12.00 SPACE MARINE TERMINATOR WITH CYCLONE MISSILE LAUNCHER  £5.00 each
CODEX ELDAR £12.00

CODEX IMPERIAL GUARD £12.00 IMPERIAL GUARD

CODEX ORKS £12.00 NEW! CATACHAN CAPTAIN £3.00 each
CODEX SPACE WOLVES £12.00 NEW! PRIMARIS PSYKER £3.00 eat?h
CODEX TYRANIDS £12.00 CAPTAIN CHENKOV OF VALHALLA £5.00 each
CODEX ULTRAMARINES £12.00 _ CAPTAIN ALRAHEM OF TALLARN £5.00 each

ELDAR

SPACE MARINE TERMINATOR WITH HEAVY FLAMER  £4.00 each

ELDAR JETBIKE (Boxed Set) £5.00

ELDAR SHRIEKER JETBIKE (Boxed Set) £6.00

ELDAR GUARDIANS ’ £1.25 each
DARK ANGELS

NEW! RAVENWING LAND SPEEDER (Boxed Set) £18.00

DARK ANGELS DREADNCUGHT (Boxed Set) £20.00
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J8%es  MAIL ORDER FORM

CODE DESCRIPTION ~PUBLICATION/PAGE

070268/6 | ULTRAMARINES CAPTABM® JEATALOGUE 1, p6

LTS L= 7LD X BT TV

Use this form to mail order Games Workshop products and Citadel Miniatures from SUBTOTAL
this or any recent issue of White Dwarf, or from the Citadel Miniatures Catalogue.

When you have totalled up your order, please don’t forget to add the postage and POSTAGE & PACKING
packing charge. PLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK PEN.

METHODS OF PAYMENT GRAND TOTAL (TOTAL + P&P)

You can pay by cheque or postal order, made payable to Games Workshop Lid.
Alternatively, we take Access/Mastercard, Visa, and (in the UK) Switch. If you wish to
pay by credit card, please fill in the relevant details on the form below. If you have a POSTAGE & PACKING

credit card, you can place an immediate order by phoning our Mail Order Hotlines — UK & BFPO: Add £3.00, 3-7 day delivery.

but make sure you have your card with you when you phone. First Class add £4.00, 2-3 day delivery.
Special Delivery (UK only) add £7.00, guaranteed on your

DESPATCH & DELIVERY doorstep the next day.

So that you get your games and miniatures as quickly as possible, we always Overseas (including Eire): Add 40% of order value. If you
despatch your order on the day we receive it. Depending on the urgency, we can send pay by credit card, P&P will be charged at cost if less than
UK orders in one of three different ways — you choose which one suits you. The least this (minimum P&P £3.00).

expensive, but slowest option costs £3.00 and will arrive on your doorstep in 3 to 7
days. First class delivery costs £4.00 and takes 2 to 3 days. Finally, if your order is Please feel free to photocopy this form
really urgent, add £7.00 and we’'ll guarantee next day delivery anywhere in the UK!

SLATEAMALIESMS TR IAN

Yy

COUNTRY: ... Postcode: ...........cccviiiiniinane B 1= PR
Method of Payment: Cheque 0 Postal Order O Access/Mastercard 1 visa 3 Switch OJ

CardNo:| | | | | | | | | | |] | | | | |IssueNo:I—_—|(SwitchonIy)
Card expiry date: ..........ccoovvennee e Cardholder Name:

Cardholder
Signature: ...
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NECROMUNDA

—

WYRD BEASTMASTERS

WYRD BEASTMASTER 1
72946/1

WYRD BEASTMASTER 2
72946/2

W MILLIASAUR

MILLIASAUR 1
72946/11

72946/10

MILLIASAUR 3

MILLIASAUR 2
72946/12

NECROMUNDAN GIANT RATS

GIANT RAT 1

GIANT RAT 3

#1505l

RIPPER JACK 1
72946/9

WYRD BEASTMASTER 3 GIANT RAT 2
72946/3 72946/4 72946/6 72946/5
RIPPER JACKS

RIPPER JACK 2
72946/8

RIPPER JACK 3
72946/7

Designed by Aly and Trish Morrison

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.

CITADE]
MINIXCATRLS



NECROMUNDA

REDEMPTOR PRIEST ARCH ZEALOT OF THE REDEMPTION

THE ARCH ZEALOT
CONSISTS OF:
1 x ARCH ZEALOT BODY
1 x ARCH ZEALOT BACK
BANNER

REDEMPTOR PRIEST ARCH ZEALOT BODY ARCH ZEALOT A COMPLETED ARCH ZEALOT
0053/8 7204711 BACK BANNER
7204772
REDEMPTIONIST DEACON REDEMPTIONIST ZEALOT

THE DEACON
CONSISTS OF:
1 x DEACON BODY
1 x DEACON FLAMER ARM

DEACON BODY DEACON FLAMER ARM A COMPLETED DEACON ZEALOT WITH EVISCERATOR
| 0053/7 0053/8 0053/6

REDEMPTIONIST BRETHREN

BRETHREN WITH BRETHREN WITH BRETHREN WITH BRETHREN WITH BRETHREN WITH I
| SHOTGUN 1 SHOTGUN 2 STUB GUN AND AUTOPISTOL AUTOGUN 1 AUTOGUN 2 .F, B
| 0053/2 0053/1 0053/4 0053/3 0053/5 pt
| cITADEL CL
MINIATUIRES - e o

Designed by Gary Morley |

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed. |
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.
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WOOD ELVES

WOOD ELF ARCHERS

WOOD ELF ARCHER 1 WOOD ELF ARCHER WOOD ELF ARCHER WOOD ELF ARCHER 2
74201/11 WITH SWORD 1 WITH SWORD 2 74201112
74201/9 74201/10

WOOD ELF ARCHER 3
7420113

WOOD ELF ARCHER 4
74201/4

WOOD ELF ARCHER 5
7420177

WOOD ELF ARCHER 6
74201/2

WOOD ELF ARCHER 7 WOOD ELF ARCHER 8 WOOD ELF ARCHER WOOD ELF ARCHER 9
74201/6 74201/3 WITH SWORD 3 74201/8
74201/5

Designed by Aly Morrison

Miniatures supplied unpainted. WARNING: This product contains iead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.

CITADEL
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WOOD ELVES

DRYADS

DRYAD 1 DRYAD 2 DRYAD 3 DRYAD 4
742021 74202/2 74202/3 74202/4

DRYAD 5 DRYAD 6
74202/5 74202/6

DRYAD 7 DRYAD 8
7420277 74202/8

Designed by Trish Morrison

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.




WOOD ELVES

A TREEMAN CONSISTS OF:
1 x TREEMAN BODY
1 x TREEMAN RIGHT ARM
1 x TREEMAN LEFT ARM

TREEMEN

NOTE: THE ARMS OF
TREEMAN A AND B ARE NOT
INTERCHANGEABLE

A COMPLETE TREEMAN

TREEMAN A BODY TREEMAN A RIGHT ARM TREEMAN A LEFT ARM
MM 48/1 MM 48/2 MM 48/3

| 4

TREEMAN B BODY TREEMAN B RIGHT ARM TREEMAN B LEFT ARM
MB 14/4 MB 14/6 MB 14/5

CINEEEL AL

Designed by Trish Morrison

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.




SNOTLING PUMP WAGON

SNOTLING PUMP WAGON

A COMPLETE
SNOTLING PUMP WAGON
CONSISTS OF:
1 x ROOF
1 x RIGHT SIDE
1 x LEFT SIDE
1 x PUMP HANDLE
1 x PUMP BASE
2 x DRIVE BELTS
1 x CHASSIS
1 x SPIKEY ROLLER
2 x WHEEL 1
2 x WHEEL 2
12 x SNOTLING CREW

LEFT SIDE RIGHT SIDE
748071 74807/2

PUMP BASE WHEEL 1 WHEEL 2
| 74807/6 074751/4 74807/10

> PUMP HANDLE DRIVE BELT SPIKEY ROLLER CHASSIS |
74807/8 74807/7 74807/5 74807/9

CITADEL S
MENIXCURES :

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citade! Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.




{ SNOTLING PUMP WAGON

SNOTLING PUMP WAGON CREW

SNOTLING 1
74807/21

SNOTLING 4
74807117

SNOTLING 7
74807/15

SNOTLING 9
74807/14

J y SNOTLING PUMP
HANDLE CREW 1
7480711

SNOTLING 2
74807/13

SNOTLING 5
74807/18

SNOTLING 8
74807/22

SNOTLING 10
74807/16

I

(L

SNOTLING PUMP
HANDLE CREW 2
74807/12

SNOTLING 3
74807/20

SNOTLING 6
74807/XX

NOTE:

APART FROM THE PUMP
HANDLE CREW,THE
SNOTLING CREW CAN BE
POSITIONED ANYWHERE
ON THE PUMP WAGON.

CITADE

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swalloyved.
ed. g Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.

1.
MINTATURES




CITADEL
MEINIXTURES

 GUARDIANS

GUARDIAN 1 GUARDIAN 2 GUARDIAN 3 GUARDIAN & GUARDIAN 5 GUARDIAN 6
RTB17/3 71584/21 71684/20 71584/30 RTB17/4 71584/19

GUARDIAN 7 GUARDIAN 8 GUARDIAN 9 GUARDIAN 10 GUARDIAN 11 GUARDIAN 12
71584/25 71584/18 71584/26 71584/23 71584/28 RTB17/1

GUARDIAN 13 GUARDIAN 14 GUARDIAN 15
71584/22 71584/29 71584/17

EXAMPLES OF COMPLETED ELDAR GUARDIANS

THESE MODELS ARE SUPPLIED WITH AN ELDAR ARMS SPRUE AND AN ELDAR WEAPONS SPRUE AS STANDARD

ELDAR ARMS SPRUE 100825 ELDAR WEAPONS SPRUE 100813

Designed by Jes Goodwin

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Lid 1996. All rights reserved.
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ELDAR

A COMPLETE ELDAR SHRIEKER
JETBIKE CONSISTS OF:
1x PLASTIC ELDAR JETBIKE SPRUE
1x METAL SHRIEKER CANNON
1x METAL JETBIKE RIDER TORSO
1 x PLASTIC FLYING BASE
1 x PLASTIC ELDAR WEAPON SPRUE

ELDAR SHRIEKER JETBIKE ELDAR JETBIKE

A COMPLETE ELDAR JETBIKE
CONSISTS OF:
1 x PLASTIC ELDAR JETBIKE SPRUE
1 x PLASTIC FLYING BASE
1 x PLASTIC ELDAR WEAPON SPRUE

— III
L 0
JETBIKE RID
J SHRIEKER CANNON ToEsRo =R
| 00438/2 00438/1

B

ELDAR JETBIKE SPRUE
102784 (SHOWN AT 50% OF ACTUAL SIZE)

TRANSFER SHEET AND FULL COLOUR ADHESIVE BANNERS.
THE TRANSFER SHEET INCLUDES ENOUGH MARKINGS FOR

THESE MODEL KITS INCLUDE A CITADEL

SEVERAL DIFFERENT CRAFTWORLDS.

Designed by Jes Goodwin

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmfui if chewed or swallowed. -
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.
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CITADEL
NUNIATURES

IMPERIAL GUARD

CAPTAIN CHENKOV OF VALHALLA

A COMPLETE CAPTAIN CHENKOV
CONSISTS OF:
1 x CHENKOV BODY
1 x CHENKOV CLOAK
1 x CHENKOV BOLT PISTOL ARM
1 x CHENKOV POWER SWORD ARM

CHENKOV CLOAK
72232/2

CHENKOV BODY CHENKOV BOLT CHENKOV POWER
72232/1 PISTOL ARM SWORD ARM
72232/3 72232/4

A COMPLETED CAPTAIN
CHENKOV OF VALHALLA

CAPTAIN AL’ RAHEM OF TALLARN

A COMPLETE CAPTAIN AL’ RAHEM
CONSISTS OF:
1 x AL RAHEM BODY
1 x AL’ RAHEM PLASMA PISTOL ARM

AL’ RAHEM PLASMA
PISTOL ARM
72233/2

AL’ RAHEM BODY
722331

A COMPLETED CAPTAIN
AL’ RAHEM OF TALLARN

PRIMARIS PSYKER JUNGLE FIGHTER CAPTAIN

JUNGLE FIGHTER CAPTAIN BODY
722331

A COMPLETE
JUNGLE FIGHTER CAPTAIN
CONSISTS OF:

PRIMARIS PSYKER 1 x JUNGLE FIGHTER CAPTAIN BODY
7224211 1 x JUNGLE FIGHTER CAPTAIN
BOLTGUN ARM
1 x JUNGLE FIGHTER CAPTAIN
BACK PACK

JUNGLE FIGHTER
CAPTAIN BOLTGUN ARM

JUNGLE FIGHTER
CAPTAIN BACK PACK

72233/2 72233/3

A COMPLETED
JUNGLE FIGHTER CAPTAIN

Designed by Michael and Alan Perry

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.
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SPACE MARINE PREDATOR

SPACE MARINE PREDATOR

A COMPLETED EXAMPLE OF A
SPACE MARINE PREDATOR

THE COMPLETE
SPACE MARINE PREDATOR CONSISTS OF:
2 x RHINO CHASSIS SPRUES
2 x RHINO TRACK SPRUES
1 x PLASTIC ACCESSORY SPRUE FRAME A
2 x SPONSON LASCANNONS
2 x SPONSON HEAVY BOLTERS
2 x SPONSON PLATES

1xHATCH LID 1

1x HATCH LID 2
2 x SPONSON SIDE PLATES
2 x SPONSON PLATES A

2 x SPONSON PLATES B
2x SPONSON WEAPON MOUNTS

S SPONSON SPONSON HEAVY 1 x AUTOCANNON
LASCANNON BOLTER 1 x TURRET TOP
SPONSON PLATE 01458/15 10458/11
bl 1 x TURRET BASE

1 x TOP PLATE
1 x REAR TOP PLATE

HATCH LID 1
045074

SPONSON
SIDE FLATE
10458/8
TOP PLATE SPONSONFLATEA  SPOMSON PLATE B HATCH LID 2 CUPOLA
10458/8 10458/10 10458/9 0450/5 0450/3

SPONSON
WEAPON
MOUNT
10458/7

- o - ]
REAR TOP PLATE AUTOCANNON TURRET BASE TURRET TOP
10458/1 10458/12 10458/13 10458/14

THIS MODEL INCLUDES A DETAILED CONSTRUCTION BOOK AND FIVE CITADEL TRANSFER SHEETS WHICH INCLUDE ALL THE
MARKINGS NEEDED FOR THE DARK ANGELS, ULTRAMARINES, SPACE WOLVES AND BLOOD ANGELS CHAPTERS.

Designed by Norman Swales

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. ® Copyright Games Workshop Ltd 1996. All rights reserved.

CITADEL
MUNIATVIRES




SPACE MARINES

DARK ANGELS RAVENWING LAND SPEEDER

THE COMPLETED
DARK ANGELS RAVENWING LAND SPEEDER
CONSISTS OF
1 x RAVENWING SPACE MARINE PILOT
1 x RAVENWING SPACE MARINE GUNNER
1 x HEAVY BOLTER
1 x RAVENWING LAND SPEEDER CHASSIS
1 x LAND SPEEDER FOOT REST
1 x STABILISER FIN |
1 x LEFT FAIRING |
1 x RIGHT FAIRING |
2 x ENGINE NOZZLES ‘
Il
i

2 x LAND SPEEDER SEATS
2 x LAND SPEEDER BACK RESTS
1 x PLASTIC CHARACTER ARM SPRUE I
1 x ENGINE POD TOP |
1 x ENGINE POD BOTTOM N
1 x PLASTIC FLYING BASE
1 x TRANSFER SHEET |||

A COMPLETED DARK ANGELS RAVENWING LAND SPEEDER

HEAVY BOLTER LAND SPEEDER FOOT REST RIGHT FAIRING LEFT FAIRING
0457/18 00439/8 00439/7 00439/6

ENGINE POD TOP |

ENGINE POD BOTTOM

00439/4 1 3 ) 00439/5 |
RAVENWING SPACE RAVENWING SPACE II
MARINE PILOT MARINE GUNNER
0457/16 0457/15

it AL it
pe b5

Lo o

BACK REST
00439/11

ENGINE NOZZLE
00439/12

SEAT STABILISER FIN RAVENWING CHASSIS ]
00439/10 00439/9 0457/17 r
A

CITADEL /
MINTXTURES 'l
Designed by Norman Swales and Jes Goodwin

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
E Citade! Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1896. All rights reserved.




SPACE MARINES

.
ASSEMBLY STAGE
ASSEMBLY NOTE
Glue the two halves of the
engine pod together before
you attach them to the
i chassis and stabiliser fin.

ASSEMBLY NOTE
Position the two Space
Marine crew members
onto your Land Speeder
before you attach the
fairings to your model.

G

ASSEMBLY NOTE
To ensure that your model
remains stable, carefully
remove the pin at the top
of the flying base with a
sharp modelling knife or a
I pair of clippers, as shown
b N above. Then glue your
9§ finished model to the base.

; CITADEL
MINIATURES
Designed by Norman Swales and Jes Goodwin

Miniatures supptlied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. Ail rights reserved.




SPACE MARINES

CITADEL
NUNIATURES

TERMINATORS

TERMINATOR BODY 1

701571 0441/3

RIGHT HAND WEAPONS

RIGHT LIGHTNING CLAW
70154/11

STORM BOLTER
0441/4

LEFT HAND WEAPONS

TERMINATOR BODY 2

TERMINATOR BODY 3 TERMINATOR
70157/2 SERGEANT BODY
04411

HEAVY FLAMER ASSAULT CANNON
70153/10 0441/5

TERMINATOR SHIELD

CYCLONE MISSILE
LAUNCHER

CYCLONE MISSILE
LAUNCHER FRONT
T0157/5

CYCLONE MISSILE
LAUNCHER BODY

TARGETER
70157/3

THUNDER HAMMER
AND STORM SHIELD

STORM SHIELD ARM
T0159/4

STORM SHIELD
70158/5

THUNDER HAMMER
70159/3

& 0809/9
) : SERGEANT
CHAINFIST POWER SWORD STANDARD POLE
0441/8 0441/7 0441/2
€
A COMPLETE SPACE MARINE A COMPLETE SPACE MARINE

TERMINATOR CONSISTS OF:
1 x TERMINATOR BODY
1 x LEFT ARM
1 x RIGHT ARM

TERMINATOR SERGEANT CONSISTS OF:
1 x TERMINATOR SERGEANT BODY
1 x STORM BOLTER ARM
1 x POWER SWORD ARM
1 x TERMINATOR SHIELD
1 x SERGEANT STANDARD POLE

EXAMPLES OF COMPLETED SPACE MARINE TERMINATORS

A COMPLETE CYCLONE TERMINATOR
CONSISTS OF:
1 x TERMINATOR BODY
1 x CYCLONE BODY
1 x CYCLONE FRONT
1 x STORM BOLTER
1 x TARGETER

Designed by Jes Goodwin

Miniatures supplied unpainted. WARNING: This product contains lead which may be harmful if chewed or swallowed.
Citadel Miniatures are not recommended for children under 14 years of age. © Copyright Games Workshop Ltd 1996. All rights reserved.




"AUSTRALIAN RETAIL STORES
AND STOCKISTS APRIL ’96

All of the following stores stock a range of Games Workshop games and
Citadel miniatures. If you have difficulty in obtaining any particular
games or models then our Mail Order service will be happy to help!

Games Workshop Games Workshop Games Workshop Games Workshop Games Workshop Games Workshop
197 Hunter Street Shop 447a Westfields Shop GO5/ Shop 1048A Shop 128A Shop 495
Newcastle Chatswood City Centre Westfield Shoppingtown ~ Westfield Shoppingtown Castle Towers
NSW 2300 NSW 2067 Market & Pitt Sts Miranda NSW 2228 Belconnen ACT 2617 Castle Hill
(049) 262311 (02) 415 3968 Sydney NSW 2000 (02) 526 1966 (06) 253 4747 NSW 2154
(02) 267 6020
ﬁ_ AUSTRALIAN NEW SOUTH Computer Domain New Stockist! Phantom Zone
Shop 1/90 Central Avenue, Griffith Toy Kingdom 198 Mann Street
D Tg ;\ gll':g;Y ‘N.ALES Oak Flats NSW 2529 2/454 Banna Ave Gosford NSW 2250
" New Stockist! (042) 574 171 Griffith NSW 2680 (043) 254 599
All Sports Arcadia Unbound (069) 622 933
PO 271 Forest Road New Stockist!
Shop 7 Hurstville NSW 2220 Cooma Toyworld Hawkesbury Toyworld Punchbowl Hobby Centre
Boulevard Arcade (02) 585 1489 165 Sharp Street 225 George Street 545 Chapel Road
Wales Centre Cooma NSW 2630 Windsor NSW 2756 P
Civic ACT 2608 New Stockist! (064) 521 764 (045) 773 234 R YOI 2200

(06) 247 1580

Braidwood Newsagency

(02) 708 5082

122 Wallace Street . Lift Off
New Stockist! : :
i i i : Shop 1B The Right Track Hobbies

ggflcélLﬁ? i ?OIETZ;;?E)SW 202 Express Hobbies Em;ljire Cinema Centre 39 Georgghe Street
Cangerra Centre Shop 2 Mourarrige Bong Bong Street Bathurst NSW 2795
Canberra ACT 2601 ol MIESINS RS0 Bowral NSW 2576 (063) 324 411

12 Commercial Road (063) 723 779 048) 622 838
(06) 248 7722 (048)

The Games Cupboard

Murillumbah NSW 2484
(066) 726 865

Games World

Lift Off
Shop 11/183 Rowe Street

Riverstone Stationery,
Hobby and Music Centre

Shop 133a Cascade Games Shop T20 West Pac Plaza Shop 1/43 Garfield Road
Woden Plaza Shop 7 Cascade Walk 265 George Street Eé)azstv;(;zdgl(\)lfsw R Riverstone NSW 2756
Woden ACT 2606 Nelson Bay NSW 2315 Sydney NSW 2000 02 (02) 838 1108

(06) 282 4757 (049) 812 545 (02) 241 3006 Logical Choice Games

‘OR

187 Baylis Street
Wagga Wagga NSW 2650
(069) 215 505

Mind Games

468 Dean Street
Albury NSW 2640
(060) 416 719

Mountain Model .
Trains & Hobbies
Shop 2b Parke Street
Katoomba NSW 2787
(047) 825 610

Napoleons Military

Tin Soldier

256 Crown Street
Wollongong NSW 2500
(042) 294 534

Tin Soldier

Shop 24, 24 Main Street
Blacktown NSW 2148
(02) 621 6779

Tin Soldier

Basement 1 Station Street
Hornsby NSW 2077

(02) 482 7276

Bookshop Tin Soldier
b 336 Pitt Street Shop 4 George St Plaza
i Sydney NSW 2000 204 George Street
(02) 264 7560 Liverpool NSW 2170
North Coast Hobbies (02) 604 8702
117 Keen Street
Lismore NSW 2480 Tin Soldier
(066) 213 956 Lst Floor
97 Argyll Street
Parkers Toy Kingdom Parramatta NSW 2150
149 Summer Street (02) 689 3522
Orange NSW 2800
(063) 621 486 Tin Soldier
Penrith Toy & Hobby Shop 406, Gallery Level
Shop 7 Mid City Centre
140-142 Henry Street 420 George Street
ME Penrith NSW 2750 Sydney NSW 2000

Ct

|y

(047) 218 314

(02) 231 5668




Toy and Hobby Town
Shop 1

Tamworth Shoppingworld.
West Tamworth

NSW 2340

(067) 653 838

Toy Barn

6 Westmarket Street
Richmond NSW 2753
(045) 781 264

New Stockist!

Toys Ahoy

407 Prices Highway
‘Woonona NSW 2517
(042) 837 747

Toyworld

43 Manning Street
Taree NSW 2430
(065) 522 697

Toyworld

30A Orient Street
Batemans Bay NSW 2536
(044) 725 673

Toyworld

Shop 95 Parkbeach Plaza
Coffs Harbour NSW 2450
(066) 527 898

Toy Kingdom

455 New South Head Road
Double Bay NSW 2028
(02) 327 7558

‘Wyoming Sport, Toys and
Hobbies

Shop 15 Wyoming
Shopping Centre

Wyoming NSW 2250

(043) 284 271

NORTHERN
TERRITORY

Comics NT
Shop 3
Casuarina Plaza

" 247 Trower Road
Casuarina NT 0810
(089) 455 655

Comics NT

Shop 16

‘West Lane Arcade
The Mall

Darwin NT 0800
(089) 411 235

Enchanted Worlds

Caseys Corner

Casuarina Shopping Square
Darwin NT 0810

(089) 455 544

QUEENSLAND

Alternate X

43 Adelaide Street
South Brisbane
QLD 4101

(07) 229 5197
Critical Hit

Cuor Chappel and
Sandgate Road
Nundah, Brisbane
QLD 4102

(07) 325 67560

Cairns Hobby Centre
Shop 216

West Court Plaza
Cairns QLD 4870
(070) 512 676

CD ROM Exchange
22 Stavewood Road
Algester QLD 4115
(07) 272 1384

Comics Etc

107 Elizabeth Street
Brisbane QLD 4000
(U7) 229 4446

Dragons Keep

481 Gympie Road
Strathpine QLD 4500
(07) 889 6566

Fun and Games

The Cat & the Fiddle
Centre

Flinders Mall
Townsville QLD 4810
(077) 716 473

Games Exchange
258 Ross River Road
Aitkenvale QLD 4818
(077) 254 661

Games Room
139 Victoria Street
Mackay QLD 4740
(079) 578 055

Gladstone Toyworld
139 Goodoon Street
Gladstone QLD 4860
(079) 724405

Gympie Toyworld
151 Mary Street
Gympie

QLD 4570

(074) 821393

Leisuretronics

Shop 1, Sunnybank Hills
Shoppingtown

Compton Road
Sunnybank Hills

QLD 4109

(07) 273 6524

Leisuretronics

Shop C5 Peninsula Fair
Shopping City,

Anzac Avenue
Kippa-Ring QLD 4021
(07) 283 1644

Leisuretronics

Shop 6, Westfield
Shoppingtown

Moggill Road
Indooroopilly QLD 4068
(07) 878 2042

Leisuretronics

Shop 19-20

K-Mart Pla Shopping
Centre

Musgrove Street
Rockhampton QLD 4701
(079) 212 599

Leisuretronics

Shop G25

Oasis Shopping Resort
Broadbeach QLD 4218
(075) 381 711

Leisuretronics

Shop 73

Westfield Shoppingtown
Sandgate Road
Toombul QLD 4012
(07) 266 6934

Leisuretronics

Shop 115 The Myer Centre
Queens Strect

Brisbane QLD 4000

(07) 229 6396

Mack Campbells
Bookshop

356 Ruthven Street
Toowoomba South
QLD 4350

(076) 382 030

Maryborough Toyworld
172 Adelaide Street
Maryborough QLD 4650
(071) 224 411

Mr Toys Toyworld
Level 2, Myer Centre
Brisbane QLD 4000
(07) 210 0610

New Stockist!
Nambour Toy Kingdom
47 Howard Street
Nambour QLD 4560
(07) 441 1669

Napoleons Military
Bookshop

358 George Street
Brisbane QLD 4000
(07) 229 3021

The Promenade

Shop 2, 157 Mulgrave Rd
Cairns QLD 4868

(070) 312 699

Roll 2 Dice Sounds N
Games

4 Owen Street
Innisfail QLD 4860
(070) 616 028

Toyworld

Shop 12, Northside Plaza
North Rockhampton
QLD 4701

079) 213 121

Toyworld

663 Ruthven Street
Toowoomba QLD 4350
(076) 391 705

Toyworld

107 Takalvan Street
Bundaberg QLD 4670
(071) 512 326

‘Wargames Warehouse
Shop 4,

60 Rosebank Square
Salisbury QLD 4107
(07) 216 6499

SOUTH AUSTRALIA

Keegan Miniatures
16 Keegan Street
Mount Gambier

SA 5290

(087) 252 179

Games Quest
83 Hindley Street
Adelaide SA 5000
(08) 410 4668

Harris Toyworld
29 Roberts Street
Maitland

SA 5573

(087) 883 22611

Oak Plaza Newsagent and
Toys

17 Mt. Barker Street
Stirling SA 5152

(08) 339 2699

Mark One

Shop 17 Rundle Arcade
Adelaide SA 5000

(08) 231 5561

New Stockist!
Millicent Toy Kingdom
Davenport Street
Millicent SA 5200

(08) 733 3500

Military Hobbies
144 West Terrace
Adelaide SA 5000
(08) 231 4772

Tactics

Shop B1-B3

Souther Cross Arcade
54 King William Street
Adelaide SA 5000

(08) 212 5977

The Wargamers Supply
Line

C/-Marshalls Mowers

61 O’Sullivan Beach Road
Lonsdale SA 5160

(08) 326 1314

TASMANIA

Birchalls

118 Brisbane Road
Launceston TAS 7250
(003) 313 011

Legends

179 Charles Street
Launceston TAS 7250
(003) 347 373

Ellison Hawker
90 Liverpool Street
Hobart TAS 7000
(002) 342 465

Let’s Play Games
32 Criterion Street
Hobart TAS 7000

'(002) 342 530

VICTORIA

Bee Wise Toy Kingdom
Cnr Ninth St and Lime Ave
Mildura VIC 3500

(050) 221 970

Bendigo Books

Shop 6 Abbots Arcade
Bendigo VIC 3550
(054) 411 612

Bendigo Sports and
Hobbies

3 King St

Bendigo VIC 3550
(054) 435 086

New Stockist!
Castlemaine Toy Kingdom
22 Hargreaves Street
Castlemaine VIC 3450
(054) 705 368

New Stockist!
Franks Toy Shop
394 Dorset Road
Boronia VIC 3155
(03) 9720 3340

Futuristic Games

Suite 1/36 Synnot Street
Werribee VIC 3030

(03) 9742 4493

Games Shop
Shop 288 Westfields
Doncaster VIC 3180
(03) 848 9180

The Games Station
Shop LA44 Eastland
Shopping Centre
Ringwood VIC 3134
(03) 9879 8388

Games World

Shop 1025 Knox City
Shopping Centre
Burwood Highway
‘Wantira South VIC 3152
(03) 887 3262
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Games World

Shop 256a Chadstone
Shopping Centre
Dandenong Road
Chadstone VIC 3148
(03) 568 8002

Games World

Shop 106
Greensborough Plaza
Greensborough VIC 3088
(03) 9434 7733

Games World

Shop 137 Southlands
Nepean Highway
Cheltenham VIC 3192
(03) 583 1049

Mark One

123 Stuart Street
Ballarat VIC 3350
(053) 328 501

Milton Thomas Toytown
151 Gray Street

Hamilton VIC 3300

(055) 725 005

Military Simulations
134 Cochranes Road
Moorabbin VIC 3189
(03) 555 8886

New Stockist!

Mind Bogglers

Shop 8, Hewmart Arcade
Hewish Road, Croydon
VIC 3136

(03) 9723 2293

Mind Games

920 Whitehorse Road
Box Hill VIC 3128
(03) 890 1139

Mind Games

6 Thompson Street
Frankston VIC 3199
(03) 783 8054

Mind Games

275 Glenferrie Road
Malvern VIC 3144
(03) 509 3174

Mind Games

244 Swanston Street
Melbourne VIC 3000
(03) 663 4603

New Stockist!
Mind Games

167 Ryrie Street
Geelong VIC 3220
(052) 222 133

Models and Miniatures
10 Clyde Street
Frankston VIC 3199
(03) 783 8993

Napoleons Military
Bookshop

309 Elizabeth Street
Melbourne VIC 3000
(03) 602 2662

Planet X

138 Moorabool Street
Geelong VIC 3220
(052) 242 099

The 180 Shop
102 Bridge Mall
Ballarat VIC 3350
(053) 315 124

Tates Toy Kingdom
135 Shannan Avenue
Geelong West
(052) 224 201

Toy Kingdom

7 Napier Street
Warragul VIC 3820
(056) 231 746

Toy Kingdom
196 Raymond Street
Sale VIC 3850
(051) 443 417

New Stockist!

Toy Kingdom

541 The Esplanade
Lakes Entrance
VIC 3909

(051) 551 854

New Stockist!

Toy Kindom

62-64 McBride Avenue
‘Wonthaggi VIC 3995
(059) 622 933

Toy Kingdom

72 Hotham Street
Taralgon VIC 3844
(051) 741 817

Toyworld

67 Main Street
Croydon VIC 3136
(03) 923 2088

WEST AUSTRALIA

A Touch of Strange
Shop 9b, 531 Hay Street
Subiaco WA 6008

(09) 382 1833

Claremont Toyworld
47 Bayview Terrace
Claremont WA 6010
(09) 385 1220

Card Corner

Shop 12 Queensgate
Cinema Complex
Fremantle WA 6160
(09) 335 1313

Games World
Shop 62 Belmont Forum
Shopping Centre
Belmont WA 6105

%(09) 479 4707

Games World

Shop 30

Carousel Shopping Centre
Cannington WA 6107

(09) 351 8426

Games World

Shop 54

Witfords City Centre
Hillarys WA 6025
(09) 307 3088

Games World
Shop T3A Lakeside
Shopping Centre
Joondalup WA 6027
(09) 300 3503

Games World

Shop 112, Rockingham City
Shopping Centre

Council Avenue
Rockingham WA 6168

(09) 592 5442

Games World

Shop 138, The Galleria
‘Walter Road

Morley WA 6062

(09) 375 3751

Games World

Shop 40 Carillian Arcade
Perth WA 6000

(09) 324 1000

Games World
Shop 20

Mandurah Forum
Mandurah WA 6210
(09) 535 3528

The Hobby Shop
115 Burt Street
Boulder WA 6432
(090) 933 536

Intergalactic Trading
Zone

28 Queen Street
Freemantle WA 6160
(09) 430 6817

Legends

Shop 95 Garden City
Booragoon WA 6154
(09) 316 2602

Mandurah Toyworld
318 Pinjarra Road
Mandurah WA 6210
(09) 535 3184

Northam Toyworld
4 Elizabeth Place
Northam WA 6401
(096) 221 630

Tactics

London Court Basement
St Georges Terrace End
Perth WA 6000

(09) 325 7081

Toyworld

236 York Street
Albany WA 6330
(098) 422 122

X’Caliber Games and
Hobbies

40a Sansord Street
Geraldton WA 6530
(099) 645 995

‘Youngs Bookshop
Shop 1, Walker Arcade
Bunbury WA 6230
(097) 215 004

NEW ZEALAND

Barnes Books and Toys
250 Ruahine Street
Palmerston North

(06) 385 2936

Card Crazy

Shop 12, Downtown Plaza
Ward Street, Hamilton
(07) 839 6930

ccC

23a Queens Road
Panmure, Auckland
(09) 570 9861

’Ere be Dragons
22 McMillan Court
Newlands
Wellington

(04) 478 3938

Frankston Models
72 Kent Street
Hamilton

(07) 847 5292

Mark One
18 Don Street
Invercargilt
(03) 218 4314

Mark One

5 Lorne Street
Auckland
(09) 307 0215

Mark One

Shop 4, 27 Mokoia Road
Birkenhead

(09) 418 5529

Mark One

225 High Street
Christchurch
(03) 366 0771

Mark One

202 Heretaunga Street
East Hastings

(06) 878 7987

Mark One

551 Victoria Street
Hamilton

(07) 839 3728

Mark One

132 High Street
Lower Hutt
(04) 566 6348

Mark One

24 Dalton Street
Napier

(06) 835 2328

Mark One

11 Totara Avenue
New Lynn

(09) 827 2870

Mark One

20 The Square
Palmerston North
(06) 356 6779

Mark One

301 Tutanekai Street
Rotorua

(07) 348 5899

Mark One

10B The Promenade
Takapuna

(09) 488 0744

Mark One

183 Victoria Street
‘Wanganui

(06) 347 7391

Mark One

1st Floor, James Smith
Corner, 55 Cuba Street
Wellington -

(04) 499 3775

Mind Games

635 Columbo Street
Christchurch

(03) 365 5487

Mind Games

73 Princes Street
Dundedin

(03) 474 1044

Mind Games
Mid City Centre
Manner Mall
Wellington

(04) 382 8978

Mount Video
4 Tawa Street
Mt Maunganui
(07) 575 8104

Mind Games

469 Kyber Pass Rd
Newmarket, Auckland
(03) 365 5487

Pendragon

62 Queen Street
Auckland

(09) 522 1905

Pendragon
40 Cuba Street
Wellington
(04) 998 166

Pendragon Games
86 St Andrew Street
Dundedin

(03) 47 5878

One Stop Models
25 Vine Street
‘Whangarei

(09) 438 8778




IMPERIAL WHIRLWIND (1 per box) $47.95
PREDATOR TANK {1 per box) $42.95
RHINO {1 per box} $32.95
SPACE MARINE LAND SPEEDER (1 per box) $62.95
SPACE MARINE RAZORBACK (1 per box) $47.95
ULTRAMARINES TRANSFERS (10 per pack) $11.95

WARHAMMER 40,000 $109.95
DARK MILLENNIUM $62.95 ELDAR AVATAR (1perbox) _ $32.95
CODEX SPACE WOLVES $32.95 ELDAR GUARDIANS (6 per box) $26.95
CODEX ELDAR $32.95 ELDAR HARLEQUINS {4 per pack) __§15.95
CODEX ORKS $32.95 ELDAR GUARDIANS (4 per pack) __$15.95
CODEX ULTRAMARINES $32.95 ELDAR WEAPON PLATFORMS (1 perpack) __$19.95
CODEX TYRANIDS $32.95 WARP SPIDERS (2 per pack) $15.95
CODEX IMPERIAL GUARD $32.95 HOWLING BANSHEES (4 per pack) $15.95
CODEX ANGELS OF DEATH $32.95 SWOOPING HAWKS (4 per pack) $15.95
IMPERIAL FIREBASE BUILDING PACK $47.95 FIRE DRAGONS (4 per pack) __$15.95
STRIKING SCORPIONS (4 per pack) __$15.95
DIRE AVENGERS {4 por pack) $16.95
APOTHECARY CORBULO SANGUINURY PRIEST (1 perpack)  $15.95 DARK REAPERS (Bperpack) $15.95
ELDAR SCOUTS (4 per pack) _$15.95
MEPHISTON, LORD OF DEATH (1 perpack) __ $15.95
ELDRAD ULTHRAN (1 per pack) __$15.95
BLOOD ANGELS COMMANDER DANTE (1 per pack) _$15.95
KARANDRAS THE SHADOW HUNTER (1 perpack) __ $15.95
BLOOD ANGELS CAPTAIN TYCHO (1 per pack)__$15.95
FUEGAN THE BURNING LANCE (1 per pack) _$15.95
BLOOD ANGELS TACTICAL SQUAD (10 per box) _$47.95
ASURMEN THE HAND OF ASURYAN (1 per pack) __$15.95
BLOOD ANGELS DEVASTATORS (5 perbox) __$47.95
MAUGAN RA THE HARVESTER OF SOULS (1 per pack) __$15.95
BLOOD ANGELS DEATH COMPANY (10 perbox) _$47.95
JAIN ZAR THE STORM OF SILENCE (1 per pack) __$15.95
BLOOD ANGELS CAPTAIN (1 per pack) __ $9.95
BAHARROTH THE CRY OF THE WIND (1 per pack) _ $15.95
BLOOD ANGELS DREADNOUGHT (1 perbox) __ $62.95
02.93 ELDAR WARLOCKS (1 per pack) __ $9.95
DEATH COMPANY MARINES (3 per pack) __$15.95
BLOOD ANGELS TRANSFERS (10 per pack) ~_ $11.95 ESOARIWRAITHGUARD (1 perpack) _$15.95
ELDAR EXARCHS (1 per pack) __$9.95
DARK ANGELS | ELDAR DREADNOUGHT (1 per box) $42.95
ELDAR WAR WALKER (1perbox) _ $42.95
DARK ANGELS DEATHWING (5perbox) _ $62.95 ELDAR JETBIKE (iperbox) _ $14.95
DARK ANGELS TACTICAL SQUAD (10 per box) __ $47.95 ELDAR SHRIEKER JETBIKE (1 perbox) _$19.95
DARK ANGELS CAPTAIN (1 per pack)  $9.95 WILD RIDERS OF SAIM HANN (5 perbox)  $62.95
DEATHWING TERMINATOR (1 per pack) __$12.95 ELDAR RUNES TRANSFERS (10 perpack) _ $11.95
BROTHER BETHOR DARK ANGEL STANDARD BEARER (1 per pack) $15.95
GRAND MASTER AZRAEL & HELMET BEARER ___ (2 per pack) __ $19.95 i IMPERIAL FORCES
DARK ANGELS CHAPLAIN, ASMODA! (1 perpack)  $15.95 TALLARN DESERT RAIDERS (10 per box) __ $42.95
DARK ANGELS CHIEF LIBRARIAN, EZEKIEL (1 perpack) $15.95 CATACHAN JUNGLE FIGHTERS (10 per box)  $42.95
DARK ANGELS DREADNOUGHT (1perbox)  $62.95 ROUGH RIDERS OF ATTILA (4 perbox) __ $32.95
DARK ANGELS TRANSFERS (10 perpack) ~ $11.95 CADIAN SHOCK TROOPS (10 per box) 42.95
ICE WARRIORS OF VALHALLA (10 perbox) __§42.95
SPACE WOLVES MORDIAN IRON GUARD (10 per box) _$42.95
SlooDCINEISauaD o Tt COMMISSAR YARRICK (1 per pack) __$15.95
GREY HUNTERS PACK (10 per box) _$47.95 OGRYNS (1 perpack) _ $19.95
LONG FANGS SQUAD (5 perbox) _$47.95 ROUGH RIDERS (1perpack) _ $9.85
WOUFIGUARD (5porbox) $52.95 IMPERIAL PSYKERS (1 per pack) __ $9.95
RAGNAR BLACKITARE i per pack) S15.95 IMPERIAL ADEPTUS ARBITES (3 per pack) __$15.95
ULRIK THE SLAYER (1 perpack) __$15.95 CATACHAN JUNGLE FIGHTERS (4 per pack) __$15.95
NURL STORNGAIER (1 porpack) 81595 CATACHAN SPECIAL WEAPONS (2 per pack) _ $12.95
SPACE WOLVES TERMINATORS (1 perpack) __ $12.95 CATACHAN LIEUTENANT (1 perpack) _ $9.95
GREY HUNTERS (3 perpack) _ $15.95 CATACHAN TROOPERS AND SERGEANT (4 per pack) _ $15.95
TONGIFANGE (1 porpack) $9.85 CATACHAN TROOPERS AND SPECIAL WEAPON __ (4 perpack) _ $15.95
BIDODICIAWS @perpac $15.95 CATACHAN WEAPONS TEAM (1 per pack) _ $15.95
WOLF GUARD IN POWER ARMOUR (1 per pack) _ $9.95 ATTILAN ROUGH RIDERS COMMAND (1 per pack) _ $9.95
SPACEWOUVEEIDRERDNBIGH, ( por box) 862,88 CADIAN SHOCK TROOPS LIEUTENANT (1 per pack) __$9.95
SPACE WOLVES SCOUT SERGEANTS {1 per pack) _ $9.95 CADIAN SHOCK TROOPS (4perpack)  $15.95
SPACENVOUVEE THANSEERS (5 porpack) $11.95 CADIAN TROOPERS AND SERGEANT (4 per pack) _$15.95
CADIAN SPECIAL WEAPONS (2 per pack) _$12.95
- CADIAN WEAPONS TEAM (1 per pack) _$15.95
SPACE MARINE DEVASTATORS (5perbox) _ $47.95 MORDIAN IRON GUARD LIEUTENANT (1 per pack) __ $9.95
ULTRAMARINES TACTICAL SQUAD {10 perbox) __§47.95 TALLARN DESERT RAIDERS LIEUTENANT (1 per pack) _ $9.95
ULTRAMARINES ASSAULT SQUAD (5 perbox) _$47.95 VALHALLAN ICE WARRIORS LIEUTENANT (1 per pack) _ $9.95
SPACE MARINE TERMINATORS (5 perbox) __$62.95 VALHALLAN SPECIAL WEAPONS (2 per pack) __ $12.85
SPACE MARINE SERGEANTS (1 per pack) _$9.95 VALHALLAN TROOPERS AND SERGEANT (4 per pack) __$15.95
WARRIORS OF THE IMPERIUM (G perbox) _ $14.95 VALHALLAN TROOPERS AND SPECIAL WEAPON (4 per pack) __ $15.95
MARNEUS CALGAR (1 per pack) _ $15.95 VALHALLAN HEAVY WEAPON (1 per pack) __$15.95
CHIEF LIBRARIAN TIGURIUS (1 per pack) _$15.95 RATLING SNIPERS (5 per pack) _ $15.95
CODICIER LIBRARIAN (1 per pack) _ $9.95 EVERSOR IMPERIAL ASSASSIN (1 per pack) _$12.95
EPISTOLARY LIBRARIAN (1 per pack) __ $9.95 CALLIDUS IMPERIAL ASSASSIN (1 per pack) _$12.95
LEXICANIUM LIBRARIAN (1 per pack) __$9.95 VINDICARE IMPERIAL ASSASSIN (1 per pack) _$12.95
LIBRARIAN TERMINATOR (1 perpack) _ $12.95 iIMPERIAL HELLHOUND TANK (1 perbox) __ $62.95
CHAPLAIN TERMINATOR (1 per pack) __$12.95 BASILISK (1 per box) _ $52.95
APOTHECARY (1 per pack) _ $9.95 CHIMERA (1perbox) __ $52.95
LIGHTNING CLAW TERMINATOR (1 per pack) _ $12.95 LEMAN RUSS TANK (1 perbox) __ $52.95
VETERAN SERGEANTS (1 per pack) _ $9.95 LEMAN RUSS DEMOLISHER (1 perbox) __$62.95
SPACE MARINE TERMINATORS (1 perpack) _ $12.95 IMPERIAL GRIFFON (1 perbox) __ $62.95
TERMINATOR WITH THUNDER HAMMER (1 per pack) __ $12.95 CAPTAIN CHENKOV OF VALHALLA {1 per pack) _$15.95
TERMINATOR WITH GYCLONE (1 per pack) _$15.95 MORDIAN TROOPERS WITH SERGEANT (4 per pack) _$15.95
TACTICAL SPACE MARINES (3 per pack) __ $15.95 MORDIAN SPECIAL WEAPONS (2 per pack) _$12.95
ASSAULT SPACE MARINES (3 per pack) _$15.95 MORDIAN TROOPERS WITH SPECIAL WEAPON __(4 perpack) _ $15.95
SPACE MARINE DEVASTATORS (1 per pack) __$9.95 MORDIAN IRON GUARD WEAPONS TEAM (1 perpack) _ $15.95
SPACE MARINE SCOUTS (3 perpack) __ $15.95 TALLARN HEAVY WEAPON (1 per pack) _$15.95
ASSAULT MARINE WITH JUMP PACK (1 per pack) _ $9.95 TALLARN TROOPERS AND SERGEANT (4 per pack) __$15.95
SPACE MARINE CAPTAINS (1 perpack) _ $9.95 TALLARN TROOPERS AND SPECIAL WEAPON ___(4 per pack) _ $15.95
SPACE MARINE CHAPLAINS (1 per pack) _$9.95 IMPERIAL BASILISK (1 per boxl) _§52.95
SPACE MARINE DREADNOUGHT (1 perbox) _ $62.95 IMPERIAL GUARD TRANSFERS (10 perpack) __ $11.95

Al prices are subject to change without notice.




—————
s47.95 BEASTMEN (tperpack) 15,95
$42.95 . BEASTMEN COMMAND (3 per pack) __ $15.95
$32.95 | — (bperbox)  $29.95 CHAOS SORCERERS (2 per pack)  $9.95
$62.95 CHAOS TERMINA _— (1 perpack)  $9.95 | BEASTMAN SHAMAN (1 per pack) __ $9.95
$47.95 NURGLE PLAGUE MARINES (2 perpack)  $15.95 DRAGON OGRES (1 per pack) _ $29.95
$11.95 WORLD EATER CHAOS SPACE MARINES (2 per pack)  $15.95 CHAOS WARRIOR COMMAND (1 perpack) _ $9.95
SCYLLA CHAOS SPAWN (1 per pack) _ $15.95
— SPACE ORKS EGRIMM VAN HORSTMANN DARK SORCERER OF CHAOS (1 per box) __$74.95
CHAOS GREATER DAEMONS (1 per pack) __ $24.95
$32.95 SPACE ORKS (6 perbox)  $26.95
$26.95 GRETCHIN {10 per box) _$26.95 CHAOS CHAMPIONS (2 per pack) _ $15.95
$15.95 SNAKEBITE BOARBOYZ (4 perbox) _ $32.95 BLOODLETTERS OF KHORNE q per Pact) $9.95
'$15.95 STORMBOYZ ASSAULT SQUAD (5 per box) __ $47.95 FLESHHOUND OF KHORNE (1perpack)  $9.95
$19.95 WARLORD GHAZGHKULL THRAKA {1 perpack) __ $15.95 DAEMONETTES OF SLAANESH a Pe’ﬂ":? $?;95
$15.95 ORK WARBOSSES (1 per pack) _ $12.95 FIENDS OF SLAANESH q per pack) ! 85
$15.95 SPACE ORK BOYZ (3perpack) __ $15.95 DAEMONETTES ON MOUNTS (1 per pack) 9.95
$15.95 GRETCHIN (4 per pack) __ $15.95 PINK/BLUE HORRORS (2perpack) $15.95
"$15.95 GRETCHIN ASSISTANTS (4 per pack) _ $15.95 FLAMERS OF TZEENTCH {1 per Pac::) 99.95
§15.95 ORK SHOKK ATTACK GUN (iperpack) __ $19.95 FLYING DISC OF TZEENTCH {1 per p’=‘°k) 5:2-95
"$15.95 ORK WITH HEAVY WEAPON (1 per pack) __$9.95 PLAGUEBEARERS OF NURGLE (8perpack)  $15.95
"$15.95 GOFF NOBZ (1 per pack) __$9.95 NURGLINGS (’? per Pac::) F:5-95
$15.95 SNAKEBITE NOBZ (1 per pack) _ $9.95 BEAST OF NURGLE 1( per pa"k) $15-95
$15.95 SNAKEBITE BOARBOYZ NOBZ (1 per pack) __ $12.85 CHAOS TRANSFERS (10perpack) ~ §$11.95
$15.95 ORK SPLATTA CANNON (3 per pack) __$24.95 DAARES
$15.95 ORK PULSA ROKKIT (3 per pack) __ $24.95
$15.95 ORK TRAKTOR KANNON (3 per pack) __$24.95 DWARF WARRIORS (8perbox)  $14.95
_$15.95 ORK SMASHA GUN (3 per pack)  $24.95 THRONE OF POWER {1perbox)  $47.95
$15.95 ZODGROD RUNTMASTER (1 per pack) __ $15.95 ANVIL OF DOOM (1 perbox)__ $47.95
§15.95 SNAKEBITE BOARBOYZ (1 per pack) __ $9.95 DWARF FLAME CANNON (1 perbox) __ $47.95
$9.95 SPACE ORK STORMBOYZ (1 per pack) _ $9.95 GYROCOPTER (1 perbox) _ $26.95
$15.95 SPACE ORK KOMMANDOS (3 per pack) __ $15.95 BUGMAN'S BREWERS (10 perbox) __ $47.95
$9.95 SPACE ORKS IN MEGA-ARMOUR (1 perpack) _ $9.95 GOTREK AND FELIX (1 per pack) _ $15.95
$42.95 ORK WARBIKE (1 perbox) __ $14.95 DWARF KING KAZADOR (1 per pack) __ $15.95
$42.95 ORK DREADNOUGHT (1 perbox) __ $62.95 UNGRIM IRONFIST (1 per pack) _ $15.95
$12.95 ORK TRANSFERS (10 per pack) _ $11.95 BURLOCK DAMMINSON (1 per pack) __ $15.95
$19.95 KRAGG THE GRIM " (1perpack) __ $15.95
$62.95 DWARF COMMAND (4 per pack) $15.95
$11.95 DWARF CLANSMEN (4 per pack) _ $15.95
B ['I'(‘:’EOTF‘{RA"T 8 por z°§; g;’gg DWARF SPEARMEN (4 per pack) _$15.95
per vo d DWARF CROSSBOWMEN (4 perpack) __ $15.95
GENESTEALERS (5 per box) _$26.95
$42.95 DWARF IRONBREAKERS (4 per pack) __$15.95
ol . TYRANID WARRIORS (3 per box) $32.95
$42.95 DWARF LONGBEARDS (4 per pack) __ $15.95
_342.95 | TYRANID TERMAGANTS (6 perbox) __ $26.95
$32.95 CARRIEER (loar s 17 $A7i95 DWARF HAMMERERS {4 per pack) _ $15.95
_$42.95 TYRANID HORMAGAUNTS (3 perpack) __$19.95 DWAHRFETHUNDERERS (4perpack) $15.05
$12.95 DWARF TROLL SLAYER (4 per pack) __ $15.95
_$42.95 | TYRANID WARRIORS (1 per pack) __ $19.95
$42.95 DWARF DAEMON SLAYER (1 per pack) __ $15.95
B TYRANID TERMAGANTS (3 per pack) $15.95
$15.95 DWARF GIANT SLAYER {2 per pack) $15.95
B TYRANID BIOVORE (4 per pack} $19.95
$19.95 DWARF DRAGON SLAYER (1 per pack) __ $12.95
_$19.95 | TYRANID GARGOYLES (2 per pack) __ $15.95
$9.95 DWARF MINERS (4 per pack) $15.95
2= RIPPER SWARM (1 swarm) $12.95 3
$9.95 ZOARTHEGPL 7 por pach— 424788 DWARF MINERS COMMAND (4 perpack) _ $15.95
$15.95 i DWARF CANNON (1 perpack)  $19.95
15.95
:12_95 e DARK ELVES
_$9.95 BEASTLORD RAKARTH (1perbox)  $62.95
$15.95 DARK ELF SORCERESS ON DARK PEGASUS (1 perbox) _$47.95
$15.95 DARK ELF SWORDSMEN (8 per box) __ $14.95
$15.95 —_— = 2 DARK ELF COLD ONE KNIGHTS (3 perbox) __ $39.95
_$9.95 | DARK ELF REPEATER BOLT THROWER (1 per pack) _ $19.95
_$8.95 | WARHAMMER BOXED SET $109.95 DARK ELF GENERAL ON COLD ONE (1 per pack) _$19.95
_$15.95 | WARHAMMER BATTLE MAGIC $62.95 DARK ELF COMMAND (3 per pack) __ $15.95
_$15.95 ] WARHAMMER ARCANE MAGIC $47.95 DARK ELF CROSSBOW (4perpack)  $15.95
_$12.95 | WARHAMMER ARMIES — CHAOS (Boxed set) $47.95 DARK ELF SPEARMEN (4 per pack) __ $15.95
_$15.95 | WARHAMMER ARMIES — EMPIRE 532.95 NAGGAROTH BLACK GUARD (4 per pack) _ $15.95
_$15.95 | WARHAMMER ARMIES — HIGH ELVES 32,95 WITCH ELVES (4 per pack) _$15.95
_$9.95 | WARHAMMER ARMIES — DWARFS 32.95 DARK ELF CORSAIRS (4 per pack) __ $15.95
_$9.95 | WARHAMMER ARMIES — SKAVEN 32.95 DARK ELF COLD ONE KNIGHTS (1 per pack) __$12.95
_$0.95 | WARHAMMER ARMIES — ORCS AND GOBLINS 32.95 CHAOS HARPIES (2 per pack) __$15.95
_$12.95 ] WARHAMMER ARMIES — UNDEAD $32.95 COLD ONE KNIGHT STANDARD BEARER (1 per pack) __ $15.95
_$15.95 | WHITE DWARF PRESENTS: CHAOS DWARFS $32.95 COLD ONE KNIGHT CHAMPION (1 per pack) __$15.95
_$15.95 | WARHAMMER ARMIES — DARK ELVES $32.95 DARK ELF TRANSFERS (10 per pack) __ $9.95
_$15.95 | CHRONICLES OF WAR $47.95 DARK ELF SORCERER (1 per pack) _ $9.95
_$15.95 | DARK ELF ASSASSIN (1 perpack)  $9.95
$12.95 CHAOS DWARFS . -
—$12.95 | HIGH ELVES
$12.95 GENERAL ON TAURUS (1 perbox) _ $47.95
$62.95 SORCERER ON LAMMASU (1 per box) 47.95 HIGH ELF WARRIORS (8 perbox)  $14.95
$52.95 EARTHSHAKER CANNON (1 per box) 47.95 HIGH ELF WAR GRIFFON (1perbox)  $47.95
$52.95 CHAOS DWARF AXEMEN BOXED SET (8 per box) __ $14.95 SILVER HELMS (4 perbox)  $32.95
$52.95 CHAOS DWARF WARRIORS (3 per pack) _ $15.95 REAVER KNIGHTS (4 perbox)  $32.95
$62.95 CHAOS DWARF BULL CENTAURS (1 perpack)  $15.95 DRAGON PRINCES (3perbox)  $32.95
$62.95 CHAOS DWARF DEATH ROCKET (1 per pack) __ $19.95 TIRANOC CHARIOT (1 perbox)  $32.95
$15.95 CHAOS DWARF COMMAND (3 per pack) _ $15.95 PEGASUS RIDER (1 perbox)  $47.95
$15.95 CHAOS DWARF HEROES (1 per pack) $9.95 IMRIK HIGH ELF L ORD OF DRAGONS (1 per box) $62.95
~$12.95 TECLIS HIGH ELF MAGE (1 per pack) __ $15.95
“s16.95 TYRION HIGH ELF PRINCE (1 per pack)  $10.95
T $15.95 HIGH ELF WARRIORS (4 per pack)  $15.95
T$15.95 BEASTMEN (8perbox)  $14.95 HIGH ELF COMMAND (4 perpack)  $15.95
~$15.95 CHAOS KNIGHTS (3perbox) $32.95 HIGH ELF BOWMEN (4 per pack) _ $15.95
_$15.95 CHAOS WARRIORS (6 per box) $14.95 PHOENIX GUARD (4 per pack) $19.95
T $52.95 WARRIORS OF CHAQS (3 perpack)  $15.95 WHITE LIONS OF CHRACE (4 per pack)  $19.95
T$11.95 | KNIGHTS OF CHAOS (t perpack)  $12.95 SWORD MASTERS OF HOETH (4 perpack)  $15.95
=999
All prices are subject to change without notice.




HIGH ELF SHADOW WARRIORS
HIGH ELF SILVER HELMS

(4 per pack) $15.95
{1 per pack) $9.95

WHITE WOLF STANDARD BEARER
IMPERIAL PISTOLIERS

(1 per pack)  $9.95
(1 per pack)  $9.95

DRAGON PRINCE (1 per pack) $12.95

REIKSGUARD KNIGHTS (1 perpack)  $9.95

DRAGON PRINCE HEROES (1 per pack) $12.95

ICE QUEEN OF KISLEV {1 per pack) $9.95

REAVER KNIGHT (1 per pack) $9.95

KNIGHTS PANTHER {1 per pack) $9.95

REAVER KNIGHT HEROES (1 per pack) $9.95

GRAND MASTER KNIGHTS PANTHER (1 per pack) $9.95

REPEATER BOLT THROWER (1 per pack) $19.95

WOOD ELVES
TREEMAN

(1 per pack) $32.95

AZHAG THE SLAUGHTERER (1perbox)  $62.95
ORC WARRIORS (8 per box) $14.95
ROCK LOBBER (1 perbox)  $47.95
SHAMAN ON WYVERN (1 perbox)  $62.95
BLACK ORCS (8 perbox)  $14.95

GORFANG ROTGUT
MORGLUM NECKSNAPPER

(1 per pack) 515.95
(1 per pack) 519.95

ORC BOYZ (3 per pack) $15.95
ORC ARRER BOYZ (4 per pack) $15.95
BLACK ORCS (2 per pack) $15.95
BLACK ORCS COMMAND (2 per pack) _ $15.95
SNOTLINGS (18 per pack) $15.95

SAVAGE ORC BOYZ
SAVAGE ORC ARRER BOYZ
SAVAGE ORC SHAMAN
ORC BOLT THROWER
SAVAGE ORC BOARBOYZ (1 per pack) $9.95
BOARBOYZ COMMAND (1 per pack) $9.95

GOBLIN WARRIORS (10 perbox)  $14.95
GROM’S CHARIOT (1 perbox)  $47.95
GOBLIN WOLF RIDERS (4 perbox)  $32,95
NIGHT GOBLINS (4 per pack) $15.95
NIGHT GOBLINS COMMAND (4 perpack)  $15.95
NIGHT GOBLIN FANATICS (4 per pack) __ $15.95
GOBLIN SQUIG HOPPERS (1 per pack)  $9.95

NIGHT GOBLIN SQUIG HERDERS (4 perpack)  $15.95
NIGHT GOBLIN NET TEAMS (4 per pack)  $15.95
GOBLIN DOOM DIVERS (1 per pack)  $9.95

{4 per pack)  $15.95
{4 per pack) $15.95
(1 per pack) $9.95

{1 per pack) $21.95

GOBLINS (4 perpack)  $15.95
FOREST GOBLINS (4 per pack) $15.95
FOREST GOBLINS COMMAND (4 per pack) $15.95

FOREST GOBLIN SPIDER RIDERS
GOBLIN SPIDER RIDERS

GOBLIN WOLF RIDERS (1 per pack) __ $9.95
SKARSNIK & GOBBLA (2per pack)  $19.95

HOBGOBLIN WARRIORS (4 per pack)  $15.95
HOBGOBLIN WOLF RIDERS (1 per pack)  $9.95

HOBGOBLIN SNEAKY GITZ (4 perpack)  $15.95
HOBGOBLIN BOLT THROWER (1 perpack)  $19.95
HOBGOBLIN HERO ON WOLF (1 per pack) $12.95

EMPIRE HALBERDIERS (8 per box) $14.95
EMPEROR KARL FRANZ ON.GRIFFON (1 per box) $47.95
ELECTOR COUNTS (4 perbox)  $47.95
HERQES OF THE EMPIRE (4 per box) $47.95

(1 per pack) $9.95
(1 per pack) $15.95

KNIGHTS PANTHER (4 per box) 32.95
KNIGHTS OF THE WHITE WOLF (4 per box) 32.95
EMPIRE WAR ALTAR (1 per box) 47.95
EMPIRE HERO ON PEGASUS (1 perbox)  $47.95
EMPIRE WAR WAGON (1 perbox)  $62.95
EMPIRE STEAM TANK (1perbox)  $47.95
SUPREME PATRIARCH (1 per pack) $15.95
LUDWIG SCHWARZHELM (1 per pack) $15.95
CAPTAIN KURT HELBORG (1 per pack) 15.95

ALDEBRAND LUDENHOF

BORIS TODBRINGER

MARIUS LEITDORF

VALMIR VON RAUKOV

MOUNTED BATTLE WIZARD

KNIGHTS OF THE BLAZING SUN
GRAND MASTER OF THE BLAZING SUN

(1 per pack} $15.95
(1 perpack)  $15.95
(1 per pack) $15.95
(1 per pack) $15.95
(1 perpack)  $9.95
(1 per pack) $9.95
(1 per pack) $9.95

EMPIRE STANDARD (1 per pack) $9.95
IMPERIAL QUTRIDERS (1 per pack) $9.95
KISLEV HORSE ARCHERS (1 per pack) _ $9.95
HORSE ARCHER COMMAND (1 per pack) $9.95
KISLEV WINGED LANCER (1 per pack) $9.95

KISLEV WINGED LANCER COMMAND
KNIGHTS OF THE WHITE WOLF
GRAND MASTER OF THE WHITE WOLF

(1 per pack) $9.95
(1 perpack)  $9.95
(1 perpack)  $9.95

KNIGHTS PANTHER STANDARD BEARER
EMPIRE FOOT TROOPS

(1 perpack)  $9.95
(4 per pack) $15.95

EMPIRE COMMAND (3 per pack) 15.95
REIKSGUARD (3 per pack) 15.95
EMPIRE HALBERDIERS (4 per pack) 15.95
EMPIRE GUNNERS (4 per pack) 15.95
EMPIRE CROSSBOW (4 per pack) 15.95
EMPIRE HALFLINGS (4 per pack) 15.95

HALFLING HOT POT CATAPULT (1 per pack) $15.95

FLAGELLANTS (4 per pack) $15.95
EMPIRE MORTAR (1 per pack)  $19.95
EMPIRE VOLLEY GUN (1 per pack) _ $24.95
EMPIRE GREAT CANNON (1 per pack) $29.95
BATTLE WIZARDS (1 per pack) $9.95
ACOLYTES (1 per pack) $9.95

OGRES (1 par pack) §19.95
_RIVER TROLLS (1 per pack)  §21.95
STONE TROLLS (1 per pack)  §$21.85

SKAVEN WARRIORS (8 per box) $14.95

VERMIN LORD (1 per box) $32.95
SKAVEN ASSASINS (2 per pack)  $9.95
SKAVEN WARLOCK (1 perpack)  $9.95

SCREAMING BELL
SKAVEN DOOMWHEEL
DEATHMASTER SNIKCH
SKAVEN LORD SKROLK

(1 per box) $47.95
(1 per box) $47.95
{1 per pack) $15.95
(1 per pack) $15.95

GREY SEER THANQUOL (1 perpack)  $15.95
SKAVEN WARLORD QUEEK (1 perpack)  $15.95
BONERIPPER - RAT OGRE (1 per pack) $21.95
SKAVEN WARRIORS (4 per pack)  $15.95
SKAVEN SLAVES (4 per pack) $15.95

SKAVEN BEASTMASTERS
SKAVEN CLANRATS
SKAVEN COMMAND
STORMVERMIN

PLAGUE MONKS

GUTTER RUNNERS
PLAGUE CENSER BEARERS

(4 per pack) $15.95
(4 per pack) $15.95
(4 per pack) $15.95
(4 per pack)  $15.95
(4 per pack) 515.95
(4 per pack) $15.95
(3 per pack) $15.95

SKAVEN WEAPON TEAMS (2 per pack)  $15.95
POISON WIND GLOBADIERS (1 perpack)  $9.95

PACK MASTERS WITH GIANT BATS (1 per pack) _$15.95
RAT OGRES » (1 per pack) $19.95

SKAVEN RAT SWARMS (10 per pack) $15.95
LICHE KING’S CHARIOT (1 per box) $47.95
NECROMANCER ON MANTICORE (1 per box) $47.95
SKELETON WARRIORS (8 per box) $14.95

SKELETON CAVALRY (3 per box) 14.95
SKELETON CHARIOT (1 per box) $14.95

NAGASH (1 perbox)  $32.95
ZOMBIE DRAGON {1 per box) $47.95
SKELETON WARRIORS (4 per pack) $15.95
MUMMIES (4 per pack) 15.95
GHOULS (4 per pack) $15.95
ZOMBIES (4 per pack) $15.95
SKULL CHUCKER (1 perpack)  $19.95
CARRION (1 per pack) $12.95
WIGHTS (2 per pack) $15.95
VAMPIRE LORD (1_per pack) $9.95

NECROMANCER (1 per pack) $9.95

ZOMBIE COMMAND (3 per pack)  $15.95
WRAITHS (2 per pack)} $15.95

SKELETON CAVALRY

MOUNTED NECROMANCER

GHOST

KRELL LORD OF THE UNDEAD

VLAD VON CARSTEIN

ISABELLA VON CARSTEIN

HEINRICH KEMMLER THE LICHEMASTER

(1 per pack} $9.95

(1 per pack) $12.95
(1 per pack) $9.95

(1 per pack} $15.95
(1 per pack) $15.95
(1 per pack) $15.95
(1 per pack)  $15.95

All prices are subject to change without notice.
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HOUSE ORLOCK LEADER
HOUSE CAWDOR JUVES
HOUSE CAWDOR HEAVY
HOUSE CAWDOR GANGERS
HOUSE CAWDOR LEADER
HOUSE DELAQUE HEAVY
HOUSE DELAQUE LEADER
HOUSE DELAQUE JUVES

(1 per pack)  $9.95
(4 per pack)  $15.95
(1 per pack)  $9.95
(4 per pack)  $15.95
(1 per pack)  $9.95
{1 per pack)  $9.95
(1 per pack)  $9.95
(4 per pack)  $15.95

SPACE MARINE BOXED GAME $99.95 HOUSE DELAQUE GANGERS (4 per pack) _ $15.95
TITAN LEGIONS BOXED GAME $99.95 BOUNTY HUNTER 1 (1 per pack) _ $12.95
ORK AND SQUAT WARLORDS $47.95 BOUNTY HUNTER 2 (1 per pack) _ $12.95
ARMIES OF THE IMPERIUM $47.95 BOUNTY HUNTER 3 (1 per pack) _ $12.95
RENEGADES (Chaos and Eldar armies) $47.95 RATSKINS (2 per pack) _ $9.95
EPIC HIVE WAR $47.95 UNDERHIVE SCUM (2 per pack)  $9.95
SPACE MARINE LEGIONS PLASTIC BOXED SET (5 sprues) $24.95 ‘“
EPIC LANDRAIDERS PLASTIC BOXED SET (5 sprues)  $24.95
EPIC ORK HORDE PLASTIC BOXED SET (5 sprues) __$24.95 TALISMAN BOXED GAME $89.95
EPIC ORK INVASION PLASTIC BOXED SET (5 sprues)  $24.95 TALISMAN - CITY OF ADVENTURE $44.95
EPIC CHAOS HORDE PLASTIC BOXED SET (5 sprues) _ $24.95 | TALISMAN — DUNGEON OF DOOM  $44.95
EPIC ELDAR PLASTIC BOXED SET (5 sprues)  $24.95 TALISMAN - DRAGON'S TOWER §59.95
EPIC ELDAR WARHOST PLASTIC BOXED SET (5sprues)  $24.95
EPIC IMPERIAL GUARD PLASTIC BOXED SET (5 sprues) __ $24.95 CITADEL COLOUR
EPIC SQUAT WARRIORS PLASTIC BOXED SET (5 sprues)  $24.95 CITADEL STARTER SET (Includes brush and miniatures) _ $32.95
EPIC STOMPERS PLASTIC BOXED SET (5 sprues)  $24.95 CITADEL COLOUR PAINT SET (6 paints per box) __ $19.95
ORK GARGANT (1 perbox)  $47.95 CRAFTWORLD PAINT SET (6 paints per box) __ $19.95
TITANS BOXED SETS (1or2perbox) _ $32.95 ELDAR ASPECT WARRIOR PAINT SET (6 paints per box) _ $19.95
STORMBLADE COMPANY (3perbox) _ $47.95 WASH PAINT SET (6 paints per box) __ $19.95
KNIGHT PALADINS (7 perbox)  $24.95 DWARF PAINT SET (6 paints per box) __ $19.95
IMPERATOR TITAN (1 per box) $47.95 DARK ANGELS PAINT SET (6 paints per box) $19.95
ORK MEGA-GARGANT (1 perbox)  $42.95 FINE DETAIL BRUSH $6.95
BONEBREAKAS (12 perbox) _ $24.95 DETAIL BRUSH $6.95
ELDAR SCOUT TITANS (2 perbox) _ $32.95 STANDARD BRUSH $6.95
TYRANID HIEROPHANT (1 perbox)  $42.95 BASE BRUSH $6.95
TYRANID HIERODULE (1 perbox)  $32.95 LARGE BRUSH $7.50
SMALL DRY BRUSH 3 $7.50
" LARGE DRY BRUSH $7.50
= BRUSH SET (3 brushes per box) $19.95
CITADEL COLOUR PAINTS $3.50
CITADEL METALLIC PAINTS $4.95
INK WASHES AND GLAZES $3.50
 CLIPPERS $12.95
WARHAMMER QUEST BOXED GAME $100.95 PIN VICE AND DRILLS §15.95
LAIR OF THE ORC LORD ADVENTURE PACK $62.95 MODELLING KNIFE T Wl Rhu0 39%s
CATACOMBS OF TERROR ADVENTURE PACK $62.95 'TAPE MEASURE $12.95
WITCH HUNTER WARRIOR PACK $21.95
WARDANCER WARRIOR PACK $21.95 FIGURE CASES
CHAOS WARRIOR, WARRIOR PACK $21.95 FIGURE CASE $32.95
ELF RANGER WARRIOR PACK $21.95 !
TROLLSLAYER WARRIOR PACK $21.95 PAINTING GUIDES
IMPERIAL NOBLE WARRIOR PACK $21.95 'EAVY METAL PAINTING GUIDE =5 $32.95
PIT FIGHTER WARRIOR PACK $21.95 “EAVY METAL MODELLING GUIDE §32.95
WARRIOR PRIEST WARRIOR PACK $21.95 WARHAMMER ARMIES PAINTING GUIDE $32.95
TREASURE CARD SETS 1,2 & 3 (Each) $15.95
EVENT CARDS $12.95 | ————— e e |
WARHAMMER BATTLE DICE (3dice)  $4.95
EPIC BATTLE DICE (3dice)  $4.95
ARTILLERY DICE (3dice)  $3.50
WARHAMMER 40,000 INKED DICE (6 dice) _ $4.95
WARHAMMER 40,000 GEM DICE (6 dice) _ $7.50
SUSTAINED FIRE DICE (3dice)  $4.95
BLOOD BOWL BLOCKING DICE (3dice)  $3.50

NECROMUNDA BOXED GAME $109.95
OUTLANDERS $62.95
MAD DONNA (1 per pack) $15.95
YELD {1 per pack) $12.95
ORRUS ) {1 per pack) $12.95
MALCADON (1 per pack) $12.95
JAKARA - (1 per pack) $9.95
VAN SAAR LEADER (1 per pack) $9.95
VAN SAAR HEAVY (1 per pack; $9.95
VAN SAAR GANGERS (4 per pack) $15.95
VAN SAAR JUVES (4 per pack) $15.95
ESCHER GANGERS (4 per pack) $15.95
ESCHER JUVES (4 per pack) $15.95
HOUSE GOLIATH GANG BOXED SET (8 per box) $34.95
HOUSE ORLOCK GANG BOXED SET (8 per box) $34.95
HOUSE VAN SAAR GANG BOXED SET (8 per box) $34.95
HOUSE DELAQUE GANG BOXED SET (8 per box) $34.95
HOUSE CAWDOR GANG BOXED SET (8 per box) $34.95
HOUSE ESCHER GANG BOXED SET (8 per box) $34.95
HOUSE GOLIATH HEAVY (1 per pack) $9.95
HOUSE GOLIATH LEADER (1 per pack) $9.95
HOUSE ORLOCK JUVES (4 per pack) $15.95
HOUSE ORLOCK HEAVY (1 per pack) $9.95
HOUSE ORLOCK GANGERS (4 per pack)  $15.95

All prices are subject to change without notice.




M AdS  MAIL ORDER SERVICE
f(g@{;{?gg@rp Phone: (02) 317 2550
/ I M | Mon to Fri 9.00am - 9.00pm, Sat 10.00 am - 4.00pm

or Fax on (02)317 2525 24 hours

SPACE HULK BOXED GAME $109.95

NECROMUNDA A 12 month

REDEMPTIONIST BOXED GANG (B perbox)  $34.95 White Dwarf subscription
REDEMPTIONIST ARCH ZEALOT | 51595 2 B
WYRD BEASTMASTER {1perpack)  §15.95 to anywhere in Australia is

WARHAMMER 40,000 $120.00 and anywhere overseas

'RAVENWING LAND SPEEDER (i perbox) 6285 only $170.00. Plus if you order

CATACHAN CAPTAIN : (1 perpack)  $9.85 . oo 3
PRIMARIS PSYKER (1 per pack)__§9.95 _ during April '96 you’ll get

SPACE MARINE PREDATOR (1 per box)  $52.85 two FREE! White Dwarf

WARHAMMER back issues.

WOOD ELF ARCHERS - (4 per pack)
WOOD ELF DRYAD (2 per pack)
SNOTLING PUMP WAGON (1 per pack)

ER T (02)317-2550 MAIL

All through the
, month of April
call our Mail Order

lines for huge
2 deals on
29~ WARHAMMER
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HOW TO PLACE YOUR ORDER

The Mail Order Hotlines are now open on (02) 317 POSTAGE AND PACKING

igﬁ? ;;‘f:r:;goam to 9.00pm Mon to Fri, 10am o, ciralia: Add $5.00. Overseas: Add 40% of order
) value. If you pay by credit card P&P will be charged at

Alternatively you can place your order by fax on cost if less than this (minimum P&P $5.00).

(02):317/2520; QBPOSHIMO: DESPATCH AND DELIVERY

Games Workshop Mail Order Department, Your order will be dispatched on the same day as
PO Box 855, Mascot, 2020, Australia receipt via our Nationwide Express Delivery Service.

All prices are subject to change without notice.




GAMES WORKSHOP.

MAIL ORDER

For the widest range of Games Workshop games and Citadel Miniatures in
Australia, you can now call our dedicated Mail Order Hotlines on (02) 317 2550
or fax us on (02) 317 2525

Our Telephone lines are open:
Monday to Friday 9.00am - 9.00pm, Saturday 10.00am - 4.00pm
or you can mail your order to: '

Games Workshop

Mail Order Service

PO Box 855, Mascot 2020
NSW Australia

Postage and packing is only a flat $5.00 per order, and all -
orders received before 12pm will be dispatched the very same day.
Payment can be made by Cheque, Money Order, Visa, Mastercard or Bankcard.

AUSTRALIAN RETAIL STORES

Our Australian stores carry a huge range of Citadel Miniatures and the complete range of Games
Workshop games. Each store is staffed by friendly, knowledgeable gamers who will be more than happy
to chat about what’s new in the hobby or show you how any of our games are played. Each Thursday*
night we have a special Games Night where you can come along and join in a game of Warhammer or
Warhammer 40,000.

BELCONNEN CASTLE HILL SYDNEY
Shop 128a Shop 495, Shop GOS5,
Westfield Shoppingtown, Castle Towers City Centre Mall,
Belconnen, ACT 2617 Castle Hiil Market St, Sydney
Tel: (06) 253 4747 NSW 2154 (Pitt Street entrance).
*{GAMES NIGHT IS FRIDAY) Tel: (02} 899 8188 Tel: (02) 267 6020

CHATSWOOD MIRANDA NEWCASTLE
: Shop 447:1\ Shop 1048a, 197 Hunter Sireet,
Westfield Shoppingtown, westfield Shoppingtown, Newcastle.
Chatswood NSW 2067 Miranda NSW 2228 NSW 2300.
Tel: (02) 415 3968 Tel: (02) 526 1966 Tel: (049) 262 311

AUSTRALIAN CAREER OPPORTUNITIES

Do you want an exciting career in the expanding Games Australia. If you feel you can contribute to our
Workshop Oz? : . team of enthusiasts then write to:
Are you young and articulate with a good knowledge of j .

Melissa Baker, Personnei Officer,

Games Workshop products? J
W il RKihat it biti Games Workshop Staff Recruitment,
e are currently seeking to recruit ambitious, PO Box 855, Mascot 2020, NSW.

personable and enthusiastic people to join us
AND TELL US WHY YOU ARE THE RIGHT
at all levels of the Company throughout PERSON FOR US!
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