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There have been more Chaos miniatures released
recently than you could shake a cloven hoof at!
We spend a few pages unashamedly showing

then off.

e A OF DARKNESSTS

Our Scandinavian sales team entered the realm of

.39 the Undead recently. When they returned, they Gav Thorpe introduces you to w2
t ) brought this huge Undead army with them. the world of Diggamobs, __a&. S &
© Muties and the Gretchin S 35
World - g & 3
o IR  Fevolutionary Committee. 5
this is 2 X
The High Elves are desperately trying to stop an %G‘f
: invasion force of Chaos Daemons. Find out if
they’re up to the task in this month’s battle report.
he Gav Thorpe and Andy Kettlewell do battle in the

wastes of Gorkamorka, with the Badskars against

an’t one of the new Diggamobs — Zog’s Bad *Unz.
' The easy way to prepare your Diggamob for the
y NECRON ONSLAUGHT 24 trials of Gorkamorka.
ies
You thought it was all over? How wrong you were.
More mechanoids to flay the life from the mortals!
86
5 MASSACRE AT SANCTUARY 101
ariall BATTLE REPORT 28

We couldn’t resist trying out the new Necrons in 5
battle, so we told them the co-ordinates of an THE COMING OF THE GREAT DEVOURER 80
Adeptus Sororitas outpost. Heh! Heh! Heh! . . . g

Warwick Kinrade puts on his chitinous carapace

MASSACRE AT BIG TOOF RIVER 64 1;‘?3,'}}3“;?;;2;‘t°,{f;&i2‘iﬂ‘e attacks of the

Details of the Massacre at Big Toof River display, 3 historical scenarios.
that many of you saw at Games Day "97.
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SOAPBOX!

Campaigns, why bother?
Jim Butler get’s it off his chest...

he Warhammer world is

I a big place, and you

can be pretty sure that

just about all the different

races have fought each other

at some point. This makes

coming up with ideas for

campaigns very easy. In fact,
it gets to be a habit.

| haven't played in a major
campaign for a while, but last
month | made a new gaming
table and was itching to try it
out. | challenged a friend of
mine, Nick Kristofoli who
happens to be a Wood Elif
general to test his skills
against the might of the
Empire. Since his army
wasn't as large as mine, we
decided to play the “Ambush”
scenario, with his Wood
Eives ambushing (in this
scenario the attacker only
gets two thirds the points of
the defender). This also
seemed to fit the characters
of the races, and it was easy
to imagine a column of

Empire troops marching
arrogantly through Loren
forest, when suddenly out of
the trees shrieked a rain of
death that heralded the Wood
Elf attack.

We never meant to make up
any background for the battle,
but neither of us could get
away from the question; “Just
what was my Empire general
after?” Since my army has
plenty of wizards and magic
items we decided that the
general was in the pay of the
Colleges of Magic in Altdorf,
and had been sent on a
mission to steal some Elven
relic.

And that was it, one sentence
of background and suddenly
the battle seemed all the
more real. It turned out to be
a cracking game, with the
ranks of Halberdiers
advancing stoically into a hail
of arrows. My troops held
their nerve and the warriors
of Loren (what was left of

themt) slunk back to lick their
wounds.

We just couldn’t leave it
there and decided to fight
another battle after a couple
of weeks. The battle had fired
up my opponent and he
assured me he would have
enough troops painted to
fight a much larger battle the
next time we met. | suggested
we play the *“Last Stand”
scenario, as I'd never fought
it, and Nick readily agreed.

Again, we couldn’t help but
flesh out the battle with a
storyy As | would be
defending, | would have only
half my opponent's points. |
decided my Wizard Lord
would have to be left out, but
apart from that | would be
fielding much the same army
as before (though with only
one of my beloved Helblaster
volley guns). As a
campaigning army, 1 couldn’t
change the content of my
army too much. We decided
that my army would be
fighting a rearguard action,

- while my Wizard Lord made

his getaway with the
plundered relic. Needless to
say, my opponent had learnt
from the previous battle, and

despite my best efforts, my
last remaining defenders
perished in the final turn.

That was our campaign. A
draw really, with the Wizard
getting his relic, but at the
cost of an army. The
background to the battles
took no time or effort, it
seemed to us that the story
was obvious. What it did was
turn a couple of evenings into
a really memorable and
exciting mini campaign. As |
write this, I'm painting a
Dwarf army. My Empire force
contains a unit of Dwarf
Wayriors, and I'm just
wondering if my general just
happened to have a brother
who was foully slain by tree
dwelling savages while in the
service of the Empire...

A TALE OF FOUR GAMERS

—

This month sees the beginning
of an ace new series that we
are going to be running in
White Dwarf, “A Tale of Four
Gamers”. Collecting armies is
one of the cornerstones of the
Games Workshop hobby and
so we thought it would be a
great idea to follow four guys as
they put together their armies.
Roy Barber, Richard Gunson,
Richard Hobson and Paul
Sawyer all rose to the
challenge and we’ll be keeping
track of how their armies
develop over the next few
issues of White Dwarf.

Left: Paul pretends to order from
Mail Order but we know he’s
ringing the local Pizza house!

Right: Richard Hobson raids
the Mail Order racks for Wood
Elves.
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SPIKY DEATH!!!

Hot on the heals of the C_haos
\Warrior Warhammer Regiment
in a box comes the Chaos
[Knight Regiment. This boxed
set contains everything you
need to put together a reglmept
of the hardest shock troops in
the Warhammer world. As well
as plastic Chaos Warrior torsos
and arms are metal parts so
that you can make your
regimental champion, standard
and musician models.
Regiments of Chaos Knights
are usually a mighty 500
points+ and worth every one.
They are certainly a real
investment for your Chaos
force.

CHAOS MARAUDERS

Foot troops are really important
to back up your Knights and
fielding Chaos Warriors is a
good idea but their points cost
is high. An alternative way to
bulk out your Chaos Warrior
armies is to invest in some of
the new Chaos Marauders.
These cheap (for Chaos!) foot
troops are armed with flails,
particularly nasty  hand
weapons and are available
with command models so you
can put together a regiment
straight away.

CHILDREN OF CHAOS

Reinforce your Beastmen
army with the elite Bestigor.

They're tough, strong
and immune to
infighting and panic
caused by fleeing Ungor. The
Beastman Chariot is an
awesome war machine pulled
by ravenous Tuskgor. Crush
your enemies beneath their
wheels.

CHAOS BATTLES

The massive Minotaurs are
really impressive models, vast
and undeniably powerful.
Models come with two handed
weapons and additional hand
weapons, but even these
dudes look like wimps
compared to the new Minotaur
Lord. This monstrous beast is
huge! Look back at WD 217 to
see these monsters in action,
in “The Shadow of Death”
battle report.

No Chaos army should be
without Chaos Spawn. These
multi-part creatures of Chaos
are available with a multitude
of different heads and limbs
which can be put together in
any combination you want.
Just let your imagination run
riot.

CHAOS BATTLES

Speaking of battle reports,
check out this month’s
Daemon infested battle, Trial
by Magic. It pits the High Elves
against Daemons of Tzeentch
and Slaanesh.

This month’s Warhammer releases:

CHAOS

Chaos Knight Regiment

(Boxed set with 5 plastic models and metal accessories)
Chaos Marauders with flails (Three models per blister)
Chaos Marauders Command (Two modeis per blister)
Chaos Champion (One model per blister)

Beastmen Bestigor (Three models per blister)
Beastmen Bestigor Command (Two models per blister)
Beastmen Chariot

(Boxed set with 1 complete chariot)

Minotaur with two handed weapon (One model per blister)
Minotaur with hand weapon (One model per blister)
Minotaur Lord (One model per blister)

Chaos Spawn (One model per blister)

$49.95
$14.95
$13.95
$11.95
$14.95
$13.95

$39.95
$29.95
$29.95
$44.95
$14.95

Right: What's in the box, Mr.
Gunson? Bretonnians!

Below: Aha! Roy Barber has
been scurrying around and
found a horde of Skaven to join
the ranks.

Bugman’s Bar!

Below: Looks like Paul's spent too long in
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DIGGANOB’S ‘ERE!
ASK YOUR GAMES WORKSHOP STORE STAFF
FOR MORE DETAILS OF OUR GREAT EVENTS

DIGGANOB!

So da 'oomies wanna get in on
the action do they? Let's see if
they’re 'ard enough then...

| don’t know, humans who
think they’re Orks, Greichin
Revolutionaries (Equal Rights
for Grotz!), Muties and other
wierdos, what is the planet
coming too? Look out for
Gretchin Revolutionaries, their
Cutters and Big Luggers in the
near future. Also keep a beady
eye open for the dreaded
Muties riding the most twisted
and deformed mounts this side
of the Eye of Terror. These are

even more bizzare characters
for you to hire or who can turn
up to help when you least
expect it.

DIGGAMOBS

The new boxed supplement to
Gorkamorka is just full of great
new stuff and the first of its
denizens are released this
month. Diggamobs are really
characterful and excellent
fighters, as Gav Thorpe can
testify in this month’'s
Gorkamorka game report, “Da
Convoy”. I'm sure that Andy
Kettlewell's “Da Badskars”,
who took on “Zog’s 'Ard Boyz”

Digganob (Boxed supplement)

Gorkamorka releases

Digganob (One model per blister)
Digga-Boyz (Three models per blister)
Digga-Trukk (Boxed set of one model)
Digga-Yoofs (Four models per blister)
Digga Shaman (One model per blister)
Nazgrub Wurrzag {One model per blister)

$64.95
$11.95
$14.95
$39.95
$14.95
$11.95
$14.95

wouldn’t necessarily agree!
Just like Orks, Diggas fight
from their own vehicies, Digga-
Trukks, which are even more
ramshackled and poorly
maintained than the Ork’s
Trukks, if that were possible.

’'OOMIE SCUM

Let’s face it, Diggas are simply
not as ’ard as Orks so they are
more liable to get hurt in a
fight. However you do get a lot
more Diggas for your teef than
Orks so this can be an
advantage. They can swamp
their foes in hand to hand
combat as well as bring a lot
more guns o bear as well. In
some ways it is harder to make
a Diggamob bottle out
because they have a greater
strength of numbers.

You can get all the models you
need to make a complete
Diggamob this month. There’s
the heavily-armed Digganob to
lead the Digga-Boyz and the
young Digga-Yoofs, as well as
a brilliant Digga-Trukk to cart
them around in. The most
mysterious Digga of all is the
Digga-Shaman, whose Wierdo

Powers set him apart from
ordinary Diggas. Someone
else with latent Wierdo Powers
is the new Ork special
character Nazgrub Wurrzag,
Scrap Prospector. He is the
first of a whole bunch of
special characters we're
making and two are featured in
Digganob. Armed to the teeth
and carrying a huge pile of
scrap on his back, the mighty
Nazgrub can be seen in action
alongside Zog's 'Ard Boyz in
the game report.

DA CONVOY

In order to report on “Da
Convoy” scenario properly we
took loads of photographs of
the action as it happened. We
could only squeeze a handful
of photos in the report, we took
so many. In order to wet your
appetite  for  Orky/Digga
carmage to come we've
included some photos here.

PAINTIN’ TIME

As well as “Da Convoy” we
show you how to paint up your
new Digga models. A lot of the
techniques used to paint
Diggas are the same as those
for Orks. There are some
differences however, Diggas
aren’t Orks so they aren't all
green for a start off. Painting
them up couldn’t be simpler
though, just follow the step by
step guide and soon your new
mob of Diggas will be ready to
take on the toughest Ork mob
and win.
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ot of the We need enthusiastic and able recruits to help
> paint "l build the GW hobby throughout Australia and
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P D.S°me If you are interested in
iggas . i
wen't all Retail, Telesales, or Mail
Painting Order work, ask for an
simpler application form from your
+ step by local store or write to the
oo d“et‘” address below and ask for
ol an application form!

If you have any other skills
that Games Workshop can use,
we want to hear from you.

APPLY NOW

before it’s too late!

Personnel Officer
Games Workshop
PO Box 576
Ingleburn NSW 2565
AUSTRALIA




METAL MAYHEM!

After painting up last month's
free Necron Raider I'm sure
you want to get together a
complete force of these
mechanical killing machines.
As well as the boxed set of
Necron Raiders released last
month you can now buy blister
packs of Necrons so that you
can add them to your free
necron to make a whole new
squad of Necrons. Also
available are the all important

Scarabs (see your opponent’s
face drop as he suddenly find's
his troops can't shoot straight!)
and a deadly new support
vehicle too. The Necron
Destroyer boasts the Gauss-
Cannon, a heavier version of
the Gauss-Flayer gun carried
by Necron Raiders. Amidst the
massed ranks of robot

warriors stands the army’s
leader, the Necron Lord. It is
armed with a mysterious but
deadly weapon named the
Staff of Light.

MARION
GRAND OPENING!

FRIDAY 27TH AND SATURDAY 28TH FEBRUARY
SHOP 2048 WESTFIELD
SHOPPINGTOWN MARION
OAKLANDS PARK SA 5046

PHONE: (08) 9232 76lI

See the ad later in this magazine,
and call the store for more details!

— s . e

This month's Warhammer 4(
NECRONS

—

Necron Raiders (Two models per blister)
Necron Scarabs (Four models per blister)
Necron Leader (One model per blister)
Necron Destroyer (One model per blister)

$14.95
$14.95
$11.95
$14.95

We've included a whole article
on the new rules for these
deadly additions to the Necron
army. The first set of rules was
published in last issue which
of course includes the free
Necron Raider.

MASSACRE AT
SANCTUARY 101

We've unleashed the Necrons
against the valiant Sisters of
Battle in a literal fight to the
death, called “Massacre At
Sanctuary 1017,

This game is also a special
scenario that you can re-fight
using your own Sisters of
Battle and Necron armies or if
you prefer the forces used in
the battle report. The game
features German  Bloke
Markus Trenkner who controls
the Necron nasties and White
Dwarf’s lan Strickland who
leads the troops of the Order
of Our Martyred Lady. Here
are the chaps fighting it out,
get the full story later this

WORKSHOP

GAMING CLUBS
NOW OPEN!

All of our stores have organised Games
Workshop Gaming Clubs close by,
where gamers can go to play any

Games Workshop games, past or present.

Contact your local Games Workshop store for
details about their new Gaming Club.
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This month sces a huge range of superb Chaos miniatures hitting the shelves
of your local store (yes. and Mail Order). Over the next few pages we
unashamedly show off the troops that form the Hordes of Chaos, including
all the splendid new stuff, from powerful Dacmon Princes to proud Bestigors
and from gribbly Chaos Spawn to savage Chaos Marauders.
: DAEMON
PRINCES

Champion of Chaos,

should he survive the
ravaging mutations and
eternal conflict, may be
rewarded by his god and
elevated to immortality as a
Daemon Prince.

Striking terror into all who
gaze upon their awe-
inspiring  countenances,
Daemon Princes are amongst
the most powerful creatures
on the ‘Warhammer
battlefield. Pray to those gods
in whom you find solace that
you never face these
mighty commanders.

DAEMONS OF NURGLE

Following the contagions spread by their master, Daemons of Nurgle carry disease
and death to mortals. Great Unclean Ones are huge masters of foulness.
Plaguebearers, raised from mortals who have died from the dread disease, Nurgle’s
Rot, wield infectious Plagueswords
capable of killing with a single cut.
Nurglings’ tiny statures belie their
malevolence. Miniature versions of the
Great Unclean One (and therefore
Nurgle himself), Nurglings are a thorn
in the side of opponents as their
multiple Wounds give them staying
power in the heat of battle.

Nurglings

Great Unclean One
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Beastman Chariot

Minotaur Lord
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enough, this month sees the release of Digganob,
which introduces even wider vistas of maybem and
glory. Digganob (much like Outlanders, the Necromunda
supplement) brings you new mobs to collect and fight
with: the tribal Diggas, raiding Muties and, of course,
the Gretchin Revolutionaries — Freedom for Grots!
Ihere are also exciting new scenarios, a selection of
special characters and some truly amazing card
terrain to provide cover for your mob.

N |'_ s if the savage slaughter of Gorkamorka wasn’t

TH E 0 D D M 0 B s However, Diggas are very different
L from Orks in many respects.
The bulk of Digganob is dedicated to the three new Diggas aren’t as big and burly, and
mob types that you can lead into battle. These nowhere near as tough to hurt.
foes of the Orks are mentioned briefly in Da However, they can enlist the aid
Uvver Book from the Gorkamorka box. Yes, I'm of one of their powerful Shamans.

talking about Diggas, Rebel Grots and Muties. Digga Shamans have special
mental abilities that allow them to

The strengths and weaknesses of the different mobs ‘tune in’ to their surroundings.

are many and varied, and pose different problems and They are verv aware
provide unique opportunities in battle and a campaign. of };vhat igy
The background section for each of these mobs N
expands the history and geography of the barren world gomng
of Angelis and provides an insight into the origins of
these strange inhabitants.

DIGGAS

Of the three Oddmobs, the Diggas are the most
similar to the Orks. Buried beneath ancient alien
pyramids by the crash of the Ork hulk, the Diggas
ancestors rapidly devolved into primitive savages.
Through a series of wars their society evolved and
they started the long, painful process of clawing
their way back to the surface. Unbeknownst
to the Diggas, the Orks had discovered
the Pyramids and were digging down.
The inevitable happened and one day the
Orks and Diggas broke into each others’
tunnels and met. Eternally grateful for their
salvation, and awed by the greenskins’
teknology, the Diggas attempt to emulate the
Orks as much as possible.

The massive physique, fast vehicles and
devastating weapons of the Orks are an inspiration to
the Diggas, who try to act as Orky as possible. The
Diggas form mobs like Orks, they trade scrap with the
Meks like Orks, and they race around the desert in

buggies and trukks looking for a fight like Orks.




i hem, and can feel the way ol.:her creatures, scrap and
"0?:: a:'tefacts resonate within the environment. As the Shaman
:i.ﬂlws in power, he is able to pick up the thoughts of others,
reading their intentions and warning his fellow warriors when
danger is approaching.

h Diggas go to Mektown like Orks, to trade in scrap and
thg‘% gunggand vehicles, they must battle hard against the Orks’
d:dain of all other creatures. Until they can prove their mettle in
battle, Diggas are hard-pressed to make the Orks give them a fair

\ce. do their kustomisin’ jobs and so on. In addition, the Diggas
have To teknikal know-wots of their own and no Spanner Boyz, so

relv on the Meks for even the simplest of patch-ups and gubbins.

towever, the Diggas have a source of special equipment that Orks
could never get (though they tried once and forever hold the
Diggas’ homes in dread). Deep in the Digga tunnels below the

yramids, alien artefacts from distant ages can be found. Weapons,
armour and strange devices from long-dead races can be
uncovered and used in batfle — if you dare! These bizarre
technological miracles are arcane and unpredictable, and can just
s well unleash devastation amongst your own warriors as the

cnemy.
REBEL GROTS

Long ago, in their wisdom, the Meks devised the tag system. This
was in realisation of the fact that Gorkamorka, whatever it was
yoing to do when it was finished, it wouldn’t be able to do its thing
for everybody all at once. By introducing tags, the Meks came up
with a way that industrious Boyz who worked hard for
Gorkamorka could ensure their place when the big Waaagh!
started again. Of course, in the afterglow following this
intellectual feat, the Grots started wondering where they came in
to the bargain. Orks being Orks, the truth of the matter was that
Grots didn’t come into it anywhere — they weren’t allowed tags!

As you can understand, the Grots didn’t like this one little bit.
They protested, and the protest turned to bloodshed. However,
after the Orks had given them a good kickin’ most of them decided
to keep their mouths shut in future. A few hundred brave souls
were determined to seek justice though, and they slinked out of
Mektown to establish themselves in Skid Row. This was the birth
of the Gretchin Revolutionary Committee.

The Rebel Grots are fighting a guerrilla war against the Orks in an
attempt to make the Meks recognise their demands. They launch
hit and run raids on Ork forts, ambush convoys on their way to
Mektown and generally try to give the Orks the hardest time
possible.

Without the mechanical expertise of the Meks, the Rebel Grots are
forced to improvise, to scratch and save every last bullet and
scavenge for funds from the leaders of the Revolution - the
dreaded Kommittee headed by the Red Gobbo himself. This
means that they rely on their home-built Cuttas and Big Luggas.

Cuttas are fast sail-driven vehicles, but they are frail and likely to
come off badly in a protracted shoot-out or a ram with a larger
vehicle. However, they are perfect for speeding around, full of
Grots blasting away with their weapons, ready to launch a
boarding action or to pick on isolated enemies. They’re also pretty
handy for running down warriors on foot, leaving a trail of
mangled bodies in the wake of their scythes!

Big Luggas are powered by their crew, who propel it across the
desert with sheer Grot-power. As quirky and unpredictable as it
gets, Big Luggas lurch erratically towards the foe, crushing
warriors and smashing into buggies. Most Big Luggas are armed
with a Splattapult. This devastating weapon lobs its ammo high
across the sky to crash onto the enemy. It is a versatile armament,
able to fire crushing Rocks, flaming Burnas that set light to their
target, or even Rippa Pots which can force an enemy crew to
abandon their vehicle as they are engulfed by a swarm of stinging
and biting beasties!




MUTIES

Muties are very different from Orks. Very, very
different. Cursed and twisted by the billowing
gases and pall of radiation that spread across the
desert after the space hulk crashed, the Muties have
come to loathe the greenskins and the Diggas
who mimic them. They quest out from the
deepest desert in their war against the Orks,
and in their eternal search for the technology of
their ancestors.

Muties are radically different from Orks. For a start,
they don’t have any vehicles at all! Instead of
relying on crude, polluting, noisy combustion
engines, the Muties have vicious scaly beasts,
which carry them vast distances across the
desert. In battle, the Muties are fast and
manoeuvrable, attacking isolated pockets of the
enemy and annihilating them completely.

The Muties have to use these tactics to outweigh their
foes’ numbers, as they themselves are few. Most
Mutie mobs have only four or five warriors to start
with, compared to an Ork mob with perhaps twice
this number ‘of Boyz and a vehicle or two. The
main strength of the Muties is their superior
technology. Sustaining the wisdom of the ancients, the
Muties are able to construct powerful guns which fire
hails of energy bolts, roiling balls of plasma or
powerful, slicing lasers. Their hand-to-hand
weapons are equally awesome, slicing through
armour and flesh with ease.

NEW SCENARIOS

There are three new scenarios in Digganob, which
every mob can take part in. Firstly, there is Da
Trap, which sees one mob laying a cunnin’
ambush for another. The ambushin’ mob uses
counters to show where its warriors are hidden
(and where booby-traps have been laid!) and thus
keeps their victims off-guard and unsure what they
are facing.

In Convoy, the attackers are lying in wait for another mob
to make a trip to Mektown with their scrap. When the
moment comes, they attack. The defenders are
outnumbered and must fight hard to get off the table
with their hard-won gains.

In the third scenario, Gotcha, one mob has stumbled
on the other while it is in its camp. The attackers
launch their assault without a moment’s hesitation,
taking the unfortunate enemy by surprise as they go about
their business. The unlucky defenders must hold out until

help arrives and a proper defence can be mustered.

SPECIAL CHARACTERS

The last section of Digganob is devoted to some
special characters. These itinerant individuals wander
the desert looking for employment. A mob can search
for these weirdos and try to enlist their help (for a
suitable number of teef, of course!). Orks and Diggas can
enlist the aid of the following special characters.

Nazgrub Wurrzag is a scrap prospector who searches
far and wide for a massive scrap haul that will see him
rich beyond avarice (and Orks are a pretty avaricious
lot). He has been forced from Mektown because of his
erratic mind powers, which can manifest themselves in
random and devastating bolts of energy that can fell
warriors and cripple vehicles! Just hope that it’s your
enemy’s warriors and vehicles and not your own!

$Pee ot e MR TR e Tl T

Bad Doc Dreggutz fled Mektown after one of his more
outrageous medical experiments went hideously wrong — well, his
pursuers said it went wrong, to him it was a complete success! He
is quite willing to patch up your warriors for free but has limited
resources and is even more crazed than your average Doc...

Dregmek Blitzkart misappropriated some bits of Gorkamorka to
build his lovingly crafted Deth Kopta. This airborne vehicle
sweeps across the battlefield, unleashing a hail of fire from its
linked kannons. However, the Deth Kopta isn’t the most heavily-
armoured of vehicles and a good shot can see it come crashing
down into the sand with a tearing of metal and howls of
frustration. Being a Mek, Dregmek charges well above the odds
for his services.

Da Krusha was once an ordinary Ork. However, after several
generations of Meks tinkering and adding bioniks, there’s not
much of his original body left. As Da Krusha stomps into battle,
his multiple bionik bits allow him to smash aside enemy warriors
and pull apart bikes and trukks. Shoota shells patter harmlessly off
his armoured body as he strides relentlessly towards the foe, his
shoota arm spreading destruction around him.

Rebel Grots can be bolstered by the unheralded appearance of...

Da Red Gobbo is the figurehead of the entire Gretchin
Revolutionary Committee, and an inspiration to rebel Grots
everywhere. The Red Gobbo is strange in that he is different every
time he turns up — in fact he is most likely a different Gretchin.
This means he can range from a vicious close combat foe to an ace
shot, a highly skilled warrior to a... well, erm, to put it politely not
a highly skilled warrior...

AND DA REST

Digganob also contains an excellent piece of crashed hulk,
designed by our cardboard genius Simon Burton and painted by
Neil Hodgson. A set of four tents is also included for you to
decorate the battlefield (most appropriate for Muties, but everyone
uses them to keep the night-horrors at bay on Gorkamorka). As
well as these, there are the counters and templates needed for the
new rules in Digganob.

Well, I could go on forever, but if you really want to know about
Digganob, you’ll just have to go and look at it!

i SR SR,
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GAME REPORT

Da Badshkars vs Zog’s Bad 'Unz.

Game Report by Gav Thorpe and Andy Rettiewell

£20G’S
BAD "UNZ

Gav: Throughout
the development of
Digganob I played
lots of games with
the Diggas and so
was quite looking
forward to this scrap
with Andy’s
Badskars. Diggas aren’t as tough as
Orks, and they can get pinned by enemy
fire which stops them moving and
shooting effectively. However, they can
get the advantage of greater numbers and
I’ve found that it’s important to
concentrate on one part of an Ork force
at a time.

Gav Thorpe

With any starting mob, it is hard to tell
which way they’re going to develop —
some warriors become brutal close
combat fighters, others are better shots,
and so on. For this reason, it’s best to
take a selection of weapons, both ranged
and hand-to-hand, so that as your mob
members show their skills, you can swap
weapons about and maximise any
increases or skills you receive. So, for
Zog’s Bad *Unz I chose a mix of sluggas,
six shootas, shootas and kannons, as well
as giving a couple of my warriors a club
or choppa. This would enable me to put
up a good fight from a distance or up
close. My biggest investment was in
Grotsmasha, a trukk with an ’eavy
shoota. Although an ’eavy shoota costs
the same as three Digga-Boyz with

Zog'’s Bad 'Unz

18

blunderbusses, it can be worth much
more than this once it gets shootin’! I've
seen plenty of ’eavy shootas run out of
ammo in the first or second salvo
though, so I gave the gunner a

sluggas and six shootas into range more
easily, and they can let loose with a
devastating fusillade (or so I hope...)

=T p——

shoota so that he would still ..m..
have quite a lot of ranged fire 1
potential if this happened. 3]

As I have a painted model of
Nazgrub Wurrzag (well —
there’s one in the Studio
cabinets!), I’'m allowed to
roll to see if he turns up and
helps out against the
Badskars. As the Badskars’

mob rating is 56 higher than

mine, I would need toroll a 5§

or 6 on a D6. Luckily, I roll a

6 and this erratic scrap

hunter turns up to lend a

hand to the underdogs!

In the Convoy scenario I get
to set up some warriors on

|
T
!
1

foot and the rest turn up as
random reinforcements. I've
split the mob into two parts —
ranged shooters and close
combat fighters. The longer-ranged
warriors will lie in wait and take pot-
shots as the Orks try to escape with their
scrap. When the reinforcements turn up,
the Trukk will be able to bring their

e e ey e e

As you can see, my advance force is
divided into two pairs of warriors.
Getting pinned by enemy fire can be
really bad news, but if a warrior has a
friendly warrior within 2" at the start of
their turn, they can test to recover
and not suffer any ill-effects. This
helps keep the mob fighting in the
long run and so I'd recommend
anyone with Diggas or Grots in
their mob to do the same.
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DA
BADSKARS
Andy K: After Da
Badskar’s  recent
success they have
been chosen to fight
against the new
Diggas, commanded
by Gav. For all of
you who remember
my run of three Gorkamorka games
pack in White Dwarf 215, I managed to
ave up enough teef to buy a new bike
4nd Spanner after my great victory over
the Grand ‘Warlord Adrian Wood. Along
with the new bike, Da Badskars have
spent their teef on lots of kustom jobs
for their weapons and vehicles in the
course of the three games. Both
Barkdreg and Bosskart have had their
gunz kustomised and the mob’s Trukk
has had some extra armour nailed to it to
make it ’‘eavier. Of course, not
everything has gone Da Badskars way,
Barkdreg (Da Boss) has had to fight off
\wo leadership challenges from Gorsnik
which cost Gorsnik a point of
Toughness. Barkdreg however has come
out of the contests with extra control of
his mob by advancing to a Leadership of
9 and gaining the We is Orks skill.
Nobody will be challenging Da Boss for

a while.

Andy Kettlewell

The only other real problem with my
mob was that none of my drivers had
any gunz, in fact they were all armed
with knives! I am hoping to rectify this
by showing Zog’s Bad "Unz who’s da
boss on Gorkamorka and then nicking
all their scrap to buy some weapons.

Before this battle Andy
aclded a bike but he was
still painting it when we
100k this photo.

As for tactics, I'm just
going to get stuck in

to the Diggas! “Yer
see, da ’oomans are

softa dan Orks so if

we git inta hand ter

hand den we should
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win.” Though Diggas

try to be Orky they

are  really  just

humans, so they only
have Toughness 3 and

can get pinned.

Having said that,

there will be lots of
them so the best way
to kick them out of
the desert that I can
think of is to drive at
them as quickly as

possible, shooting a bit
as Da Badskars close,
and then charge into

hand to hand combat to
finish them off. Simple
and effective. The only
real problem may be the

scenario. The Digganob
book contains lots of
new  scenarios for
Gorkamorka and some
of them can be very nasty for larger,
more powerful mobs. I suspect that Da
Badskars are going to have the higher
mob rating in this game so Gav will
probably get the choice of scenario. I'll
just have to hope Da Badskars don’t find
themselves in a tricky spot right from
the outset.

At the start of the game I conjure up
some fairly abysmal dice rolls to see
how many warriors from Da Badskars

will turn up for the fight. In the scenario
I am allowed to use D3 warriors per
vehicle, and I roll a 1, 1 and 1! Things
aren’t quite as bad as they seem
however as Da Badskars have three
vehicles in their mob which is more than
most mobs of similar size. Anyway I am
allowed to choose my three warriors so
of course I pick the *ardest ones in the
mob, which makes me feel a little better.
With that it’s time to get goin’.

1H0d3d INVO
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ANDY’S MOB - DA BADSKARS
Trukk ‘Badkart’
driven by Gorsnik
Trak ‘Gofkart’
driven by Gargrub

“ Bike ‘Snagakart’
driven by Gazmek

. Scrap
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The Badskars were chugging their
way across the desert in a merry
fashion, heartened by the piles of
scrap on their vehicles. The Meks
would pay well today! Then a
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GAU’S MOB - ZOG’S BAD "UNZ |

sudden change in the wind direction t T e L
brought a strange whiff across the crashing to the desert floor by a well by Enogg . en
desert. Not an Orky smell at afl — the  placed fist. Covering his head with his Hieronymek.

smell of Diggas! Ambush! hands, the Shaman cowered in % Digganob Shaman
momentary fear. The other Bad *Unz i“ Zogtavius Geronimek,
The Badskars® drivers hit the thrusters : gunner

. . L. desultory fire failed to even scratch the Nazgrub . .
and pigked their egegpe rout.es, sphtt_lng Badskars’ vehicles, and things took an Wurrzag @ Ebduti
up to zoom around the intervening

- . - lousier turn when Zogtavius

terrain. The bike, Snagakart, had abitof ~ V" g . Gazziah .‘ ' Gorblag

trouble with some logose sand though groaned fecbly and then passed out for @

and its clean setawa db ’ the rest of the battle... T
g y was marred by a to join in the fun, Barkdreg vaulted over

spectacular skid and a dizzying spin. Snagakart again ran into bother, the side of the thrusting trak, but lost his
skidding and slipping through the footing and ended up on his face in the
shifting desert sands, while the rest of sand.

the Badskars tried to break for it.

Gofkart fared no better, its thrusters Screaming “Mork! Mork! Mork!”,
spinning the trukk out of control as the Bosskart launched himself at Nazgrub.
sands shifted beneath its weight.  With a gruff “My zoggin’ scrap!”, the

. . Overcome with sheer exuberance, scrap hunter brought his choppa round
firmly plugged the Digganob in the Bosskart leapt into combat with the in a hefty uppercut that caught the

back, taking him down. scrap hunter, Nazgrub Wurrzag. Hoping Badskar dead on the chin. As the Ork
Zog’s Bad *Unz realised fell like a pole-axed sand gulper, the
quickly that their trap scrap hunter stepped on his neck and
had been sniffed out brought his axe down in a brutal killing

and moved in on the blow.
escaping Orks.
Hieronymek the
Shaman leapt at the
bike screaming past, but
misjudged his attack

badly and was sent [
-

WIERDOC POWERS

Nazgrub Wurrzag has latent psychic powers that
randomly manifest themselves in battle (represented
on the maps by a green flash). At the start of ||
Nazgrub’s shooting phase, a dice is rolied and [Z4 =
compared to the number of Orks and hand-to-hand |~
fights near Wurrzag — the more Orks and fighting
nearby, the greater the energy created and the more o
likely Nazgrub is to let loose with a bolt of power. | S

However, this may or may not be controlled, and ;g_‘,’
Nazgrub always suffers a backlash of power, taking AAAAAAAAAAAA L
a hit with a Strength equal to the roll of a D6. >
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Da Badskars opened up with their guns,
blazing away at the concealed warriors,
generally doing more damage to the
landscape than to the enemy mob.
However, Goffgit took careful aim and
the hail of bullets from his six shoota
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SAD "UNZ

1isha’ driven
Hieronymei

Shaman

Geronimek,
gunner

Gitruff

Gorblag
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raulted over
but lost his
face in the

! Mork!”,
it Nazgrub.
scrap!”, the
oppa round
caught the
As the Ork
gulper, the
s neck and
-utal killing

d by the thought of a bunch of
fs escaping with so ml}ch scrap,
' gripped his choppa tightly and
into Barkdreg. Hieronymek, the
-, Shaman, cast glance around to
see i the rest of Zog’s Bad ’'Unz were
o (0 urn up anytime soon, but there
?:gm sign of the trusty Grotsrpasha.
Shrugging. the Shaman got to his feet
and dusted off his fine robes.
As Barkdreg prepared to take on .the
charging prospector, he saw a startling
change come over Nazgrub.. Grt?en
< of emergy began flickering
sround his head and suddenly a wave of
waw Orky enetgy burst from the scrap
Junler's eyes. The blast smashed into
the Morker Nob’s chest, hurling him to
\he ground. As he shook his head to
clear it, he saw Nazgrub’s choppa
swinging down towards him, claiming
another victim.

While the drivers of Snagakart and
Gotkart crunched their gears and turned
themselves slowly around, Badkart spun
it of control! The Badskars were going
powhere fast and nobody could even
“hoot at the approaching Diggas.

With a roar of engines, Grotsmasha
plunged over a dune, the driver aiming
{ur the Orks’ trak. Reacting quickly,
Gorsnik managed to swerve Badkart
4side, but Gargrub was not so fast and
Cirotsmasha piled into his trukk with a
seream of tortured metal. Gargrub
stushed his head on the steering wheel
under the impact, and felt Gofkart lurch

as one of its
wheel hubs
was buckled.
Over on
Grotsmasha,
Xathug lost
his grip and
fell to the
metal
flooring,
winding
himself.

Overcome by
the sheer
Orkiness of

Unable to manoeuvre the
vehicle properly, Enogg
sends Grotsmasha
skidding into a huge pile of
wreckage!

Nazgrub whirled his

the situation,

Nazgrub’s

weird powers burst forth again, sending
a ball of green energy vomiting from his
mouth across the dunes. Shaken but not
hurt, Nazgrub staggered for a moment
before standing firm once again. The
newly arrived Diggas fired their
weapons at the Ork vehicles, sending
shells ricocheting around in an
impressive manner. However, for all the
spectacle of it, their fusillade failed to
inflict any damage on the harried Orks!

With an insulting gesture, Gazmek
gunned his bike into a wheelie and sped
off in a cloud of smoke, the Gofkart
following shortly after. Having
narrowly avoided being rammed
himself, Gorsnik pulled his trak round
and promptly shunted into the rear of the
Grotsmasha, damaging the gas engines
on the Diggas’ trukk. Goffgit flung

himself at the Digga crew, but the

thrusting trukk proved too difficult to

grab hold of and he crashed into the
desert floor with an audible crack of
" ribs.

Reduced to using his thrusters, Enogg
tried to manoeuvre around the hulk
wreckage in front of Grotsmasha.
However, his skills proved to be
unequal to the task, as he sent the
trukk hurtling into the debris,
trashing the gas engines and
immobilising the Diggas’ only
vehicle! Hungry for more blood,

choppa around is
head and charged at Goffgit. As his
psychic powers swelled again, he sent a
bolt of energy into the Badskars’ trak,
dislodging one of the piles of scrap and
sending it clattering to the ground.
Gazziah’s blunderbuss belched a cloud
of pellets, snapping one of the ropes
securing the scrap to the Badkart and
sending even more scrap tumbling out
of the vehicle! The rest of the Bad "Unz’
fire clanged off the trak’s well armoured
chassis with no effect. In the savage
struggle between Nazgrub and Goffgit,
the Morker stood little chance against
the enraged scrap hunter, whose bulky
choppa cut him down with a flurry of
blows.

Gorsnik had one last chance to flee for
Mektown, but the Badkart wasn’t
inclined to co-operate as it spun wildly
just as he tried the thrusters a second
time. The jubilant Diggas poured a
torrent of gunfire into the trak, but to
little effect. Finally, Hieronymek took
careful aim at the careening trak with his
slugga, placing a shot into the bowels of
the vehicles. There was the klunk of a
broken strut, followed by a loud sproing
and one of the flooring panels gave way,
dropping the last of the Orks’ scrap onto
the desert floor. Preferring not to risk his
beloved trak in a clearly outmatched
fight with an almost unscathed
Diggamob, Gorsnik roared off into the
desert leaving the Diggas cheering at
their victory!

The whole Diggamob gathers its firepower to blast up the Trak, but only dislodge some scrap! 24
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GAME REPORT

"ERE WE GO}

Never say die!
In the first couple of
turns it looked like
the Badskars were
going to just roll off
the table. However, a
couple of bad thrusts
slowed them up long enough for my
reinforcements to arrive, and that swung
things in my favour. I was a bit
unfortunate with Grotsmasha getting its
gas engines damaged and then thrusting
into a piece of hulk wreckage, but in
Gorkamorka you learn to live with these
things. All in all, the thing that made me
most happy was deciding, six months ago,
to write the rules that allow you to shoot
scrap off vehicles! Taking on the much
harder Badskars really paid off in the end,
as I’ll be getting +7 experience points for
each of my warriors. There are a number
of scenarios in Digganob that allow a
weaker mob to do in a larger mob — if they
can pull it off!

Like Ork mobs, Diggas gain advances to
their characteristics and skills that give
them an edge in certain situations. First
off, I had the opportunity to hire Nazgrub
permanently, but since he charges 2D6
teef for signing up, I couldn’t afford him (I
had no teef left at all). As everybody got
bonus experience points for taking on the
much harder Badskars, all of my warriors
gained an advance of some kind. My mob
got a variety of skills and increases, most
notably Geronimek can now rapid fire
with his shoota and Hieronymek can use
his special Duck Shaman power to avoid
bullets and react quickly to charging foes.

Instead of digging in a mine for scrap, the
Diggas search through their deep tunnels
for ancient technology. This works in a
similar way to mining, each able-bodied
warrior generates D3 teef of income and I
also get D6 teef per scrap counter.
However, Nazzgrub may wander off with
some of my scrap. I roll a D6 for each
scrap counter, but I don’t score any 1’s, so
Nazgrub keeps his thievin’ hands to

™

himself. In addition, Hieronymek cap
perform a ceremony of searching, which
will net me another 2D6 teef if he can pasg
a Leadership test. Unfortunately he fails,
and after making the appropriate rolls anq
taking off booze, grub and ammo costs,
I’'m left with 12 teef. I'll think about how
to spend that later...

As well as general bits and pieces of junk
which the Diggas sell to the Meks, the
searchers may also find some Archeotek
working guns, hand-to-hand weapons,
armour or special ‘gizmos’. This is g
straight D6 roll based upon the number of
models searching and whether you have a
Shaman. I need to score a 4 or more, and [
roll a 5. Rolling on the table, I find the
mob has dug up an ancient hand-to-hand
weapon. I won’t know exactly what it does
until I use it - it could end up blowing the
warrior to pieces, or be really good at
cutting up people, I just don’t know! I
decided to give it to Gazziah. He has to get
close to the enemy with his blunderbuss

PAINTING MY DIGGAMOB

A stage-by-stage guide by new White Dwarfer Graham Davey, showing that it
really doesn’t take much effort to paint up your Diggamob for their first scrap.

and is likely to get into close combat.

I. PREPARATION AND BASECOATING

First things first, | work out my mob roster. After all, you only
need to paint the warriors you have in your mob!

| usually paint in batches of around five models at a time, and
finish painting one colour on all five models before moving on to
the next colour. This way, by the time | come back to the first
model, the paint will be dry. It also means that any colour | mix
up will look the same on all the models. | have chosen five of the
Digga-Boyz and Digga-Yoofs from my mob, saving more
detailed models like the Digganob for later, once I've had some
practice on these simpler ones.

I carefully clean off any mould lines and then glue the models
into their bases with superglue. | fill any gaps that remain in the

slottabase, using plasticine or modeiling putty, to give a uniform
finish to the base.

Next comes the undercoat The models will end up with mostly
light colours ~— their skin and desert-colour clothes are the
biggest areas — so the best colour undercoat is white. A couple
of coats makes sure the models are well covered.

I start with the colour that will be used most on the models — in
this case, Bronzed Flesh for the skin. | paint quickly — it doesn't
matter that colour goes on areas that aren’t skin, because I'll
simply paint over those bits later.

| use Snakebite Leather to paint the trousers, wristbands, etc
as this is a good ‘deserty’ colour. | try to make sure | don't get
any of this paint onto the areas of skin I've already painted. If |
do. F'll have to get the Bronzed Flesh out again and paint over
my mistakes!

Next comes Chaos Black to paint belts, boots, bits of fur,
wooden clubs and anything metal (guns, chains, efc.). | take
care not to get black onto bits that need to stay flesh or leather
coloured. It's worth taking some time over this stage because
mistakes in black are hard to cover up.
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MS z Junk but things started to get  moved more and more Orks closer to him. ~ point of Ballistic Skill, and Bosskart
o E S, the sut of control almost from the beginning When I finally realised that I was managed to get a head wound from his
;:;;ek 3 of the game. outnumbered I tried to get all Da Badskars close combat battering from Nazgrub
ons, . . .
This is g {n the battle I followed my pre-game plan off the table with their scrap, but even this Wurrzag. rl"hat could cause some
numb | raced towards the Diggas (and the manoeuvre went sadly awry. There were a problems, either Bosskart will be turned
moer of o 1 to give them a good  couple of tums where Gorsnik and his into an enraged killing machine with
you have 3 hoard edge) to try to giv g ) .
: : _to-hand combat before Trak were left on the board all alone to Frenzy or he’ll become a slobbering dolt
more, and [ Luffing in hand-to-han . ) ) ) o -
1 find the racing off the board edge to win the game face th.e entire Diggamob. With some §ubject to Stupidity. A double edged injury
: ] ion. The fi art of th lucky dice rolls Gav poured shot after shot if ever I saw one. Last, and certainly
nd-to-hand in glorious fashion. The first part of the ; .
- The Digga Boss was taken into the Trak and knocked off all the Scrap worst, my hero of the battle Gofgit was
vhat it dogs plan went well. The Digga Boss : .
. . 11 aimed shot from counters to win the game. At the end of the found to be dead! Noooo, my best warrior
lowing the out of action by a we ! . . 4
iy good o (ofgit and my vehicles were easily game [ was tempted to hop Gorsnik off his gone, all those skills! I end up with 8 teef
i a . B .
't know! [ qunning rings around Gav’s foot slogging Tra1.< to pick up the scrap but I- had a to spend replacing Gofg,lt. Shall T get a
e has to gef Diggas. It seemed like nothing could go feeling tpat he.would get shot to pieces if Yoof or an Ork? Hrpm, ra ha’ve to §penc_l
lunderby 8 wrong, It was about this time I made my ltf left h:is vehlf:lic(.l So I ran Snagakart off some tlmel considering what I’'m going to
)ymbat. big mistake. ¢ board as.quickly as I could. do next with my mob...
3. TEXTURED BITS AND DETAILS 4. SHADING AND BASING
Next | paint the large textured areas, using Bestial Brown for fur | mix some Chestnut Wash with about the same amount of
“and wooden clubs, etc. and Chainmail for guns. | take an oldish water and paint it liberally over the areas of Bronzed Flesh. The
1 brush, dip it into the paint and then wipe it off on a piece of wash runs into the creases and folds of the figures to create
at it tissue until it is almost dry. Then | lightly draw the brush across areas of shade around the muscles and faces (I don't let the |
srap the fur, or whatever. The paint slowly builds up on the raised wash dry in pools as it will dry blotchy). It doesn’t matter if the
1 1 areas, showing off the detail. This useful method is often called wash runs onto black or brown areas as it won't show on these
oo ‘drybrushing’ dark colours. |
Finally, | paint the bases with Snakebite
jith mostly ; Leather, and my first five warriors are ready to
s are the WL & ; % MI‘ leave their tunnels and make a name for
_ A couple W H 4l themselves in the deserts of Gorkamorka.
! s ™ ) iqga! Digga! Diggal
Digga! Digga! Digga!
odels ~ in :
-it doesn't
scause !l d ’ L —
ands, ete. . -
don't get . ; .
ainted. If | I don't drybrush things like gun butts surrounded by fingers, or
saint over Smaller details like chains, because paint is bound to brush off
onto gther bits of the model. surrounding whatever | am trying
! 10 paint (ie. the hand holding the gun). | leave these for the
its of fur, next stage. ..
c). | take :
or leather I paint Chainmail onto all the chains, buckles, knives, gun
because Blts, bullets, etc. but leave some black around the edges and
I recesses of these bits, to give the impression of shadow.
Aft_er a bit | decided to come back to my Diggas and do a few things ~ TATOOS: You can add tatoos or mob markings in any patterns
to improve them — some work on the skin, as this is the one feature  you choose and they are a great way of individualising your mob.
p of Diggas that sets them apart from Orks, and some tatoos. | used same design on each warrior to show that they all belong
SKIN: | mix some Bronzed Flesh and Bleached Bone to the same Diggamab.

(thinned down with water, so the paint doesn’t build up and
dries smoothly). | paint this onto the raised areas of
muscle and bone, where the light would naturally fall, and
leave recesses and other areas of shadow untouched (the
wash acts as a guide because it is already darkest in
these places). This emphasises the contours of the skin
and make the shadows appear deeper.
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The Necron
Lord is much
like the
Necron warrior
in form. Its
armoured shell is
made of
the same
resistant
materials, and
like '
the more
common warriors,
its internal
mechanisms
remain
impenetrable to
Imperial
technology.

The Necron Lord carries a remarkable weapon, the
functioning of which is a matter of pure speculation. It
appears to work by drawing energy from the sub-
atomic structures around the Necron Lord, causing a
drop in temperatures within two or three meters
sufficient to kill humans. However, this is probably a
side-effect of the weapon’s function rather than its
primary intent, for the energy drawn in this way is
released in an arc of white lightning. The effect is
horrendous — living targets literally explode from within,
blasted apart by the discharge of their own physical
matter. This weapon has been dubbed the Staff of
Light.

Special Rules

Note that unlike Necron Warriors, a Necron Lord does
not have to be within 2" of other Necrons to be able
shoot.

Repair or “I'll be back!” If a Necron Lord loses its final
wound and fails its saving throw then it falls to the
ground as if destroyed. Do not remove the model but
lay it down instead. The Necron Lord takes no part in
the game whilst on the ground and cannot be harmed
in any way — it's body is just another piece of wreckage
littering the battlefield. At the start of each Necron turn
roll a dice:

its feet and can immediately move and fight as normal.

On a score of 1 the Necron Lord is beyond repair and
it fades away and vanishes. Remove the model
permanently.

On a score of 2-5 the Necron Lord remains on the
ground. Roll again at the start of the next Necron turn.

Leadership/Defeat. Necrons don’t take leadership
tests — any test they would normally be required to take
they automatically pass. A Leadership value of 10 has
been allotted as a convenience.

Although leadership is unimportant to Necrons, if the
entire force is reduced to 25% or less of its original
number at the start of any Necron turn, then the whole
army will mysteriously fade and vanish in the same way
as Necron casualties — the Necrons are judged to have
been driven away and defeated! Necrons which have
fallen down but not yet been removed are not counted
as part of the remaining force, so a Necron army can
be defeated if enough models are knocked down even
if they are not permanently destroyed.

Disruptor Zone. Enemy technical devices, machines,
and constructions which employ electrical or magnetic
energy are liable to be affected by the mysterious
power of the Necrons. Any enemy model within 6" of a
Necron suffers the following penalties.

If a vehicle or dreadnought is within 6" of a Necron at
the start of its turn then it must roll a 4+ on a D6 to
move that turn. If successful its movement is halved
that turn. If unsuccessful it cannot move at all.

Any weapon attempting to shoot suffers a -1 to hit
penalty for each Necron within 6". This applies to all
weapons, including Tyranid weaponry which relies on
biological electro-magnetic fields and is considered
comparable to other weapons.

Enemies in hand-to-hand combat against Necrons may
not use the Strength of any hand-to-hand weapons
they carry when resolving hits, they must use the
Strength of the model itself.
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Necron raiding forces are accompanied by numerous
machines including swarms of aerial attack vehicles or
‘Destroyers. The Destroyer and its rider appear to be
integrated together in such a way that they form a single
machine — aithough this is purely speculative as no

Necron Destroyer have been closely observed to date.

The Destroyer mounts a large and powerful version of
the weapon carried by Necron Warriors. According to
the data recovered by Imperial adepts this most likely
uses some kind of Gauss principle — and has been

‘named the Gauss-Cannon.

Repair. If the Necron Destroyer is destroyed, the
Necron rider repairs in the same way as described for
Necron Warriors. If it successfully repairs, the rider
emerges from the wreckage as a Necron Warrior armed
with a Gauss-Flayer.

Leadership/Defeat. No Necrons take leadership tests —
the value of 10 allotted to leadership is provided on the
off-chance that we will, at some future time, unthinkingly
Invent some special rule that requires it.

Disruptor Zone. Necron Destroyers disrupt enemy
shooting, movement and hand-to-hand combat in the

‘Same way as described for Necrons.

The Necron Destroyer is treated as a vehicle and
follows all the normal rules for skimmer type vehicles as
printed in the Warhammer 40,000 rulebook.

See Datafax printed in this article.

As Necron Destroyers cost less than 100 points they
operate in vehicle squadrons. See Dark Millennium for
more details.

Necron Destroyers
carry a weapon
which the Imperial
adepts have
dubbed the Gauss-
Cannon. lis effect
appears to be the same as the smaller Gauss-Flayers
with which Necron Warriors are armed, and it is
assumed to utilise the same technology. The closest
analogy within the Imperium is the gauss-teleporter
principle, by which matter is de-structured and
feplicated over a distance of up to 0.0/57.3 atto-

Short Long ToHit  To Hit

Range  Range Short Long Szl

Damage

parsecs — or nearly 14 circs in an anhydrous orbiting
field (taking standard planetary diameter as given).

Special Rules

Metal Flayer. The Gauss-cannon makes little
distinction between flesh and solid material such as
metal. If it strikes a tank it tends to strip away a small
section, and the amount of damage caused depends
upon where the weapon hits. To represent this the
weapon has a special armour penetration rule. If you
roll a 6 for armour penetration on either dice then add
a further D6 to the penetration score.

Save Armour

Modifier Penetration ~ Pecidl

[ 2 % [ 4 - | 6 | o6 | 5 | 2066 |MewFlaer |
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This mysterious device can be
employed at a distance to wreak

foes. It can also be used in hand-to-hand fighting. In
this instance it causes such a chill to form about it that

bl
ps
4
—
e

. $ Short Long ToHit  ToHit

Range Range Short Long Strength

Sl

destruction upon the Necron Lord’s

Damage

& T s T
-

flesh freezes and limbs snap and fall to the ground.

Save Armour

Modifier Penetration Special

D6+D3+5

Close combat

-

¥ “shor

CHARACTERS
NECRON LORD ............ 84 pts each

It is not known whether these Necrons are simply the
leaders of Necron raids or whether they serve some more
sinister purpose. Known only as Necron Lords, each one
carries a devastating Staff of Light, a weapon that is as
deadly in close combat as it is at longer ranges.

TroopType M WS BS S T W | A Ld
Necronlord 4 4 4 5 5 3 4 3 10

WEAPONS: Staff of Light

ARMOUR: The Necron Lord appears to be constructed
of the same hyper-alloy that the Necron
Warriors are made of and has a basic 2+
save on 1D6.

WARGEAR: The Necron Lord has no further wargear.

STRATEGY: Necron Raiders strike without warning,
appearing where once there was nothing,
avoiding guards and warning systems. A
Necron player always deploys last and
always gets the first turn.

SQUADS

NECRON WARRIORS 44 points per model

Necron Warriors are super-tough robot killing machines of
unknown origin, armed with the deadly and equally
mysterious Gauss-Flayer gun. Their raids are becoming
more and more frequent and they are laying waste to
outposts and colonies before disappearing without a trace.

TroopType M WS BS S T W | A Ld
Necron 4 4 4 4 5 1 2 1 10

SQUAD:

The squad consists of between 3 and 10
Necron Warriors.

WEAPONS: Necron Warriors are armed with a weapon
of unknown origin known as a Gauss-Flayer
gun.

Necron Warriors appear to be constructed
entirely from a super hard hyper-alloy. A
Necron Warrior has a basic save of 2+ on
1D6.

ARMOUR:

SCARABS ... 30 points per model

The Necron Scarab is a small insect like droid that can
scuttle across the battlefield at remarkable speed, or use its
wings to propel itself over obstacles and terrain. Although it
is unarmed, it almost always accompanies the Necron
warriors using its close proximity to cause weapons and
wargear to fail and to weaken large targets allowing the
Necron warriors to move in for the Kill.

M WS BS S T W | A Ld
61 0 3 8 1 2 1 10

Troop Type
Necron

ORGANISATION: You may include up to two Necron Scarabs
for every 5 Necron Warriors in your force.
Necron Scarabs do not form units and
operate independently on the battlefield.

WEAPONS: The Necron Scarab does not have any
weaponry.
Although only small, the Scarab’s tough

shell is impervious to almost all weapons.
The Scarab has a basic save of 2+ on 1D6.

SUPPORT

NECRON DESTROYER ......... 75 points per model

Necron Destroyers are a commonly seen supporting large
raids made by the mysterious raiding forces of the Necrons.
Using an anti-gravity motive device of unknown origin, they
hover above the ground, making dangerous attack runs,
blasting with deadly Gauss-Cannons.

TroopType M WS BS S T W | A Ld_

Necron 4 4 4 4 5 1 2 1 10

ARMOUR

CREW: One Necron Warrior
WEAPONS: Gauss-Cannon

ARMOUR: The Necron Warrior is constructed of super
hard alloy of unknown origin and gets a
basic save of 2+ on 1D6.

NECRON RAIDER SELECTION
Characters 50%  Up to half the points value of the army may be
chosen from the Characters section of the army list.

25%+ At least a quarter of your points must be chosen
trom the Squad section of the army list (more if you want)

Support 50%  Up to half the points value of the army may be
chosen from the support section of the army list.

Squads
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On the outskirts of the galaxy lies the tiny outpost of Sanctuary
101. Though the planet is barren and lifeless it is not
uninhabited. Many centuries ago the Sisterhood of the Emperor
Deified built a small community here. Today Sanctuary 101 is
home to those of the Order of our Martyred Lady who seek to
redeem the sins of mankind by means of rigorous prayer, self-
denial, and ritual mortification of the flesh. The harsh mistress
of Sanctuary 101 is Sister Purity. A strict disciplinarian and
demanding leader, she is also the most devout and holy of
living Sisters. She is adored and respected by the Sisterhood,
and Sanctuary 101 is regarded as a place of great holiness.

THE SCENARIO

Massacre at Sanctuary 101 is a scenario between a small force
of Sisters of Battle and a substantial number of Necron Raiders.
The objective of the Necron Raiders is to destroy the defenders
before their Astropath has time to send a warning beacon to the
Imperium. The objective of the Sisters of Battle is to delay the
Necrons long enough to send this beacon.

In this month’s Warhammer 40,000 battle report, White Dwarf’s very
own Ian Strickland and Markus Trenkner battle it out. The Sisters of
Battle fight a desperate rearguard action to hold back the unstoppable
tide of the Necron Raiders. This special scenario is by Rick Priestley.

SETTING THE TABLE

Sister Purity has led her small force of Battle Sisters to an old
abandoned ruin. As well as ruins there are numerous rocks,
gullies and places to defend. She hopes to hold the Necron
Raiders here whilst the Sanctuary’s Astropath attempts to relay
a psychic message beacon, warning the Imperium of the
Necron attack. The Astropath is not represented on the table —
it is assumed that this individual is back in the Sisterhood’s
fortress some distance away.

THE FORCES

The Sisterhood can choose any of the Adeptus Sororitas
characters, troops or support from the Sisters of Battle army
list. Sanctuary 101 is a strictly female Reclusium so only
female squads, characters and female controlled support
weapons from the Sisters of Battle army list can be used. The
player may choose 1,000 points. We decided to allow 25%
support instead of the usual 15% because the force is a highly
defensive one.

The Necrons can choose 2,000 points of troops from the lists in
WD 217/8.

DEPLOYING THE SIDES

The Sisters of Battle deploy first anywhere within their half of
the table. Any squad may set up hidden and any squad or
vehicle can be set up in overwatch.

The Necrons move onto the table in their first turn. They enter
along the opposite edge to the Sisterhood. Measure the
Necrons’ movement in the first turn from the table edge.
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WHO GOES FIRST?

The Necrons have the first turn.

THE WARNING BEACON

At the start of the Sisterhood’s turn 2, and at the start of each
subsequent Sisterhood turn, roll a dice. If the dice scores a 6
then the Astropath has successfully prepared the psychic
beacon that will warn the Imperium of the Necron attack. The
beacon is automatically despatched at the end of the following
Necron turn unless the Necrons can destroy all remaining
Sisters of Battle before that time. This means that the Necrons
always get 1 turn to finish off the Sisterhood after a 6 is rolled.

SISTERS SWORN TO DIE

The Sisterhood will automatically pass any leadership test they
are required to take. They will not run from the conflict but will
stand and die as necessary.

HOW LONG DOES THE GAME LAST?

The game lasts until the last Sister is slain or until the Necrons
are forced to withdraw under the 25% rule (see WD217).

WHO WINS?

Normal victory conditions are ignored. Instead the Sisterhood
player gains 1 point at the end of each turn that there are Sisters
remaining, plus 5 points if the beacon is launched successfully.
Total up the points at the end of the game.

1-5 Points Total Necron Victory!
6-8 Points Necron Victory

9-11 Points Sisterhood Victory

12+ Points Total Sisterhood Victory!

Of course, if the Necrons are forced to withdraw, the result is
automatically a Total Sisterhood Victory.

SPECIAL CHARACTER

SISTER PURITY - cost 40 points.

4 (4|5 [3[al2]5][2]9 [3+
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TABLE SETUP

When setting up the battlefield for this scenario its a
good idea to bear one or two things in mind. The
planet is meant to be quite barren and featureless so
you could for instance go for a Gorkamorka type table
top with sand instead of grass. The planet is devoid of
all vegetation as well so don’t bother with any trees,
just use as many rocks and craters as you can. The
wall sections from the Warhammer 40,000 boxed
game is perfect cover for this scenario, the more the
better. Why not combine two sets of wall sections
together from two sets of Warhammer
40,0007 Alternatively you might want to use
a Firebase, Bastion or the new Battle Bunker
terrain models. You might want to use the
Ruined Shrine from WD 212 as this will fit in
well with the Sisters of Battle theme for the
scenario.

Remember that only one half of the

battlefield needs to be covered in terrain, the
half where the Necrons come onto the board
is barren and featureless. This means that
even a relatively small amount of terrain
suddenly becomes very important to the
defending side, to make full use of that
you’ve got!
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THE SISTERS OF BATTLE

Tan: So, I have to face the full onslaught
of the dreaded Necrons with only half
the points, However I do have the
superb Adeptus Sororitas Battle Sister
and Seraphim squads. I'm not bothered
that I’'m deprived of any mad, religious
types of the male persuasion!

Jan Strickland

\4 KA. Mutie Boy) Reminding myself that most great

commanders have to rely on limited
forces at their disposal, I peel back the pages of that ancient,
forbidden tome known as Codex: Sisters of Battle, and begin to
muster my forces.

First on the Characters section shopping list is Sister Purity, a
souped-up Veteran Sister Superior with +1 Attacks and +1
Wounds who functions as the army commander. She should
prove to be a useful warrior in close combat . As is usually my
custom when choosing an army, I start with the squads so that
[ could get a core force and then build around it with characters
and support units. Naturally my first choice is to have two
Battle Sister squads, Squad Sanctoras and Squad Sistina to
hold my (mainly defensive) battle line, which will be the
ruined cathedral where my troops have chosen to make their
final stand. I decide to arm Squad Sanctorus with a multi-melta
and flamer combination. The multi-melta will provide the
squad with some hard hitting firepower, and I choose the
flamer because it definitely fits the feel of the army to have the
Sisters cleanse the enemy in the righteous fires of retribution! I
arm Squad Sistina with a heavy flamer and a melta-gun, as its
short range and high Strength makes it an excellent defensive
weapon.

Next I pick a Seraphim squad, Squad Angelica, who will use
their jump packs to move around and harass the steel
monstrosities. They can throw their krak grenades, and use
their deadly skill of being able to fire both their twin bolt
pistols or hand flamers at the same time, to really hammer the
robots. I decide to arm both the Battle Sister squads with krak
grenades, but in the end the squad armed with the multi-melta
has to relinquish its supply (amidst much howling and cursing)
because of a lack of points.

Next up I recruit two Veteran Sister Superiors (Karena for
Squad Sanctorus and Iollata for Squad Sistina) and a Veteran
Seraphim Superior, Aemillia, to lead my squads, mainly

because of their superior
Ballistic Skill and the fact
that T am going to
need all the ‘to hit’
rolls I can get!
Taking these
characters  to
lead my squads
will also give
me the added
bonus of a +2
modifier to my
rolls on the
Sacred Rites table
before the battle (to
see which blessings the
Emperor will bestow on
my forces).

Last things to buy are a Rhino troop carrier, which I plan to
speed around the board causing as much damage as
possible (Can’t kill ’em with guns? Run ’em over in
tanks!), and the totally ‘must have’ Immolator tank with its
awesome twin heavy flamers (eat hot flame death, alien
scum!) which I hope will keep the enemy at bay for a
couple of turns at least, whilst my squads pour firepower
into them.

Last of all I have to roll on the Sacred Rites table for each of
my squads. First I roll a 2 for Seraphim Squad Angelica which
is modified to 4 because of my Veteran Seraphim Superior,
which gives the squad +1 to its Leadership, a good result
although rather spoilt by the fact that the scenario states that
my entire force are immune to all break tests and psychology
during the battle! Pressing on I roll for the Battle Sister Squad
Sistina, which contains the heavy flamer, again using their
Veteran Sister’s +2 modifier and get a 7, which means that the
squad automatically passes all psychology and break tests.
Again, sadly useless!

Bowed, but not broken (yet!) I valiantly make my last roll, for
Squad Sanctorus, containing the multi-melta, and get an 8 —
which means that the squad ignores the normal Choosing a
Targer rules and can shoot at whichever squad or vehicle they
choose. Cool! This result will come in really useful, much
more so than the others! And with that I close the pages of the
musty tome, and the forces of Sister Purity prepare to sell their
lives to defeat an unknown foe...
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BATTLE REPORT
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TURN 1

NECRON RAIDERS

The Battle Sisters had
taken their positions in the
ruins of an industrial
complex and an old
cathedral. They expected
the Raiders any second and
held their weapons ready to
fire upon anything that
moved. Suddenly the wind
fell silent and only a
heartbeat later the rays of

the orange sun of
Sanctuary 101 broke upon
a huge number of metallic
objects stalking towards them. They seemed to appear out
of nowhere.

“Squad Sanctorus, hold your fire, ignore the small droids,
engage the metal walkers at maximum range, Squad Sistina
and Squad Angelica remain in position,” Sister Purity spoke
the order calmly into her comm-link, “Concentrate all your
fire on one target until it is destroyed.” Seconds later the first
Necron Warriors came into range and Squad Sanctorus opened
fire. A hail of bolter shells struck home with unerring accuracy
and exploded against the metallic carapaces of the Necron
Warriors, but to the Sisters’ disbelief none of the mechanoids
went down — they simply marched on. Several of the insect-like
Scarabs came flying down and landed just in front of the ruined
cathedral.

Moments later a hissing roar interrupted the staccato bolter fire,
as Sister Elana from Squad Sanctorus fired her multi-melta at
the advancing Raiders. One of the mechanoids was engulfed in
a fireball and went down, the first visible effect the Battle
Sisters’ weaponry was having on the Necron Warriors.

Squad Sistina and Angelica remained hidden in their positions,
while the Immolator and the Rhino started their engines — their

The Immolator moves into position to purge the Necrons with the flames of purity.

orders were to mercilessly attack the advancing Necrons and
hopefully cause confusion, if something like that was at all
possible amongst those mechanoid monstrosities.

The Necron Destroyers came out of nowhere. Swooping down
over the battlefield, one of them immediately opened fire on
the Rhino. With deadly precision the Rhino’s bolters were hit
and exploded, causing ammunition in the hull to detonate,
killing the Sister driving the vehicle.

SISTERS OF BATTLE

The Battle Sisters were outraged by the sudden Necron
onslaught "and poured bolter fire into the advancing
mechanoids — still to no effect, despite several visible impacts.
Even Sister Superior Karena from Squad Sanctorus was unable
to inflict any damage, despite scoring a direct hit on one of the
Necron Destroyers. Only Sister Elana with her multi-melta
managed to down another Necron Warrior, leaving behind only
a molten slag of metal.

Then the Immolator rumbled into action. Unfortunately the
crew misjudged the range of their heavy flamer and the
sprouting flames didn’t come close to the Necron Warriors.
However, one Scarab was set on fire.

© Sister Purity
4] Squad ‘Angelica’

©) Squad “Sanctoras’
€ Squad ‘Sistina’

@ Necron Lord
€ Necron Squads

Necron
Destroyers

’ Scarab
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HEGRON
RAIDERS

The Battle  Sisters
oifered up a prayer to
{he Emperor as they saw
one of the two downed
Aecron Warriors simply
Lanish, while the other’
ane stood up again and
rejoined  the steady
Necron advance!

Furthermore, the
Necrons were swift to
veact to the potential
danger of the Immolator
on the right flank. Six

Scarabs swooped down

onto the tank’s hull and

started to eat away its armour plating with frightening speed.
When the Necrons opened up on the tank, only minutes later, it
blew up as if it was merely a toy. All the Scarabs but the one
that was already on fire were destroyed in the explosion — but
it was a small price to pay for the easy destruction of the tank.

At the same time Sister Purity observed that one of the Necron
squads had started to move down the left in an attempt to
outflank her and Squad Sanctorus in their position in the ruined
cathedral. Peering out of her cover to watch the Necrons would
cost her dearly — a lightning bolt fired by the Necron Lord, who
had recognized her as leader of the defence, missed by mere
inches. In the space of a heartbeat, Sister Purity heard the high-
pitched shriek of the Necron Destroyers’ turbines, and took a
direct hit from one of their Gauss-Cannons. The hit was
randomised between members of Squad Sanctoras and Sister

o=y & N ]

Purity, who was close enough to benefit from squad
coherency. Unfortunately it was Purity who was hit. The
Battle Sisters of Squad. Sanctorus could only watch in
terror as Sister Purity was flayed before their eyes. But
their resolve was unshakeable — in the service of their dead
commander and the Emperor, they would fight to the death.

And death came quickly.

Seconds after Sister Purity’s horrifying end, four Necron
Warrior squads that had been advancing steadily, along with
the second Necron Destroyer, opened up on the Battle Sisters’
position in the ruined cathedral. The hissing noise of the Gauss-
Flayer guns mingled with the dying screams of the brave Battle
Sisters. Within moments Sister Sledge, clutching her smoking
flamer, realised she was the only woman in the cathedral alive.

SISTERS OF BATTLE

The Warning Beacon hadn’t been dispatched so
the combat went on. Despite the death and terror
that surrounded her, Sister Sledge leapt back into
the attack. She brought her flamer to bear on one
of the hovering Destroyers and squeezed the
trigger, but the burning chemicals had no effect
on the flying machine.

On the far flank, Squad Sistina gave up their
hidden position and started to pour bolter fire
into the advancing Necron ranks and one of the
Necron Destroyers, but all the explosive shells
just bounced of the Necron Warriors’ armour.
Only the Sister carrying the melta-gun proved
lucky and finally destroyed the already burning
Scarab.

Squad Angelica, defending the centre of the
battle line, proved more successful in stemming
the mechanoid tide. Four of them were in
positions to throw krak grenades at one of the
Necron Destroyers and amazingly all of them hit.
The Skimmer’s mechanisms were damaged and,
more importantly, the Necron pilot was blown
apart and the vehicle veered off, uncontrolled.

One of the Destroyers is hit by a hail of krak grenades from Squad Angelica.
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NECRON
RAIDERS

Out of control,
one of the Necron
Destroyers
smashed straight
into the smoking
Rhino wreck and
both vehicles
disappeared in a
giant fireball. The
second  Necron
Destroyer slowed
down and turned
on the obviously
dangerous
Seraphim squad,
flaying one of
them with its

massive  Gauss-
Cannon. Two
Necron Warrior

squads also turned
their attention to the Seraphim and opened fire. All but one of
the elite Battle Sisters vanished in the Gauss-Flayer cross-fire.

On the left flank, two Necron squads broke into a jerking,
mechanical run. Obviously they no longer considered the
single remaining Sister from Squad Sanctorus as any kind of
threat. Still, two Necron Warrior squads and the Necron Lord
with his Staff of Light advanced on Sister Sledge, and poured
an enormous amount of fire into her position amidst the ruined
cathedral. The Battle Sister dropped down just in time, as large
chunks of her cover started to disintegrate. Several rays from
Gauss-Flayers even struck her power armour, but didn’t
penetrate. Sister Sledge was unharmed.

« N : -

On the right flank, the Necrons continued their steady advance
and started to fire on Squad Sistina, that had given away its
position by firing at the Necrons earlier. Being in a defensive
position, the Sisters were well in cover by the time the Necrons
shot back, and none of them were hit.

SISTERS OF BATTLE

The Warning Beacon still hadn’t been dispatched (much to
Jan’s consternation!). The surviving Necron Destroyer was
now between the last of the Seraphim and Sister Sledge, the
only survivor of Squad Sanctorus. Before Sister Sledge could
bring her flamer to bare, the Seraphim pelted the alien craft
with a deadly krak grenade. The Necron Destroyer careered out
of control and smashed
into the ground. Thick
black fumes rose from
the turbine exhausts,
before the wrecked
machine exploded
seconds later.

The Battle Sisters from
Squad Sistina also struck
back; their sustained
bolter fire  finally
downed a mechanoid
from one of the several
Necron Warrior squads

advancing towards
them. The squad’s
melta-gun missed,

which was unfortunate
as it was the weapon
most likely to inflict any
damage on the Necrons.

7

The last stand of Squad Angelica, with the resolute Sister Sledge looking on.




advance
away its
efensive
Necrons

nuch to
yer was
dge, the
ze could
len craft
ered out
smashed
l. Thick
se from
xhausts,
wrecked
xploded

s from
0 struck
istained

finally
chanoid

several

squads
towards
squad’s
missed,
ortunate
weapon
flict any
lecrons.

NECRON RAIDERS

Suddenly there — was
\novement amidst the sea
of fire that still engulfed
the crashed  Necron
Destroyer. And then, to
the disbelief of the Battle
gisters, the Necron
Warrior who had piloted
the machine came walking
out of the fire, its red,
glowing eyes scanning its
Surroundings. Its  gaze
fixed on Sister Michaella
of Squad Sistina in the
ruined industrial complex,
then it started rTunning
rowards her.

‘The Necron squads on the

far left flank kept running
4s well, ready to swamp
the ruined cathedral
(which was by now only defended by one Battle Sister). The
test of the Necron army continued its steady advance and
opened fire on squad Sistina, the last Seraphim and Sister
Sledge. The Sisters of Squad Sistina were still in good cover
and sustained no losses from the Gauss-Flayers, but the last
remaining Seraphim died a horrible death in the rays of the
Necron weapons. Although several squads, including the
Necron Lord himself were now firing on Sister Sledge in the
ruined cathedral, somehow she survived again. In a silent
prayer she thanked the Emperor for her seemingly
impenetrable power armour!

SISTERS ©F BATTLE

The situation was getting desperate, the Warning Beacon still
hadn’t been dispatched. Waiting until the hostile fire died down,
Sister Sledge took a deep breath and jumped up to fire her
flamer at the nearest squad of Necrons, which was

The Necrons now turn their full attentions to Squad Sistina.

frighteningly close. Two of the metal monstrosities were
engulfed by flames but didn’t seem to suffer any damage.
Despairing, Sister Sledge ducked back into cover.

Squad Sistina didn’t fare much better; three Sisters fired on the
Necron pilot who was running towards their position, but the
presence of several Scarabs disturbed the firing mechanisms of
their weapons and all of their shots went astray. Two more
Sisters with bolters and the Sister with the melta-gun suffered
the same misfortune — their weapons seemed to go haywire and
they couldn’t hit any of the advancing Necrons. The only
weapon that didn’t seem to be affected was the heavy flamer,
which prompily downed one of the mechanoids, leaving only a
smouldering wreck.

)
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Ian desperately tries to find some dice that
roll sixes so he can get the Warning Beacon

to go off!




BATTLE REPORT

NECRON RAIDERS

Still unharmed, the Necron Pilot now charged Sister
Michaella of Squad Sistina. The Necron squads that were
slowly advancing on the position kept moving and firing,
killing two more of the Battle Sisters. The situation grew
more and more desperate, and it didn’t look like any of the
brave Battle Sisters would see another day.

On the far left flank the Necrons also continued their
relentless advance. The squad furthest to the left had
rounded the cathedral by now and opened fire on Sister
Sledge from behind, but still she escaped injury. The
Necrons right in front of the ruined cathedral were also
firing at her, this time at close range — but almost
miraculously, none of the deadly Gauss rays were on target.
Still cowering down between large chunks of stone and
metal, Sister Sledge awaited the next onslaught — this time
from the Necron Lord himself and his accompanying squad
of Necron Warriors. But again all of their shots went astray
or bounced of her power armour.

In the ruined industrial complex on the right, the struggle
between Sister Michaella and the charging Necron pilot was
brief and one-sided; the human warrior stood no chance against
the merciless onslaught of the machine. Disposing of the
broken body, the mechanoid stormed into the next unfortunate
Battle Sister.

SISTERS OF BATTLE

By this stage in the battle the beacon still hadn’t been
dispatched. Ian knew that if he could hold out for one more turn
things could still go in his favour.

Back in the cathedral, the shooting seemed to die down for a
moment. Sister Sledge used the opportunity to jump up again,
finding herself almost face to face with some of the advancing
Necrons. She squeezed her flamer’s trigger and engulfed four
of the steel monsters in a deadly firestorm. To her dismay none
of the warriors showed any damage, and the skeletal steel
constructions were coming closer and closer.

In the ruined industrial complex, the bolter fire of Squad
Sistina was still disrupted by the presence of several Scarabs

just beyond the ruins. Again, it was only the Sister with a heavy
flamer that actually hit any targets, but although one of the
Necron Warriors was set on fire, they all carried on advancing,

The Necron pilot still seemed unstoppable, killing the second
Battle Sister in close combat and following up into the Sister
with the heavy flamer.

It appeared the struggle would be over soon.

TURN 6 B

NECRON RAIDERS

Most of the Necron squads were now in range to engage the
last human warriors in close combat. The struggle in the
industrial ruins was brief and bloody, as the defensive position
was swamped with Necron Warriors. All of the brave daughters
of the Emperor perished and weren’t able to better a single
Necron Warrior in hand to hand combat.

In the ruined cathedral, Sister Sledge was the last living being
on the battlefield. She saw how easily her fellow Sisters on the
far flank of the now shattered battle line were overcome by the
inhuman, steel monstrosities. Then the first Necron Warrior
closed in on her. Embracing death with no fear, a prayer on her
lips and her gun blazing, the last thing she saw was a pair of red
glowing eyes.

Final Result
5 VPS
Total Necrol

Victory
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Markus:

Hmmm... This battle left me very thoughtful.
Although I managed to completely annihilate the Sisters of
Battle, I think it actually took me longer than it should have.
There is one main reason for this: my initial movement. During
the first two turns it looked like the battle would be a walkover
nd everything would be over by turn 4. But I made one very

imple imistake: I didn’t send any troops running down the right

flank, like I did on the left one. To make things worse, 1 had a
\ut more luck with my shooting on the left hand flank, so all the
apposition was wiped out before my flanking force came into

jction (not taking into account the single flamer-armed Sister

that refused to die — but she was only a nuisance and didn’t
have any effect on the outcome of the game).

(¢ I had sent a similar flanking force down the right I would
have been able to engage the Sisters in close combat much
carlier then I actually did. As close combat turned out to be far
more effective then shooting at troops in hard cover, the game
would probably have been over a turn or two quicker! 1 know,
{ know — I should have realised right from the start that close
combat is far more effective then shooting at troops in cover,
put I had no experience with the Necrons whatsoever, and
didn’t really know what to expect in this game.

(n a way, the Sisters doomed themselves when they shot down
the second Necron Destroyer. The Necron Warrior piloting the
machine self-repaired and found itself behind enemy lines, all
on his own. Being isolated, it was unable to use its Gauss-
Flayer until it rejoined a unit, but in every other respect could
fight normally, so I decided to charge it straight into Squad
Sistina. When it dispatched the first Battle Sister so easily, I
realized the Necrons’ potential as close combat killing
machines. They have a Weapon Skill of four, which makes
them superior to many ‘normal’ troop types of other races. But
even if they lose a close combat, their opponent can only use
their own strength, not that of any close combat weapons. And
with a Toughness of 5 and a 2+ armour save it becomes very
difficult to kill a Necron Warrior in close combat!

My army hardly sustained any damage. The length of the game
was a direct result of the fact that I didn’t send my troops in fast
enough, especially on the left flank, as I’ve said. The only
losses I suffered were six Scarabs (okay, maybe it was over the
top to pile six of them on one tank, but I wanted to be one
hundred percent sure of destroying it), the two Necron
Destroyers and a couple of Necron Warriors. In total only one
Necron pilot and one Necron Warrior vanished completely, two
others repaired themselves and two were down at the end of the
game. The Necron Destroyers were an unfortunate loss, but
they had done their share of destruction: they destroyed the
Rhino (which could have been more lethal to my army than any
gun if it had started running over my Initiative 2 Necrons),
killed one of the Seraphim Sisters and Sister Purity herself!

All in all T enjoyed the game, and the fact that Ian knew
beforehand that his whole army was going to die made him
very relaxed, because all that counted was how dearly the
Sisters of Battle would sell their lives. He (they) certainly did
a good job, especially the accursed Sister Sledge, although her
survival was down to my ridiculously bad dice rolling when it
came to hitting her, and Tan’s “I am personally protected by the
Emperor” armour saves!

Hasta la vista, baby.

Necrons certainly are rock hard and I'm looking forward to
collecting my own force and playing more games with
them. Necrons look great, they cost a lot of points so you
don’t need a huge army, and they have a strikingly simple
colour scheme — what more could you want?

DAMNATION!

Ian: Boy that was so close, if only I had survived for
another turn and the beacon had gone off (6 VPs), I could

“have won. Its not as if my troops failed in their duty (especially

Sister Sledge, who valiantly defended the ruined temple right
up until the very last turn — a true heroine of the Imperium). 1
just couldn’t roll a six!

As with all battles where the enemy happens to be a new race
I was faced with a bit of an unknown quantity when choosing
my army, and in retrospect I think it would have been wiser to
have taken a third Battle Sister squad and armed every squad
with krak grenades, rather than take the more expensive
Seraphim who remained static for the entire game — taking
assault troops was an odd choice in a game where I would be
playing a defensive role.

The guidelines of the scenario we were playing allowed me to
spend 25% of my points on vehicles instead of the usual 15%
for Ministorum forces, and after Graham Davey pointed out
that Necrons had an Initiative value of only 2 I decided that I
would try to weaken the Necron advance by crushing as many
of the alien scum under my tank tracks as possible!

Alas, it was not to be, as Markus swiftly despatched the Rhino
with his skimmers and the Immolator was engulfed by a swarm
of those totally hideous Scarabs! Tank commanders watch out!

My main successes during the game were taking out the
Necron Destroyers and managing to hold out until the sixth
turn! Unfortunately the Warning Beacon didn’t go off, so I still
lost the battle. The main body of the Necron forces were really
hard to even wound, let alone kill, despite a hail of bolter fire
from the Sisters (I needed 5s to wound and then they had a 3+
save!). The flamer weapons which are so characterful of
Ministorum forces were just as ineffective against the Necron’s
Toughness of 5.

All in all, my small band of righteous fanatics were possibly
too few and ill-equipped to deal any effective damage against
the superior numbers and technology of their mysterious foes,
but for now I’ll take heart in the knowledge that I'll have my
revenge, sometime, in the future, far from now, maybe...
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‘ ‘ For too

long have I
slumbered! For
too long bave I
dreamed! Now I
awaken, and such
nightmares will I unfold
bejore you! Nightmares of
war and death and chaos
such as you cannot begin to
imagine! Cover your eyes
mortals, hide where you will,
but be sure of this.......

I will find you, for there can be no
escape from my tortured visions!
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A TALE OF
‘OUR GAMERS

By Robin Dews

“we all know, Games Workshop is all about collecting,
ting and gaming with armies of Citadel miniatures.
ever, many if not all of the armies we show in White
f and our other books and publications are fully
loped armies that have been painted by the Studio *Eavy
team. They’re jolly nice display armies and not really
sant for playing battles with. So, what we needed was real

mer’s armies...

hen you or I start out in the bobby,

or start collecting a new army, we

At together over a period of time. We

‘some models bere and there, or more

ly start with one of the armies from

- Warbammer, Epic 40,000 or
“rbammer 40,000 boxed sets.

% test the mettle of that army in the fiery
cible of battle, and depending upon
outcome, scuttle back to the store or
! Order catalogues for furtbher
Fltits.

week before my ‘friendly’ weekend
, I would always make a point of
ing up a new regiment or war
ine with which to terrorise my
r opponent, Phil. He in turn would
S turn up with sometbing equally
ected. This is known in the bobby
‘escalation theory of wargaming’.
1t thinks... “Ull put paid to that War
“rn. By next week I'll bave two more
4t Cannons painted wup!” Phil
“Wiks... “He’s going to get some more
ns... better get some more Doom
sI” and so it goes on.

er to show this process of bow real
°TS 80 about collecting, painting and
ling with an army, we got four chaps
.~ dround Games Workshop — Roy
“oer from GW Trade Sales, Richard

Gunson from the stores, Richard Hobson
Jfrom GW Mail Order and our very own
fat bloke, White Dwarf Editor, Paul
Sawyer — to put together an army from
scratch and tell us bow they did it.

The rules of the game were very simple.
We would start them off with £50 which
they could spend as they liked on any
Warbammer Army (we assumed that they
bad access to a copy of the relevant
Armies book.) Over each of the
subsequent four montbs, we would allow
them a further £25 (about £6 per week)
which they could use to build up their
Jorce. Thus over a period of five montbs
they each will bave created a new
Warbammer army with a value of £150.
All they bad to do was to make sure that
all of the models they’d bought each
month were painted up ready for White
Dwarf and that they reported on any
battles and scraps their new army bad
fought! Easy, eb?

Otber than that it was up to them. Over
the next four or five issues of White Dwarf
you’'ll be able to see these armies develop
and grow, watch them battle on the
tabletop and follow their fates and
fortunes. So that’s it from me. Let’s
introduce the crew and see bow they got
on with their initial purchases.

BRETONNIANS




IT'S A BEAST, MAN!

A Chaos Beastman army by Paul Sawyer

Dwarf Features Editor for just a few
hours and was checking out the
essential facilities (coffee machine,

I’d been in my new job as White

" how to put my feet on the desk and still

use my computer, and, of course,
p where to get food) when I was blinded
¢ by a momentary flash of light. Rubbing
| my eyes frantically I dared to take
another peek to see what had impaired
my vision. To my relief it was simply the
sunlight glinting playfully off the
polished pate of none other than Robin
Dews, grinning maniacally as he strode

¢ ever closer. Robin cleared his throat

“Fat Bloke,” he announced “we’ve been
talking about this great army collecting
idea and as you’re here you can get
involved can’t you?” Seeing this as a
¥ chance to avoid doing any real work I
eagerly agreed. ..

DECISIONS, DECISIONS...

(" I drew up a short list of the armies I
liked the look of and mulled them over
for a few days. The list included
Skaven, Chaos and Bretonnians. I
discounted Skaven as they are similar
to the greenskins I've collected for
years in that they are very, very cheap

¥ points-wise and would need loads of

models painting. This left deadly Chaos
and the valiant Bretonnians — I just
couldn’t decide. I even asked my
daughter, Catherine which she liked
but she just wanted to colour in my
§ catalogue. Oh well, daddy would have
to be a big boy and make up his own
mind! Then, as I despaired of ever

making a choice, Tzeentch took an
interest in my paltry little life — the first
copies of Warhammer Armies: Realm of
Chaos were delivered to Games
Workshop.

Excitedly flicking through the pages of
the rulebook I knew my choice was
made and I hurriedly sold my soul to
the Chaos gods (all of them -
particularly Slaanesh.). Chaos it was
then. My problems didn’t end there,
however, as there are now three Chaos
armies to choose from: Chaos
Warriors, Beastmen and Daemons. I
didn’t mind which army it was to be
until I saw a photo of the new Minotaur
Lord miniature. This immense beast
grabbed me by the lapels, slapped me
firmly across the face and bellowed
“Weak Human! All will fall before the
Children of Chaos! The herdstones will
run red with the blood of those who
dare to stand against us!” Beastmen it
was then.

NOOOOO! MORE DECISIONS!

The first thing to do was to find out just
what was available for the Beastmen. I
was collecting a brand new army so
there was a limited number of models
available to me. The only units I could
get my hands on were the metal
Beastman Gors or the plastic Beastman
Gors, which luckily form the mainstay
of the Beastman army. I could get quite
a few plastic Beastmen for my money
but i really like the metal mniniatures
with their multitude of poses. This
being said, the new Warhammer
Regiment boxed sets are fantastic and I
hope the chaps produce a Beastman
regiment soon. £50 spent solely on Gor
wouldn’t be a lot of fun to paint so I
needed to find a way around this little
obstacle. My old pals in Mail Order held
the answer (bless 'em!) and so I gave
them a call to see if they had any pre-
release miniatures.

When a new mould is cut for a2 new
miniature, the caster will run a small
number of test spins to check the
mould is

okay. The by-
product is a
number of
minjatures
that  Mail
Order tell
those customers
that give them a
call all about. The
pre-release
service is an ace way to get
your mitts on new
miniatures months before they are
released. I would need to move fast if |
was to get hold of any relevant
miniatures so I gave them a call. T was
in luck, they had just received the new
Ungor with spears, the awesome new
Beastlord and even the miniature that
persuaded me to collect Beastmen
the Minotaur Lord! I hastily checked
the Realm of Chaos book and worked
out what I would get for my £50.

In my opinion Warhammer regiments
should ideally be at least 4 ranks deep
to get the maximum rank bonus and
always include standard bearers and
musicians. Not only is this useful in the
game but looks really cool on the
battlefield! So, armed with this ethic I
started to work out what to get.

I could get my hands on a Beastlord to
lead my first retinue and possibly be
my army warlord. As the Chaos army is
built as a collection of a number of
warbands I'd have to be careful not to
overdose on character models. The
Beastlord is quite an imposing figure
and for £6.00 I had to buy him. I'm not
too sure about his axe though — a bit
girly for me. What he’'d need is a
REALLY big axe! So after perusing the
catalogues for a few minutes I decided
on a Dragon Ogre’s axe. Yep, that was
big enough. Heh! Heh! Heh!

The new Ungor models are excellent
and at 4% points as opposed to the
Gors at 10 points they provide a
cheaper way to field more units.
Luckily Mail Order had just enough
spear armed Ungors to create a 19
strong Ungor regiment including
standard bearer and musician. This left
enough space in the ranks for a
Beastman champion which I could
convert so he was armed with a spear
like the rest of his unit. I bought the
Champion model with axe raised above
his head and cut off the axe head. I
then took the spearhead from an Orc
boarboy and pinned it onto the base of
the Gor’s weapon haft. 'm really
pleased with this conversion as it's
quite dynamic.




1id been Very careful to leave enough
) : h for the Minotaur Lord (bless his
\jtile horns!). 1 was a bit disappointed
:.d‘ht [ couldn’t take this monstrous
seature as 3 Warlord but I was happy
‘enough just owning him!
‘fhis left me with £1.25 which I could
rds next month’s installment
ah, right). With £1.25 burning a
%e in my pocket the only course of
\yction was tO pay a visit to the snack
shop across the road — cue one large
hacon baguette with extra lard!

sqve towd

BIACK! BLACK! THEY TELL ME
TO PAINT THEM ALL BLACK!
‘What colour scheme would I choose?
Anything but Goblin Green! 1 fancied

1Y alg Joing something a little different and

fetia:t i <o plumped for an entirely black
1 IV;nt colour scheme. I'd only deviate from
r}ie neas I this for an elite unit of Bestigor which
0% N ew [d paint white (when I got round to
™ collecting them!). I find it useful to
:ﬁetr?at think about a whole armies colour
*hecked scheme rather than just the regiments.
workeg WHAT NEXT?
o One regiment of Ungor and a
giments Minotaur, albeit a very big Minotaur, is
ks deep far from a balanced force and I'd need
ws and to flesh it out a bit. As far as the arms
2rs and race goes, I'm definitely falling behind
ilin the the others as they have a greater
on the selection of plastics to choose from.
+ ethic I This means their armies are already
looking quite imposing. I seek solace
tord to in my principles and decide to stick to

sibly be metal models. I fully intend my army

to look great on the battlefield and I
aber of just can't justify to myself that the
I not to treacherous, feral, in-fighting
ls. The Beastmen would all strike the same
pose halberds, to the ready. No, that
wouldn’t do at all.
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As for adding to my army I'm torn
between taking a unit of Harpies
from the Monstrous Host section
of the army list to give me a bit of
speed and a unit of metal Gor to
give the army a bit of staying
power. One model I am going to
add to the army is a Beastman
Shaman, as I can’t bear the
thought of going to war without
any spellcasting ability. Being an
inherently chaotic person I'll
probably roll a dice to decide
what to get on the day!

1 Bacon Baguette

WARHAMMER ROSTER SHEET

Models/Unit ws|es|s|t|wl1 T2 | s

BEASTLORD

Heavy armour, double~Handed weapon 716/(4[5)4/(6 9 | 5+

MINOTAUR LORD

Light armour, extra hand weapons 71615|5|5/6 10 | 6+

BEASTMAN CHAMPION

Spear, shield S514|4)|4|2(4 7] 6

19 BEASTMAN UNGOR

Spear, shield, $12|3/4/1|3 6 | 6+

unit confaing musician and standard
17 Ungor with spears £2125
1 Ungor Command Group £3
1 Beastmen Champion £3
1 Boarboy spear £1.50
1 Minotaur Lord £12
1 Beastlord £6
1 Dragon Ogre axe £2
TOTAL COST £4875

£125




ell, here we are with our first
fifty smackers to spend on
building a Warhammer Army to
be proud of, and hopefully one that will
also serve to do me justice on the
battlefield and crush all-comers

underfoot. What a challenge!

e

THE HORNED
! RAT INCARNATE

A Skaven army by Roy Barber

So, where do I start? Well, first off I

begin my army from a totally unique
position amongst ‘the four’ — I
have absolutely no experience
whatsoever with Warhammer!
Al of my Warhammer
experience lies in the savage
+. wartorn universe of the 41st
! Millennium with my trusty Eldar
" warhosts, so adapting to sword-
wielding, magic-using hordes of

troops will truly be a new

battlefield experience for me.

To begin with I obviously have to
choose my army — I certainly wouldn’t
get very far otherwise! Scanning my
Warhammer rulebooks gave me a
dozen or so armies to choose from,
each one unique in its own way both in
appearance and effect on the
battlefield. Hmm — maybe not such an
easy choice as I first thought! After a
good browse however, I decided to
plump for something different to my
normal, organised, sleek legions of
Eldar troops. So what better army to
choose than an army of grubby, smelly,
lice-infected rats who spread disease
and horror wherever they tread — the
Skaven.

Ha, haaaaahh world, here we come!

So, armed with my Warhammer boxed
game, my essential Warhammer Armies
Skaven book and £50, it's time to
choose my first batch of troops...

£50 is a good amount to spend on a
starting army because it gives you a
wide choice of figures, from stacks of
blisters to several decent boxed sets.
If you take a range of character
models it also means you can alter
the amount of points that the army
is worth very easily. Characters can
be left with normal equipment or
be given magic items of varying
points

value. This enables them to vary in cost
from game to game.

I'd be buying my first $50 worth of stuff
from the Games Workshop store in
Nottingham. For the main bulk of my
army I chose 2 boxes of Skaven
Clanrats, bolstered by a command
group. These would form the
backbone of my initial army and
spearhead my Skaven assault force with
one or two magic items. Next I chose
deadly Clan Eshin assassins to skulk
amongst the rank and file and leap
upon the enemy at crucial moments
(when a poisoned dagger in the belly
would cause the most disruption).
Then I picked a couple of the deadly
Clan Skryre Poison Wind Globadiers to
add some fearful, close quarters punch
to the force, along with a Warp Fire
Thrower for a bit of devastating
firepower (more nasty tricks to keep up
my sleeve, heh, heh, heeehh). Finish
this off with a Jezzail to lend some extra
support, a pack of rats and my general
and my army is more of less ready —
and all at bang on fifty quid!

For my general, I chose the Skaven
champion model, he would lead my
clanrats to give them some bite (excuse
the pun), backing him up would be the
evil chief assassin and prime agent of
Clan Eshin’s Lord Sneck himself -
Deathmaster Snikch. Although not a
mighty warrior or spell wielding
sorcerer, I chose him to round out my
mysterious, dark army and because I
love nothing more than the intrigue of
assassins. Opponents had better keep a
beady eye open. Ha ha haaa...

Overall, my initial army was picked with
variety in mind. I have quite a large
core regiment with plenty of punch
and a few decent characters in there.
Round these characters off with a good

selection of magic items
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and they might prove to be a potentially
\+hal force. For support I have chosen
| pat swarm and the Jezzail crew who
;h;,pefuuy can sort out any knights or
imilar cavalry as they charge. Snikch is
o chadowy threat with his sneakiness
El‘ld powerful weapons and should
rove to be the bane of enemy
characters.

.';'i:l-id want to equip my army with a Grey
‘§eer, but on checking the resulting
_oints value my regiments were way
under the 25% minimum value allowed,
.'99 out went the Seer until next time!
‘\What 2 wonder!

‘Su, armed with a2 Games Workshop bag
full of Skaven, I set off to my trusty

inting table to give the ratmen a first
lick of colour and to work my evil plans
for the future. No conversions, no
major sorcerers, no tricks (yet), just a
wood, basic, meaty selection to start my
joray into the world of Warhammer
Fantasy Battle.

Victory here we come! (accompanied
hy evil, maniacal laughter...)

WARHAMMER ROSTER SHEET [CHILDREN OF THE HORNED RAT|

Models/Unit

M

WS

Ld

DEATHMASTER SNIKCH

Three weeping blades, poi
throwing stars poisoned

24 CLANRAT WARRIORS
Light armour, shield, hand weapon,

unit contains musician and
1 CHAMPION Seiiandand

Light armour, shield and hand weapon

2 POISON WIND GLOBADIERS
Hand weapons and polson wind globes

WARPFIRE THROWER TEAM
Heavy armour, hand weapons
and a warp fire thrower

JEZZAIL TEAM
Hand weapons and a Jezzail

RAT SWARM

10

2 Skaven box sets

1 Skaven Command Group blister
1 Skaven Champion blister
1 Assassins blister

1 Rat swarm blister

2 Poison wind Globadiers blister
1 Warpfire thrower team blister
1 ]czzail team blister

1 Deathmaster Snikch blister

TOTAL COST




DEFENDERS OF
THE REALM

A Bretonnian army by Richard Gunson

I have to admit, 'm a bit of a
Warhammer addict. Over the course of
the last eight years I've collected and
gamed with most of the Old World’s
races — from my very first Undead army
(see White Dwarf 142 for those of you
with long enough memories!), to my
latest spawning of Lizardmen. In
between I've amassed over six
thousand points of Orcs and Goblins
and four thousand points of Dark Elves
(with which I've won the last seven
games straight).

So, when I was approached with the
idea of collecting a new army I was
determined to go for a force I've never
used before. This along with the fact
that out of all the Games Workshop
figure designers, 1 really love
everything that the Perrys produce,
my

choice an easy one: Bretonnians.

When it came to selecting my army I
decided to go for a starting force
containing a lot of commoners. 1 felt
that for small skirmishes your average
Bretonnian army would consist of fairly
lowly troops. This way I can play games
immediately, as I would already have a
nice balance of troops for smaller
battles.

The archers should lend support to the
cavalry (bow fire being much more
dangerous the smaller the points value
of the game). The mounted squires are
extremely flexible in this force, being
armed both with bows for harassing
enemy troops and spears to make
them decent in close combat,
especially when manoeuvred to hit the
enemy in the flanks while the Knights
Errant engage to the front. I wanted to
make sure I included squires for my
knights; although my main motivation
is more to do with the fact that the
squire models are my favourites in the
entire range. Sometime you can just
tell when a figure sculptor really
enjoyed making a set of miniatures,
and this really shines through with Alan
Perry’s squires (I think I’ll enjoy
painting them just as much). The foot
squires are also on my shopping list for
the future. Finally one of the gorgeous
sorceress models is included to round
out the force with her destructive
repertoire of spells. I want to

work§
towards
about
three
thousand
points 3
of troops, containing a
couple of cavalry wedges of about ten
knights each and a lot of infantry. I have
a vision in my head of how the army
should look on the battlefield —
skirmishing squires ranging ahead,
bastions of archers at the rear,
protected by halberdiers, and the units
of knights formed into wedges ready to
deliver the killer blow.

I haven’t put together an army list yet,
as this will develop as I play some
games and the history of the army
grows. What I am looking for is a body
of troops flexible enough for me to be
able to fiddle around with it from game
to game as I learn from my mistakes
and get a feeling of what works for me.

The next big choice was where to start.
With fifty pounds to blow I wanted to
get the maximum I could for my money
and, living in London, I knew that
Enfield was having a Grand Opening. A
quick trip on the tube, and with all the
3 for 2 offers, my fifty quid suddenly
multiplied to seventy-eight pounds
worth of soldiers. Here’s what I got...
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Models/Unit

BRETONNIAN ¢
Magie level § ORCERESS

6 KNIGHTS ERRANT
Moy s s b

et weapon,'lanee , barding,

unit contains musician and standard
e

unit containg rﬁusleian'al;&w:fandam

12 BOWMEN
Hand weapons and bows

12 BOWMEN
Hand weapons and bows

| 3 Knight Errant blisters
1 Knight Errant Champion blister
1 Knight Errant standard bearer blister

| 1 Knight Esrant musician blister

4 Mounted Squires blisters

| Mounted Squires standard bearer blister
| 1 Mounted Squires musician blister

7 Brctonnian Archer box scts
S Bretonnian Archer blisters

1 Brctonnian Sorceress
TOTAL COST
Total paid at a grand opening
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HERE IS RICHARDS COMPLETE WOOD ELF ARMY LIST
(THE GUARDIANS OF THE WOODS)

| ‘Models/Usit M|ws[BS| S | T|W/|1[A|Ld|Sue Notes
| WOODELFGENERAL |5 |7|7|4|4|3|9|4|10| 4+ | Bow of Loren
Shield, hand weapon Armour of Protection
| Crown of Command
| MASTER MAGE S|4|4|44|3(8|2|8]| 3¢ |GoldenCrownof Alirazar,
e combay | Hand weapon Dispel Magic scroll, Skull staff
gomg to
25 mon S gaTTLE STANDARD OF
| devious | ATHEL LOREN 95059 3(1,7|2|8| 5 |Dread Banner
- | Light armour, shield,
These are | hand weapon
s WOOD ELF HERO 5|6|6|4|4|2|8|3|9|4+ | Armour of Fortune
1r;gludr§g ! ij Long bow, shield Bone Blade
o unis {0 | MAGECHAMPION (54 |4 (4|42 |7 | 1|8 6+ | Jade Amuier
. S*‘:;’iﬁﬁ War hawk, hand weapon Staff of Flaming Death
Tt | MAse 5|4(4(3(4[1(7]1|8) 6+ |ParryingBlade
‘-ptlﬁré;h o @ Elven steed, hand weapon
g | 17 ARCHERS 5/ 4(4(3|3|1(6| 1|8 |none |Unitincludes
£ magical ~ | Kand weapon, long Bow musician and standard,
- | Banner of Sorcery
o | 17 ARCHERS 514 4 3/1/6| 1|8 none |Unitincludes
«d a force | Hand weapon, long Bow mugsician and standard,
2 tpigg - Valourous Standard
nomeyn B | 5 GLADE RIDERS 54433/ 1[7]1]8] 2+ |Unitincludes standard,
ail Order | Shield, light armour, Standard of Shielding
htee i | Elven steed, barding,
viage on | hand weapon, lance
. I then g =
f;ﬁfﬂ“ 5 WARHAWKS RIDERS |5 | 5 | 4 3(1(7|1/8| 4
e B | WARHAWK 2 4| - 319517
ymething Shieid, light armour,
oot Y wears
u ill
oy (i 1 CHAMPION 5|5(5(4|3|1|7|2|8 none | Hail of Doom Arrow
1 Troll). Long bow, hand weapon |
9 SCouUT 95(9|9 3/1(6|1]8 none | Unitincludes
Long bow, hand weapon musician and standard
| 6 waRDANCERS 5/5(5(3|3|1/6[1]8]6+
| Two hand weapons
- 6 WAYWATCHERS 919|9 3/1(6|1|8  none
% Long bow, hand weapon
i v _
4 $ DRYADS 5 3 4|2 4 8| 5t
- TREEMAN 6|8|3 706 49| 5+

47




.GOLDEN DEMON;
WINNERS 1997

Golden Demon is Games Workshop’s painting competition, beld each year
as part of Games Day - the premier GW gaming event of the year. Literally
thousands and thousands of entries were booked in on the day and placed
on display for all to see. It was then up to the judges to somebow pick the
winners of each category and choose an overall champion. This was
obviously an extremely difficult process, especially when the overall
standard of painting and modelling was so bigh. The next few pages will
give you a glimpse of this year’s

excellent winning entries, but our

thanks go to everyone who entered

for making it a memorable Golden

Demon competition.

W Dave Andrews casts an appreciative
eye over some of the entries.
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A victorious Adrian Wink —
the 1997 Champion — holds
aloft the 1997 Golden
Demon Slayer Sword.

Adrian is quite obuviously a bighly skilled painter. For those of
you with long memories you may perbaps bave seen some of bis
work featured before in White Dwarf magazine. The exquisite
painting and skilled modelling of this Orc Warlord on a boar

stunned the judges as soon as they set eyes on it. Look out for
more from Adrian in future issues of White Dwarf.




Michael Jacobsen’s
amazing model wqs
inspired by an early
Jobn Blanche painting,
Michael has gone to
extraordinary lengths to
make this model. For g
start, the ship itself is
entirely scratch built
from plywood and
stripwood. The sails and
flags were made from q
cut up beer can (or was
that two? Cheers!) ratber
than paper.

L

The portholes are a quite ingenious piece of model
making. Michael used some plastic shields and cut
away the centres leaving just the rims. He then glued
on some transparent plastic, cut from blister packs,
which was beated up and bent outwards.
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Mark Leake

1st place Battle Scene

Lizardmen ambush Dark EIf Scouts who
are capturing Cold Ones under the Black
Spine Mountains

Mark, ex-Games Workshop °Eavy Metal
Dainter, is Dark Elf mad and bas a sizable
army. He's always wanted Dark EIf Scouts,
Dparticularly after reading a story in the
Warbammer Baitle Book about them. Mark
decided to make a Battle Scene based on the
story and sculpted and converted nearly all
the miniatures. It took about two and a balf
weeks to make in bis spare time.
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¢liff Kendall
y nd place Battle Scene

“eath of the Dragon’

—

The river and slime are made from PVA and the rocks
\hemselves are made around a base of 40 empty paint pots!




STAND FAST
X AND DIE LIKE GUARDSMEN

(&

Kevan spent untold
bours on this powerful
battle scene. As well as
the buddle of valiant
Mordian Iron
Guardsmen, the
Leman Russ bas been
extensively converted.
The battle damage is
very authentic as
Kevan used
Dphotographic reference
of wrecked tanks from
World War II to get the
right look.
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awﬁwl the. mmm mw 5 i
Jor them. Just take a look at the detail on
eqch mintature - :mmmrmrbany
decided be wanted the leader to be Bjorn
the Fell handed before be was encased in
his anclent Dreadnought armour.




. YOUNG BLOODS
COMPETITION 1997

The popular Young Bloods competition is
separate to the rest of Golden Demon and
allows the under 14s to show what they can
do. Over the last few years entries to the
Young Bloods bhave been restricted to plastic
miniatures only, but this year we decided to
allow metal miniatures as well. Laurie's is
Just such an entry, I'm sure we’ll be seeing
more from bim in future Golden Demon
competitions.
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Jobn Cook

1st place Epic Battle Force
Ork army — Ghazghkull Thraka
with Gargant support
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Mark Harrison
1st place Necromunda Gang

Michael Jacobsen

2nd place Necromunda Gang
Escher gang ‘The Mean Babes’




..and get our fvorite magazine
delivered straight to your
front door every month!

White Dwarf is a “must read” for anyone with an interest in
the Games Workshop hobby. This is quite simply because it
contains all the details you could possibly want to know
about all of our favourite games! This invaluable monthly
guide showcases all of the brilliant new miniatures
released form the smouldering Citadel forges. Each issue
brings bitter struggles in the form of battle reports along with
tactics, tips and ideas. So if you can’t stand the thought of
not being able to catch up on all the latest news, releases
and rules each month you really need a White Dwarf
subscription so check out our great offers!

12 1SSUE DEAL

Take a one year White pwarf subscription and get

PRICES 24 1SSUE DEAL

Take a m% ;f‘esaé ngt:abowa‘r‘f subsuri%ﬂon and get
- any itadel boxed set worth up to
Jor 3 year (1§1'-?§;%s) 5995 absolutely FREE!

Australia: $120.00

Overseas:
for 1 year (12 issues)

Australla: $230.00 WHITE DWARNE SUBRSCAIPTION HOTLINE

| F25= | (02) 9829 6111 |

= R
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SSACRE AT
B0 TOOF RIVER

By Andy Sharman
One of the star attractions of Games Day 97 was the colossa]

‘Massacre at Big Toof River’ display. This massive undertaking depicts
the annihilation of a huge Imperial Guard army by the vast horde of
Warlord Bullgarg and his Bloody Hand Orks. Thousands of hours of
work went into this display, which had Games Workshop staff from
across the world contributing to make this one of the most stunning
dioramas ever. Andy Sharman tells us all about it...

As | dug into the murky depths of Games Workshop’s
Imperial archives, | uncovered the long lost history of how
this massive display came about. | headed straight for the
top and spoke with the man who first had the vision, Sales
Director John Stallard. “Because Gorkamorka had just
been released, we were all on one huge Waaaaagh!
Games Day was coming up fast and ideas for new, bigger,
better Mega-displays began to surface.”

He wanted to show that Gorkamorka is not the only place
in the Warhammer 40,000 universe infested by Orks so
he thought of doing a display with Orks (lots and lots of
Orks) versus the hated '‘Oomans of the Imperial Guard.
With this basic idea in his head, John went off to talk with
Fabricator General Paul Robins and Factory Manager
Lloyd Morgan. Between the three of them, they decided
that a display of this size and magnitude should always
depict a event with an epic under-lying story — and the

FORCE GLIENE

=2

RULT OF
SPEED

BOARBOYZ

i e —— T T
f

SETTLEMENT

MOS8 HEADING FOR THE
PRAETORIAN XXIU

SHANTY TOWN

FORCE KAZ-TER

MOS8 HEADING FOR
3RD DETACHMENT

Massacre at Big Toof River is no exception.

The first concepts started with the Imperial force trying to
stop the Orks from building a Gargant. Then the idea of a
large encampment came up (so the huge fortress was
born and created with the help of Paul Cross, Colin
Grayson, John Manders, Danny Waples, Mick Wheatley,
Darall Ballam, Daren Parr and Anthony Epworth, all who
work for Games Workshop making master moulds), and
maybe a last stand, with hordes of Orks encircling a
company of guardsmen (the Praetorian XXIV’s last stand
against the Kult of speed). At the same time, lurking in the
back of everybody’s minds, were images of the Little Big
Horn and Rourke’s Drift (“Orks sir, thousands of ‘em”).
Many parts of Massacre at Big Toof River were moulded
around these evocative ideas.

Well, enough background — let’s have a look at what got
everybody so excited...

GARGANTS AND

STORMBOYZ o ATTLE FORTRESSES

e

FORCE TER-A

ORK FIGHTA-BOMMERZ




The guys (Paul, Daren, Colin, John, Danny, Mick, Darail and
Anthony) from the Games Workshop factory’s master mould room
really out did themselves this year, constructing this massive Ork
fortress out of wood, card, and anything else they could get their
hands on. It took over 200 man-hours to build, from the card mock-
up to the final wood cut version, with no problems at all (how very
un-Orky).

The thousands of Ork Boyz came from all over the country,
tirelessly painted up by Games Workshop’s retail staff.

ABOVE: Gary Pearson (GW Head office) made
the assault course and brilliant crashed
Thunderhawk gunship which litters the front of
the Ork fortress. Look out for Gary’s craters,
which he burnt out with a blow torch all over the
battle field.

LEFT: En masse, the huge Ork mob pushes it
way through the massive, iron gates (Well,
Necromunda plastic bulk heads and card, as |
was told by Colin Grayson in the mould room)
on its way to smash the Imperial Guard.
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The Praetorian XXIV Imperial Guard regiment was one of the
hot topics at Games Day "87. So many of you asked where and
how you could get your hands on them, we decide to release
them as a special limited boxed set. Citadel designers Michael
and Alan Perry re-modelled the Mordian Iron Guard turning
them into the Praetorian XXIV specially for Big Toof River.

These models generated so much excitement, we’'ve since had
to release them as a limited edition boxed set

THE PRAETORIANS LAST STAND

|
~ | in a hail of melta fire.

The Praetorian Imperial Guarg
and hundreds of Ork war
buggies painted by our retail
staff really caught
everybody’s eye. The pictures
here shows the vast Ork
horde crossing the river and

F88 the Kult of Speed closing in

for the kill, as the guardsmen
prepare to sell their lives

| dearly.

| A small part of Force Gliene
"l (Cadian Shock Troops and
4 Ratling Snipers) hold up in
| one of the Daren Parr scratch-

built buildings, as the Kult of
Speed destroy their Chimera




fred Reed (GW stores)
helped the Imperial force
along, by providing anti-
aircraft fire with two of his
marvellous, scratch-built
Hydra flak tanks, and
ground support with a
recovery vehicle and bridge
layer support vehicle.

Richard Steadman (from our
Poole store) and Gosep
Virgés (from the Games
Workshop Spanish Studio)
felt that the Orks needed
some air power, so they
made four very cool Ork
Fighta Bommerz (see below.)

Below, leading the vast 3rd Tank Detachment
was this mammoth, hand-made Baneblade
super-heavy tank. Noel Dyer from Games
Workshop Canada spent 6 weeks bringing this
incredible tank to life, which was one of the
centre points of the Imperial Guard army.
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1? ) With indomitable vigour, Commissar Bone (in

A o his personal Leman Russ battle tank) leads
the remains of the 3rd Tank Regiment in a
suicidal charge into the Ork battle line. This
excellent model was sent by Chris Bone all the
way from France.

A huge mob of Stormboyz blasts off over the hills and
river, straight into the fleeing Tallarn Rough Riders. This
regiment of Stormboyz was modelled and painted for
Games Day ’97 by Gerrit Janssen, Igor Schiminsky,
Christian Lonsing, Jens Geffert, Maik Khnopf, Knut
Bochnert, Lars Kettler, Marcus Rauchfub, Heiko Bicnge,
Thomas Brininghans, Stefan Pfuhhler, Peter
Gegenheimer and all the rest from the German GW Mail
Order and Studio departments.

This huge display can only really be fully
appreciated close up. So why not come
down to the museum in our new Lenton
) head office to see all the
BF% mega-displays. On show are

J THE MASSACRE AT BIG
TOOF RIVER, PLAINS
OF ANTOCH and the
entire ULTRAMARINES
SPACE MARINE CHAPTER.
Phone (0115) 9168410 for

' details.




AUSTRALASIAN STORE

NEW SOUTH
WALES

Games Night: Thursday

CHATSWOOD: Shop 447A
Westfield Shoppingtown
Chatswood NSW 2067
Phone: (02) 9415 3968

CASTLE HILL: Shop 495
Castle Towers
Castle Hill NSW 2154
Phone: (02) 9899 8188

MIRANDA: Shop 1048a
Westfield Shoppingtown
Miranda NSW 2228
Phone: (02) 9526 1966

NEWCASTLE: 197 Hunter Street
Newcastle NSW 2300
Phone: (049) 262 311

SYDNEY: Shop GO5
City Centre Mall
(Pitt Street entrance) Market Street
Sydney NSW 2000
Phone: (02) 9267 6020

AUSTRALIAN
CAPITAL
TERRITORY

Games Night: Friday

BELCONNEN: Shop 128A
Westfield Shoppingtown
Belconnen ACT 2617
Phone: (06) 253 4747

SOUTH
AUSTRALIA

Games Night: Friday
ADELAIDE: Shop 25
Citi Centre Arcade

145 Rundle Mall'
Adelaide SA 5000
Phone: (08) 8232 7611

Games Night: Thursday

MARION: Shop 2048
Westfield Shoppingtown Marion
Oaklands Park SA 5046
Phone: (08) 8298 2811

VICTORIA

Games Night: Friday

GREENSBOROUGH:
Shop 3.19, Level 3
Greensborough Plaza
Greensborough VIC 3088
Phone: (03) 9432 2244

MELBOURNE: Shop G5/6
Centrepoint Mall
283-297 Bourke Street
Melbourne VIC 3000
Phone: (03) 9654 7700

RINGWOOD: Shop L44
Eastlands Shopping Centre
Ringwood VIC 3134
Phone: (03) 987€ 0099

NEW ZEALAND
Games Night: Friday

AUCKLAND:
Shop 4, 280 Queen Street

Auckland NEW ZEALAND

QUEENSLAND |
Games Night: Friday
* BRISBANE: Shop B8 '

Queen Adelaide Building
Queen Street Mall
Brisbane QLD 7000




10% OFF 25% OFF 25% OFF

QAMES WORKSHOP OR QAMES WORKSHOP OR - GAMES WORKSHOPOR
CITADEL PRODUCTS*, CITADEL PRODUCTS*. . - CITADEL PRODUCTS*. |

GRAND OPENING‘

FRIDAY 27TH AND SATURDAY 28TH FEBRUAR) -

Doors open 9am Friday & 9am Saturday

SHOP 2048 WESTFIELD SHOPPINGTOWN MARION
- OAKLANDS PARK SA 5046

PHONE: (08) 9232 76ll

On Friday the 27th and Saturday the 28th of February,
we’re going insane giving you great deals and exclusive
GIVEAWAYS at our MARION GRAND OPENING.

477 Rieneoninr gl ONLY
Jof Tt $175.00

WARHAMMER MAQGIC
‘ plus any ARMY BOOK

v Rl ony
EECTTI CU $150.00

o4 EPIC “lm us an
] EPIC PLASTIC Bo)'(“ss-r p‘l'us ONLY

Normai price up to s14s.as [EARLVKIY

Redeemable at Games Redeemable at Games Redeemable at Games

Workshop Greensborough Workshop Greensborough Workshop Greensborough
25th & 26th October 1997 25th & 26th October 1997 25th & 26th October 1997

ONLY ONE VOUCHER

PER PRODUCT. NOT - ONLY ONE VOUCHER PER PRODUCT. NOT ONLY ONE YOUCHER PER PRODUCT. NOT

- NOWYI ONINIJO (INVHD

t - Box Sets do
ot include Boxed
| Games or Game

Supplements.

None of the
vouchers on
this page may
be used in
combination with
any other offer.
All prices
subject to change
without notice

i Games Workshop Ltd
1997, All rights-reserved.
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All of these 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! Those stockists that are
marked in biue carry a range of Epic 40,000 miniatures.

NEW SOUTH WALES

Albury
Albury
Armidale
Asquith

Bankstown

Bathurst

Mind Games (02) 6041 6719
Yoy Kingdom (02) 6021 1564
Toyworld (02) 6772 6261
Asquith Model Railways
(02) 9482 3242

Punchbowl Hobby Centre
(02) 9709 5082

Toy Kingdom (02) 8332 5368

Batemans Bay Toyworld (02) 4472 5673

Bega
Bowral
Bowral
Braidwood

Broken Hill
Brookvaie
Byron Bay
Campbelitown
Camden
Castle Hilt
Cassnock
Charlestown
Cobar

Coffs Harbour
Googee

Cooma
Cowra
Dapto

Dee Why
Dee Why
Double Bay
Drummoyne
Eastwood
Engadine
Forbes
Gilen Innes

Goulburn
Hurstville
Inverell
Kotara

Toy Kingdom (02) 6492 3028

Lift Off (02) 4862 2838

Toyworld (02) 4861 2038
Braidwood Newsagency

(02) 4842 2410

Toyworld (02) 8087 9333

Toyworld (02) 9938 6533

Sunrise Hobbies (02) 6685 8922
Megohm (02) 4628 8224

Toyworld (02) 4655 8383

Hobbies in the Hills (02) 9899 5207
Toyworld (02) 4990 4772

The Games Shop (02) 4947 8848
Toyworld (02) 6836 2877

Toyworld (02) 6652 7898

1Q Toys, Gifts & Gadgets

(02) 9315 8995

Cooma Toyworld (02) 6452 1764
Toyworld (02) 6342 1415

Toy Kingdom (02) 4262 2890
Spectre Bark Games (02) 9971 6097
Wings’n’Things (02) 9971 1977
Toy Kingdom (02) 9327 7558
Sydney Hobbies (02) 9819 6784
Lift Off (02) 9874 9075

Ace Discount Toys (02) 9520 7904
Toy Hollow (068) 511 621

Carelles Young World (02) 6732 1997

Toyworld (02) 4821 2333

Arcadia Unbound (02) 9585 1489 °
New England Hobbies (02) 6722 5661
The Games Shop (02) 4957 1157

Lakes Haven
Lismore
Lismore
Lithgow
Liverpool
Maclean

Macksville
Maitland
Merrylands
Mona Vale
Mudgee
Newcastle
Nowra
Orange

Parramatta
Penrlth

Port Macquarle
Fort Macquarie
Richmond
Riverstone

Sanctuary Point

Sydney
Sydney
Sydney

Tamworth

Taree
Toongabbie
Tumut
Turramurra
Tweed Heads
Ulladulla
Wagga

Wallacia
Wollongong
Woy Woy

Uncle Pete’s Toys (02) 4392 7808
North Coast Hobbles (02) 6621 3168
Toy Kingdom (02) 6621 3473
Toyworld (02) 6351 3872
Phantom Zone (02) 9601 2622
Maclean's Cards Are Us

(02) 6645 3866

Toyworld (02) 6568 1594
Toyworld (02) 4933 5034

Angus & Robertson (02) 9637 6430
Toyworld (02) 9997 1915

Expreas Hobbies (02) 86372 377¢
Frontline Hobbles (02) 4929 1140
Uncle Pete's Toys (02) 4421 0962
Parkers Toy Kingdom

(02) 6362 1486

Tin Soldier (02) 9589 3522

Tin Soldier (02) 4731 4623

Port World of Models (02) 6564 1223
Toyworld (02) 6584 0322

Toy Barn (02) 4578 1264
Riverstone Stationery,

Hobby and Music (02) 9838 1108
Sanctuary Point Bargains

(02) 4443 0085

Atlantis Gaming (02) 9264 5615
Games Paradise (02) 9267 2069
Tin Soidler (02) 9231 5658
Angus and Robertson

(02) 6766 4454

Mal’s Toy Shop (02) 6551 363
Raven’s Nest (02) 9769 0621
Toyworld (02) 6947 1438
Hobbies in the North (02) 9144 7663
Toyworld (02) 7552 45090
Toyworld (02) 4455 2764

Logical Choice Games

(02) 6921 5505

Feelin’ Crafty (02) 4773 9194

Tin Soldier (02) 4229 4534

Book Exchange (02) 4344 6206




Aspley Hobbyrama (07) 3263 8122
Brisbane Ace Comics & Games (07) 3229 5197
Brisbane Comlcs Etc (07) 5229 4448
Brisbane Nothing But Games (07) 3847 4999
Brisbane Napoleons Miiltary Bookshop

(07) 3229 1903
Broadbeach Gameatron (075) 538 1711
Bundaberg Hobby World (071) 527 286
Bundaberg Toyworld (071) 512 326

Caims Calms Hobby Centre (070) 512 676
Cairns Toyworld (070) 314 265

Capella Here Be Dragons (079) 849 447
Carindale Toyworld (07) 3398 2360

Esk Esk Toys & Hobbies (07) 5424 2505
Gladstone Toyworld (079) 724405

Gympie Toyworld (07) 5482 5485

Hervey Bay  Toy Kingdom (071) 245 644
Innisfail Melicks Toyworld (070) 612 477

. Ipswich Angus and Robertson (07) 3281 6920
Ipswich CJ Vogler & Son (07) 3281 1440
Macksy Games Room (079) 578 055

Maryborough Toyworld (071) 224 411
Mt, Gravait Hobby One (07) 3343 8655
Mt Isa P+R Electrical Servicing (077) 433 354

-’f’-

AUSTRALIAN
CAPITAL TERRITORY

Canbetta  Logical Cholce Games (02) 6248 7722
Tuggeranong Toy Kingdom (02) 6284 8844
Tuggeranong Toyworld (02) 6293 1532

‘Woden The Games Cupboard (02) 6282 4757

NORTHERN TERRITORY

Alice Springs Toyworld (08) 8952 7723
Caguarine. Comies NT (08) 8945 5655
Casuarina Enchanted Worlds (08) 8945 5544
Palmerston Comics NT (08) 8932 7614

TASMANIA
Burnie Toyworld (03) 6431 7244
Devenport Toyworld (03) 6424 8622
Hobart Ellison Hawker(03) 6231 0271
Hobart Let’s Play Games (03) 6234 2530

Launceston  Birchalls (03) 313 011

QUEENSLAND

Moranbah Computer Centre (079) 418 822
Nambour Toy Kingdom (07) 5441 1669
Noosa Toyworld (07) 5474 1511
North Rockhampton

Toyworld (079) 213 121

Pialba Hervey Bay Toyworld (071) 245 945
Redcliffe Toyworld (073) 284 2981

Robina Toyworid (07) 5578 7588
Rockhampion Capricorn Modelhouse (079) 221 507
Roma Toyworld (076) 221 084

Salisbury Wargames Warehotise (07) 3216 6498
Sarina Sarina Hobbies & Books

(079) 431 438
Southport Toyworld (07) 5591 6255
Strathpine Dragons Keep (07) 3889 6566
Sunnybank  Card Caphtaf (07) 3216 9599
The Grange  The Emperor’slLegions (07) 3856 4639
Toombul Toyworld (07) 3260 5666
Toowoomba  Toyworld (076) 391 705
Toowoomba  Mack Campbells (076) 382 030
Townsville Fun and Games (077) 716 473
Townsville Games Exchange (077) 254 661
Townsville Toyworld (077) 790 277
Warwick Toyworld (076) 611 144

SOUTH AUSTRALIA

Adelaide Military Hobbles (08) 8231 4772
Blair Athol Hobby Habitat (08) 8349 6242
Elizabeth Toyworld (08) 8287 0900
Inglefarm Toyworld (08) 8264 5650
Millicent Toy Kingdom (08) 8733 3500
Morphett Vale Model Mania (08) 8382 4957

Morpheit Vale The Wargamere Supply Line
(08) 8382 6722

Mt. Gambier Tunza Games (08) 8872 5499
Port Lincoln  Toy Kingdom (08) 8582 1858
Salisbury Card Arena (08) 8281 9515

Stirling Oak Plaza Newsagent and Toys
(08) 8339 2699
Whyalla Steve’s Hobby & Model Supplies

(08) 8644 1488




Bairnsdale
Bairnsdale
Ballarat
Ballarat
Belgrave

Bendigo
Box Hill

Box Hill
Brighton

Castiemaine
Chadstone
Croydon
Dandenong
Dandenong
Doncaster
Echuca
Eltham
Frankston
Frankston
Geelong

Albany
Belmont
Boulder
Booragoon
Broome
Bunbury
Bunbury
Cannington
Claremont
Esperance
Fremantle
Fremantie

Geraldton
Hillarys
Innaloo
Joondalup

Geelong West

Toy Kingdom (03) 5772 1719
Toy Kingdom (03) 5152 6506
Toyworld (03) 5152 3369
Model World (03) 5331 1642
Toy Kingdom (03) 5331 1483
Toyworld (03) 9752 5200
Bendigo Sports and Hobbles
(03} 5443 5086

Metropolitan Model & Hobby Centre
(03) 9890 1144

Mind Games (03) 9890 1139
Dendy Games

(03) 9591 0422

Hobby Castle (03) 5470 6233
Games World (03) 9568 8002
Mind Bogglers (03) 9723 2293
Drifters (03) 9794 5540
Games World (03) 9793 9955
Bames Shop (03) 9848 9180
Toy Kingdom (03) 5482 2172
Toyworld (03) 9439 9162
Drifters (03) 9783 6622

Mind Games (03) 9783 8330
Mind Games (03) 5222 2133
Tates Toy Kingdom (03) 5222 4201

WESTERN AUSTRALIA

Toyworld (08) 9842 2122
Games World (08) 9479 4707
The Hobby Shop (08) 9093 3536
Games World (08) 9316 0330

Yuen Wing Siore (08) 9192 1267
Games World (08) 9721 8487
Younge Bookshop (08) 9721 5004
Games World (08) 9351 8426
Claremont Toyworld (08) 9385 1220
Toyworld (08) 9071 2504

Toyworld (08) 9335 3396
Intergalactic Trading Zone

(08) 9430 6817

Town Towers Toys (08) 9964 5446
Toyworld (08) 9402 5044
Toyworld (08) 9445 2575
Games World (08) 9300 3503

VICTORIA

Greensborough Games World (03) 9434 7733

Horsham
Hamilton

Hawthorn
Kyneton
Leomgatha

Malvern
Melbourne
Mildura

Moonee Ponds
Moorabbin
Mornington

Portland
Seymour
Shepparton
Traralgon
Traralgon
Wangaratta
Warragul
Wenibee
Wonthaggi

Kalgoorlie
Kalgoorlie
Karinyup
Katanning
Mandurah
Mandurah
Morley
Mundaring
Narrogin
Northam
Perth
Perth
Rockingham
Subiaco
Willetton

Toy Kingdom (03) 5381 1923
Milton Thomas Toytown

(03) 5572 5005

Mind Games (03) 9818 8593
Toyworld (03) 5422 1925

Hawley’s His & Hers

Hobbies (03) 5662 4448

Wiind Games (03) 9509 3174

Mind Gamss (03) 8663 4603

Bee Wise Toy Kingdom -

(03) 5022 1970

Emanuels Toyworld (03) 9370 3206
Hittary Shmulations (03) 9555 8886
The Pied Piper Toys & Hobbies
(03) 5976 2242

Tunza Games (03) 5521 8077
Toyworld (03) 5792 3122
Toyworld (03) 5831 2835 .

Toy Kingdom (03) 5174 1817
Toyworld (03) 5174 2088

Toy Kingdom (03) 5722 2362
Toy Kingdom (03) 5623 1746
Futurlstlc Games (03) 9742 44983
Toy Kingdom (03) 5672 3767

Games World (08) 9091 7475
Toyworld (08) 9021 2041
Games World (08) 9244 1159
Toyworld (08) 9821 2141
Mandurah Toyworld (08) 9535 3184
Games World (08) 9535 3528
Games World (08) 9375 3751
Hobby Centre (08) 9295 6466
Toyworld (08) 9881 2162

Northam Toyworld (08) 9622 1630
Games World (08) 9324 1000
Tactles (08) 9325 7081
Games World (08) 9592 5442
Toyworld (08) 9388 1575
Discount Hobby Suplies

(08) 93543019

SNV SISINI0LS NVITvELSAL




S AU

Coming soon to a store near
you, we are proud to present
the Games Workshop | &
Battletours. Games Workshop | %
ladz are going around the | &
country this month to bring you |
exciting games of Warhammer, | [
Warhammer 40,000 and :
Gorkamorka, painting
competitions, and some rare
artefacts from the long hidden
vaults of the Black Library. Miss
these events if you dare! Look
out for future events.
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PAINTING
COMPETITION

Ever wanted to enter a
Games Workshop painting
competition? Yes? Well now’s
your chance to show off your
superbly painted Citadel
miniatures. Bring along your

best models to these Battletour | =
days and enter Check with |
your local Battletour store for
details before the day.

* Saturday 14th February
HOBBY WORLD
Bundaberg (071) 527 286

¢ Saturday 7th February
GAMEATRON
Broadbeach (075) 538 1711
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THE BLACK LIBRARY
Direct from the vaults of the most secret of
places, we have been able to procure for
your viewing a full-scale Space Marine
Helmet, as well as a Warhammer 40,000
scale Thunderhawk Gunship!
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Stockists marked in biue
carry a full range of Epic 40,000

AB’s Models & Hobbies
554 Teatatu Road

Teatatu Peninsula

Auckland (09) 834 2440
Cagneys Toyworld & Sports
102 Gordon Road

Mosgiel (03) 489 6891

Comics Compulsion
181 Manchester Lane
Christchurch (03) 358 5593

Conway’s Paper Plus & Toyworld
186 High Street
Rangiora (03) 313 7812

Frankton Models

72 Kent Street
Hamilton (07) 847 5292

Headquarters Hobbies
Centrepoint Mall
Blenheim (03) 578 1458

Heroes For Sals
11 Totara Aventie

* New Lynn (09) 827 2670

Hobdays Cycles & Toyworld
1067 Colombo Street
Chnstchurch (03) 366 9502

Home Entertainment Centre
West -Plaza

96 Grey Street

Tauranga (07) 578 6239

J & N Gifts &Hobbies
106 Main Street
Upper Hutt (04) 528 3456

Kapiti Games & Models

Shop 218A Coastlands
Shoppingtown

Paraparaumu, Raumati (04) 298
8025

Mark One
33 Dee Strest
Invercargili (03) 218 4314

Mgk One

142 Heretaunga Straet

East Hastings (06) 878 7987
Mark One

551 Vicloria Straet

Hamilton (07) 839 3728
Mark One

124 Dalton Street

Napier (06} 835 2328

Mark Gno

20 The Square
Palmeyston North (08) 356 6779
Mark Gna

301 Titenelda Street
Rotorua (07) 3438 5899
Mark One

183 Victoria Avenuo
Wanganul (06) 347 7391
One Stop Models

25 Vine Street -
Whangarel (09) 438 8778

Outer Limit: .

56-60 Davon Street West
New Plymouth (08) 757 4655
Pendragrn

Lt 1 Countiy Wide Bank Centre
280 Quesn Strest

Auckiand (09) 303 2321

Pendragon
Shop 2/18 Manners Sireet
Wellington (051) 801 8088

Peruiragon (laimes

86 Saint Andrews Street
Dunedin (08) 477 5878

Point Chevalier Lotto & Post
1197-1205 Great North Road
Point Chevalier Plaza
Auckland (09) 846 3949

Sciascia Books & Souvenirs
198 Oxford Street
Levin (06) 368 6891

Small World Models &
Collectables

134 Lower Stuart Street
Dunedin (03) 477 6060

Toyworld

71 Clyde Road

Browns Bay

Auckland (09) 478 9464

Toyworld

79 Mackay Street
Greymouth (03) 768 5758
Toyworld

225 High Street

Hawera (06) 278 4926

Toyworld
254 Trafalgar Street
Nelson (03) 548 0959

Toyworld

Shop 156 Manukau City Centre
Amersham Way entrance
Manukau City (09) 263 4175

Toyworld

Shop 56 Hunters Plaza
Great South Road
Papatostos (09) 277 5925

Toyworld
91 King Street
Pukekohe (09) 238 5853

Toyworld

245 Selwyn Street
Timaru (03) 684 8540
Toyworld

Broadway Stratford
Toranaki (06) 765 6687
Toyworld

Pacific*Plaza
Whangaparaoa

(09) 424 4515

Noveiiies & Collectables

Shop 26, Takapiina Village
Huron Street, Takapuna

(09) 478 0503
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involving huge columns of tanks,

massed infantry, flier squadrons
and titanic war machines allows
players not just to refight battles but
whole wars.

Epic 40,000’s potential as a game

Warwick (inspired by the background
material in Codex Tyranids) has put
together an example of what is
possible with a bit of imagination.
What follows are three scenarios that
chronicle the devastating advance of
Tyranid Hive Fleet Kraken. Obviously a
lot more went on in the war to halt it's
advance but you can add more
scenarios yourselves can’t you?

RADNAR
HIVE WORID,
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“ ICHAR IV
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h __THE COMING OF THE
. GREAT DEVOURER

by Warwick Kinrade

p

Lord Commander Ralshap was looking at his worst nightmare. The holo pit was
Jfilled with a sector map of the Eastern Fringe. Threads and dots of light
marked out the sub-sectors, icons wavered in the positions of worlds of primary,
secondary and tertiary magnitude, The Imperium controlled systems were
scattered across the void like jewels on sumptuous black velvet. This much was
familiar, this he had seen almost unchanged every day of his sixty years service.

Now the harsh red tendrils of alien incursion showed everywhere. They snaked
inwards from the edge of known space, here bypassing worlds, there coiling about
them in a strangling grip. In truth most of the reports were weeks or months out
of date. As the alien hive fleets closed in on a system, all communication ceased,
the surging energies of the Immaterium whipped into impenetrable storms which
blocked Astropathic contact and placed nearby ships in grave danger. And there
were so many ships; luggers, barques, warships, galleons, liners, merchanis of all
kinds, all carrving refugees fleeing the alien fleets in their tens of thousands.

It was difficult to conceive of fighting on such a scale; whole worlds battling fer
survival, entire populations teetering on the brink of extinction, not just at a few
critical points but across whole sectors. At the furthest edge of known space were
the blank white icons of systems believed entirely lost. If the Inquisitor was right,
these had been stripped down to their bedrock by the insatiable hunger of the
alien swarms. Reporis indicated that the aliens were attacking everything in their
path, even other aliens. The Eldar Craftworld in subsector US/1304/231.091 was
alleged to be under attack and its survival had been deemed unlikely.

Already the Imperial war machine was in motion. Imperial Guard regiments were
being gathered and armed, Space Marine Chapters were already committing
themselves to the fighting. Every world in the path of Hivefleet Kraken wes
turning itself into a fortress. The ripples of alarm should have reached even
Ancient Terra by now and in perhaps a year the response of the High Lords would
arrive. For now the battle would have to be fought with every gun, ship, blade ar.i
rock at hand.

./
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CRAFT WORLD
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DEFENCE OF THE
[YANDEN CRAFTWORLD

he Avatar had risen. The Seers predicted only doom and despair.

Iyanden craftworld stood at the crossroads between existence and
extinction. In the shrines of the Exarchs ancient weapons were
readied, the Wraithbone sang of death. War had come to Iyanden and
defeat would mean destruction.

Hive Fleet Kraken had descended upon the Iyanden Craftworld.
Despite the brave efforts of her Wraithship fleets the Tyranid fleet had
reached the Craftworld and the Eldar fought for their very survival.
Mycetic spores began smashing through the delicate domes,
disgorging hordes of monsters into the Craftworld. Amongst the tall
and slender wraithbone towers and across their beautiful garden halls
the Eldar sought out every Tyranid creature. Tyranid swarms
rampaged through the Craftworld, killing everything they found. In
the great wilderness dome a fierce battle raged, Vypers soared high
into the sky above advancing Titans. The screams of Tyranid creatures
echoed before the advance of the warhost.

Before the Dome of Crystal Seers, Farseers and Warlocks stood sentry,
driving back the Tyranids with their witchblades and singing spears.
Powerful psychic blasts shook the wraithbone trees within as a Hive
Tyrant tried to force entry into the Eldar’s most sacred sanctum.
Deafened by the Hive Mind’s psychic scream the Warlocks were
helpless, and only the arrival of the Avatar prevented disaster. It threw
itself into the midst of the swarming bio-creatures. Slaying all before
it with great swings of its sword, the Avatar plunged the Wailing
Doom into the Hive Tyrant. Their link with the Hive Mind severed, the
Tyranids soon broke before the Eldar’s renewed psychic onslaught.

Battles raged through the corridors and domes for many weeks, for
Iyanden Craftworld is an enormous construct. The wilderness dome
alone would take days to traverse on foot, and the Eldar warhost
scoured every inch in search of the Tyranids. Only when the Tyranids
had been exterminated could the Eldar count the cost and mourn their
dead. Iyanden had paid a terrible toll for her survival: many domes lay
in ruins, her Wraithfleet was decimated, and in all, a full four-fifths of
her population had been sacrificed to the Great Devourer. Iyanden had
become a shadow of her former glory.

FORCES

The forces that took part in the battle for Iyanden are listed below. Feel
free to change the exact composition of the forces, or even pick your
own. The historical forces given here are for a 1,500 point battle, but
you should change this to suit your own collection of models.

The following special rules are used in this scenario: Objectives, Army
Morale, Fate Cards.

SET UP

1. For this battle it is probably simplest if you use your entire table as
part of the wilderness dome, and mark out one corner as the dome of
Crystal Seers.

Alternatively, to make the interior of the Craftworld you could use
sheets of white card cut into large circles for the domes. Overlay the
circles to create interlocking domes. One of the circles should be the
Dome of Crystal Seers, complete with wraithbone trees; another can
be a large wilderness dome full of hills, rivers and forests; another can

Here is an eyample
of i caming bourd

set up s part of the

Ivanden cralvworld,

habitation

be a habitation dome full of towers and buildings. You can make this
layout as large as you like. A nice touch would be to cover your table
in a black cloth before setting up the craftworld, to represent space
outside the domes.

2. The Eldar player places his objectives.

3. The Eldar and Tyranid players take turns to set up a detachment. Roll
a dice: the highest score goes first. Detachments may be placed
anywhere within the Craftworld. No units may be placed with 30cm of
an enemy unit that has already been set up.

OBJECTIVES

The Eldar player chooses 1 objective per 500 points of his force
(historically this would be 3). These may be chosen from Cleanse,
Rescue, Take & Hold or Capture. There are no restrictions on placing
these objectives except they must be further than 30c¢m from each other,
and no Eldar detachment may set up within 20cm of a Rescue, Capture
or Take & Hold objective.
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GAME LENGTH AND VICTORY CONDITIONS

The player that reduces the opposing player’s army morale to 0 first is
the winner. If this has not happened by the end of the 6th turn then it is
the player who has the most units in the dome of Crystal Seers that wins
the game.

Eldar of Iyanden Craftworld

Supreme Commander

Avatar, Body guard of 4 Wraithguard units
Supreme Commander

Farseer. Bodyguaid of 4 Aspect wartiors units,
all mclude a Warlock and an Exarch

Titan

1 Phantom Titan

Warhost

Farseer. 5 Aspect Wantor umis, 2 upgradad to heavy weapons
4 Dreadnought wnits. 2 Wrarihguard units.
Warheost

1 Jetbike command. 9 Jeibike units. 5 Vipers
Warhost

1 Aspect Warrior unit, with Exarch and Warlock.
1 Falcon 6 Guardian units. 3 Wave Serpents
Harlequins <
Great Harlequin. 4 Hatlequin units, -
2 mclude Death Jesters

Hive Fleet Kraken
Tyranid Swarm A f
1 Hive Tyrant, 5 Tyranid Warrior units. 2 . {
3 Assault Spawn. 2 Exocrines,

Tyranid Swarm

1 Hive Tyrant. 6 Tyranid Warrior units.
5 Termagant units. 2 Lictors. 2 Carnifexes. Zoanthtope. ™
Tyranid Swarm

2 Hive Tyrants. 4 Tyranid Warrior units.

4 Hormagaunt units. 2 Genestealer untis. Carmfex.
Mycetic Swarm

6 Tyranid Warrior units. 5 Termagant umts

5 Hormogaunt units. 2 Lictors. -
2 Genestealer units. N
Bio-Titan
Hierophant.




THE COMING OF THE GREAT DEVOURER

The Legio Astartes, Scythes of the Emperor, had been utterly
overwhelmed by Hive Fleet Kraken. Their homeworld of Sotha
lay directly in the Hive fleet’s path and after many savage battles had
been lost, stripped bare by the unending Tyranid swarms.

Most of the Chapter’s battle brothers were lost defending their
fortress monastery on Sotha, but not all. Chapter Master Thorcyra
led a successful break-out, and fell back to the Miral system.

But there was no escape from the tendrils of the Kraken and before
long the Tyranids had also reached Miral. Mycetic spores darkened
the skies above the tropical jungles of Miral Prime.

The Chapter’s temaining battle brothers, along with local Imperial
Guard regiments, became trapped on the deathworld of Miral Prime.
At a huge mesa of rock rising out of the jungle, known locally as the
Giant’s Coffin, the remaining Imperial forces prepared to make their
last stand. The Giant’s Coffin was a formidable natural fortress;
steep sides slowed down the attackers, and clefts in the rock
provided good firing positions for the defenders’ heavy weapons
teams. They would sell their lives dearly.

The jungle below came alive with monsters. Surrounded and
besieged, the defenders fought daily against the raging hordes of
bio-killers. From their vantage points they poured fire into the
Tyranid swarms. Wave after wave came on, but always the tide was
turned, and with each new day the Tyranids attacked again. Thorcyra
knew there could be no retreat and there would be no
reinforcements. His men were on their own. The Chapter Master did
not expect a rescue, only a hero’s death for each of his brothers, in
the name of the Emperor.

To this date Imperial forces have been unable to reach the Miral
system, and there has been no communication with the Scythes of
the Emperor since the destruction of Sotha. The fate of those trapped
at the Giant’s Coffin remains unknown to the Administratum.

FORCES

The forces which fought the last stand are listed below. This battle
represents one Tyranid attack against the defenders’ position. There
were many such attacks, so feel free to change the exact composition
of the forces to represent different attacks Each player picks a force
worth 1,500 points, neither player may use any war engines and the
Imperial force may not use any flyers either.

The following special rules are used in this scenario: Arny morale,
Objectives, Fate Cards.

SET UP
1. To set up the terrain, place a good sized pile of rocks in the centre
of the board. This is the mesa. The rocks should be approximately
fist sized, piled on top of each other to create the jagged clefts and
caves. Troops on the mesa count as in fortifications, and it is
dangerous terrain to vehicles.

Bl Nl O [_Bgagﬁg@@*
THE GIANT’S COFFIN, MIRAL PRIME
(DURING THE TYRANNIC WARS)

imperial forces valiantly attempt to stave off yet another
Tyranid assault on the Giant’s Coffin

Alternatively you can make the mesa out of an up-turned washing up
bowl or a pile of books, covered by a cloth. Another suggestion is to
use a normal hill and treat it as fortified.

2. The rest of the board can be set up in any mutually agreeable
manner. Mirral is a jungle deathworld so you could roll up the terrain
on the deathworld table. The more jungles you can place, the better.
Remember that jungles are dangerous terrain on deathworlds.

3. The defender then places his objectives.
4. The defender sets up his all his forces in an area in the centre of the
board, no closer than 70cm to either of the short board edges, and no
closer than 30cm to the long board edges.
5. The attacking player’s detachments move on from cither of the

short board edges. Place the detachment HQ unit on the board edge
and all units from that detachment move on from that place.

OBJECTIVES

The defending player must place one objective per 500 points of his
force (historically this would be 3). These objectives may either be
Cleanse or Rescue. The defender may choose a maximum of 1
Rescue objective. The Tyranids do not use objectives. Any rescuc
objective must be placed at least 50cm from the defender’s
deployment zone.

GAME LENGTH AND VICTORY CONDITIONS

The player that reduces the opposing player’s army morale to O first
is the winner. If this has not happened by the end of the 6th turn, or
if both army morale totals fall below 0 at the same time, then the
player with the highest army morale is the winner.

HISTORICAL FORCES
One of the Tyranids® daily attacks was fought between the forces
listed on the next page.
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the forces

pefenders of the Giant’s Coffin:
Scythes of the Emperor and Imperial Guard

Supreme Commander '
Chapter Master Thorcyra in Rhino.

Space Marmes
Space Marine Captain in Razorback. 6 Space Marine units in 3 Rhinos.
4 Spaoe Marmne Devastator umts in 3 Rhinos. 4 Scout units. 2 Whirlwinds.

Space Marmea .
g ce Marine Librarian in Rhmo 6 Space Marine assault units in
'4 Rhinos. 3 Attack Bikes a

Space Marine Armour
Space Marine Captain in Land Ralder 2 Space Marine uit.
3 Preaatws 2 Razorbacks

Imperial Guard

2 Command wnits, 1 includes a Captain.

6 Iniperial Guard units. 1 includes a Commussar. 3 Heavy Weapons units.
3 Rathng Smiper unus. 1 Hellhound 1 Leman Russ

mperial Guard Artillery

1 Basilisk HQ.

2 Basilisks.

2 Imperval Guard

units -

Imperial
Guard ] T
2 Command units, 1

includes a Captain.

6 Imperial Guard units

3 Heavy weapons umits

2 Hydras.

Hive Fleet Kraken.

Tyranid Swarm

~ 2 Hive Tyrants and 3 Tyranid Warrior units. 7 Termagant units

5 Hormagaunt untis. 4 Genestealer units. 2 Carmfex. 3 Lictors

Tyranid Swarm
1 Hive Tyrant and 6 Tyranid Warrior units. 5 Hormagaunt units
5 Termagant units. 2 Cainifex. 1 Zoanthrope. 4 Assault spawn. 3 Exocrine.

Tyranid Swarm
5 Tyranid Warrior units. 3 Biovoies. 3 Termagant units. 3 Dactylis

Tyranid Mycetic Swarm
1 Hive Tyrant. 4 Wartiors.
4 Gienestealer unis
1 Zoanthrope

I Camifex

1 Lictor.

2 Termagant units.

Tyranid Flight
Swarm

1 Harridan,

5 Gargoyle units

CONTINUING THE STAND

You might like to chart the end of the Scythes of the Emperor Chapter
as a mini campaign. This is quite easily done. At the end of the game,
roll to see what forces the defender gets back. (They weren’t actually
dead; some squad members managed to hide, others are just injured, ad-
hoc squads are formed from survivors, vehicles are repaired by the tech
marines, etc.) If the Imperial forces won then they recover each unit on
aroll of 2+. On a 1 it was destroyed. If the defenders lost the game then
they only recover units on a roll of 4+.

Then simply refight the scenario. Each battle the Tyranids may spend an
extra 500 points on troops, which will start in reserve.

The first player to win 3 battles wins the campaign.

Alternatively you might like to throw in some Warhammer 40, 000
games, as the defenders seek to repel smaller Tyranid probes against
their defences, or perhaps Tyranids could have infiltrated into the caves
in the mesa, and the Space Marines are hunting them down. Perhaps
Thorcyra leads a counter attack — in the end it’s up to you.

Chapter Master Thorcyra of the Scythes of the Emperor prepares tu seil
his life dearly against overwhelming odds on the Giant’s Coffin.
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THE COMING OF THE GREAT DEVOURER
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ASSAULT ON IKKYO

(DURING THE TYRANNIC WARS)

kkyo is a small, sub-tropical, forested

world with a population of human
colonists. It lies at the very limits of
Ultramar, close to the projected route of
the Iyanden craftworld. The people of
Ikkyo pay tribute to their rulers on distant
Macragge with good cause, for their
world also lies in the path of Hive Fleet

Kraken.

The defence forces, guided by a small
detachment from the Ultramarines 4th
company, had made ready for the
expected attack as best they could.
Widespread panic amongst the population
had resulted in much looting and arson, so
the city of Ikkyo was already covered in a

veil of smoke, and many buildings had
been burnt to the ground.

One wild night, as a tropical storm lashed the tall trees, the planet’s
nightmare began. The sky was streaked red as mycetic spores began
to descend through the atmosphere. Soon the steaming forests were
haunted by the screams of monstrous creatures.

As the monsoon rains poured down, the Tyranids launched their first
attacks. Despite the threat, the defenders of Ikkyo worked through
the night, clearing great swathes of forest with flame tanks to create
killing fields for the Ultramarines Devastator squads. The
engagements became more ferocious as the Ultramarines simply
refused to give ground, and missiles and plasma blasts tore into the
forest edges, keeping the rabid swarms at bay. Meanwhile the Hive
Mind gathered its strength for one overwhelming attack. For the
defenders there was no hope, they would sell their lives dearly and
pray for a swift death.

Hope came, unlooked for, on the winds of the storm. As if from
nowhere, jet bikes and grav tanks came speeding across the tree
tops. Iyanden had come to the rescue of Ikkyo. Why? Few could

have guessed that the planet had been seeded by the Eldar’s ancestors

.eons before, and now they had come to save their world.

Amidst the tropical storm’s downpour the Eldar launched lightning
strikes against the gathering Tyranid swarms. Jetbikes flashed
through the dense forests as Aspect Warriors began to reinforce the
Imperial positions. When the Tyranid assault finally came, it was met
and driven back with equal savagery by the Ultramarines and Eldar.
The makeshift barricades and fortifications around the city became
piled high with the dead, but the Space Marines held firm. Ikkyo was
safe for now.

FORCES

Both sides pick forces to an agreed points value. Historically this was
2000 points, but you should feel free to alter this to suit your
collection of models. .

The following special rules are used in this scenario: Army Morale,
Objectives, Fortifications, Fate Cards, Reserves.
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SET UP

1. Set up the terrain in any mutually agreeable manner. The
defender’s side of the board should contain mostly man-made
structures like buildings, factories and roads, whilst the attackers
side of the board should contain mostly natural features such as
woods and hills. This is just a guide though.

2. The defender places his objectives. He then deploys all his
Imperial forces in his half of the table. He may also set up
fortifications.

3, The attacker can deploy all his forces up to 10cm on from his
board edge.

4, All the Eldar detachments start the game in reserve. They may
enter the board from the Imperial table edge or up to halfway
along the two side edges.

OBJECTIVES

The defending player must choose one objective per 500 points in
his army. Historically this is 4. They must be either Cleanse,
Capture or Take & Hold objectives. The Tyranids do not use
objectives.

GAME LENGTH

The player that reduces the opposing player’s army morale to 0
first is the winner. If this has not happened by the end of the 6th
turn, victory goes to the player with the highest army morale.

HISTORICAL FORCES
The actual forces that took part in the defence of Ikkyo are listed
below.

Defenders of Ikkyo:
Imperial Forces

Ultramarines Detachment

Space Marine Captain in Land Raider. 1 Terminator unit in
Land Raider. 4 Space Marine units in 2 Rhinos

4 Devastator units in 2 Rhinos

1 Dreadnought. 2 Vindicaiors. 1 Predator.

Imperial Guard

2 Command units, 1 includes a Captain and Primaris
Psyker. 8 Impetial Guard units, 2 Heavy units.

3 Hellhounds. " b R

Imperial Guard Armour - °
1 Leman Russ HQ. ‘
2 Leman Russ.

2 Demolisher.

Imperial Guard

Super Heavy tanks
1 Baneblade HQ.
1 Baneblade.

Eldar of Iyanden Craftworld

Supreme Commander
Farseer in Falcon.

Warhost
1 Jetbike unit with Warlock command.
4 Jetbike units. 5 Vypers.

‘Warhost
1 Jetbike unit with Warlock command.
4 Jetbike units. 5 Vypers.

Warhost
1 Aspect Warrior including
an Exarch and

Warlock

4 Aspect Warriors,

2 upgraded to heavy weapons.
5 Falcons
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Warhost

2 Aspect Warriors
upgraded with ) 5
Exarchs and jump % )
packs. 2 Aspect
warriors upgraded to
jump packs,

Hive Fleet Kraken

Supreme Commander
1 Dominatrix.

Tyranid Swarm
2 Hive Tyrants. 3 Tyranid Warrior units. 15 Termagant units. 4
Genestealer units. 5 Hormagannt units. 3 Carnifexes

Tyranid Swarm

3 Tyranid Warrior units.
6 Biovores.

3 Dactylis.

Mycetic Swarm
1 Hive Tyrant. 4 Tyranid Warrior
units. -
6 Lictors.

10 Hoimagaunt units.

10 Termagant units.

2 Genestealer units. @9 =

Flight Swarm
1 Harridan. i
5 Gargoyle units.

Bio-Titan
1 Hicrodule.




Jervis bangs
on ahout
hugeymulti-
tabli:;‘r’m
campaigns.

i This subject

| is dear to his
Il |  heart at the
moment. So
much so that
he’s even
déne and
organised a
campaign
weekend...

It was lan Pickstock's fault really.

when lan said “You know, if these
buildings were grey instead of
sand-coloured, and you laid them
out. on a whole bunch of grey

like a ruined city. We could call it :

Stalinvast or something, and play

The idea was such a good one. :

how the game would work, and

big 'multi-table’ game one day.

And that was as: far as things got

is diagram shows the table set-up

]-;or a typtcal multi-table game. The
‘camps’ are optional. No enemy
troops start in the camps, only
friendly ‘reserves’. One player

is put in charge of the
reserves and decides
when to commit
them to the

main tables.

BATTLEFIELD

CAMP

{Optional)

A

=

CAMP

BATTLEFIELD

by Jervis Johnsol

files
LTI-TABLE GAMES

i ol the premises include a huge :
__: gaming hall, which is sim ing :
There we were, dry-brushing : gamingh e bRl

¢ events o be played in it — one of ¢
© which just had to be a multi-table : sevaral’ games_on eVl

COMMANDER IN CHIEF
& RESERVES

C

COMMANDER IN CHIEF

& RESERVES

{Optional)

Y i Basically, instead of play
MY = out for toumna nd S
some of the hundreds of building : i umaments, and special

sections needed for the 40K tables

al last year's Grand Tournament, " aame along the lines that lan and |

: had discussed. | brushed off the :
i ideas and started to work them upy ¢ A
: UPE you finish off one oppenent
: and over Ithe weekepd of Mal_‘ch : can send troops to help ou
gaming tables, then it would look 2l ee M3 J R icling, g st | '

i . Campaign Weekend in the Head : apie || use as an examp
i Office 'gaming hall, You'll find : :
b Y i details of how You can take partin i
a huge game on all the tables... : fhe game fater on, but the fact of ¢ qovere
0 i the matler is that anybody can ;
that we chatted for a while about : play games like this, as long as
| i they have space to setup several |
decided that we really should try a . gaming tables. This makes them
i an ideal project for clubs or §
gaming groups, so | thought I'd :
until we moved into our new Head  use this J Files torexplain how

Office building last November, Part i SUch games work.

i table B, but not to table C,

! normal game rules. Sometif

BATTLEFIELD

HOW IT WORKS

game on a single table, youy
all-at the same time (this of col
requites teams of players).Tie
can move from table lo table,”

allied commander on an adj:

simple three table game, pl
between two teams of {

1
i The tables are laid out in a rowiiso

that troops on table A can move

troops on table B can movesio
either A or C, and so on. Ballles
are fought on each table usin

players lry to
sure  that
games on al
tables follow
proper segu
of play, so if
were playing 4
for exa
nobody coul
any shooting
all units on
three tables
finished
moves. While
is more ‘reali
have to say
my experienc
simply slows
game dt
horribly, and
better to a
players on
table to carry O
their own. pac
this means |
some players
through '
game turns: |
other players
so be it. After &
the pages
history — and




nsop

of playing
table, you
several tables

game; play
ms of three

s on all the
follow 1R

annals of the Warhammer and
20K worlds — are replete with tales. |
of slothful commanders that took :
~ansiderably longer to_get tasks :
Jone than their moare able fellow
i method  is 1o
i appoint one player
: as Commander-in-
i (Chief,
Of course, what makes multi-table :
pames so interesting Is pot thal |
Jou've got several games going
on. at the same time, but rather
ihat troops can move front one
14bleto another. There are actually,
wo ways of doing this, one mosl i
suitatite for multi-table games with
only @ few tables (up to hall a

commanders or opponents.

MOVING BETWEEN TABLES

dozen or so), and one more :
<uitable for larger games. The first
o lhese allows players to move :

units @f troops from table to table,

Army imethod.

UNIT BY UNIT METHOD

Undet this system; units aldioops
gan move from one table to

anotfier by simply moving off the
appropriaté table edge in their

movement phase. They then

appear on the next table along at :

ihe start of the next friendly

fay-out shown earlier, a unit could :
mave off the right edge of table A
to afipear on the left edge of table
B inthe next turn. We normally say,

that troops can appear anywhere

on the appropriate table edge that : *\ ; :
: victory. conditions for the game :

being used, so for 40K we'd pick !
: missions and play a normal 4 tum ¢
game. At the conclusion of the :

because enemy troops are too | 93me the loser must retreat back. |

close may arrive on a future tum. -

is atleast 8" away from any enemy. |
troogs, and afe allowed to move
normally on the tum they appear. :
Units that can't get on the table i

Some players prefer to rule that
troops can’t charge

ag | think it is mere exeiting and :
funy Still, some players get really :

upset if they get ne chance to i

reac to the appearance of a new ; desires.

 If the winner moves to an empty
! table he can move on again at any

A probler with the Unit By Unit & 1N
method is who is ‘in command'of § minute delay ensures that players
: cant‘zip round’ unoceupied tables :
commaon way. of dealing with this is in an irrtating fashion, and also

foruhits sent off to fight on anotner | 91ves the opposing side a chance

fable 1o come under the command i fo launch an attack before lhe

of the allied player in charge on ; Player moves off again). If the
thaf table. The only exception is : : L

1 ! new batile is started, using the
¢ standard set-up rules and viclory

he's playing, then he can conditions, or whatever variation

enemy, so use the method that
suitSlyou best.

the froops on each fable. The most

lhat if a player wipes out all the
enemy troops on the table where

time.
ARMY

: METHOD
This system| is
more suited to very
large games

i taples are being
so il call it the Unit By Uni :
method. while the second method :
means tHat @ player moves Nis i
wholearmy from table to table, o :
[\l callit = wait for it, wait for it —the ¢
Y ol a large scale,
; 'strategic' feel to
i the

(and and
sometimes even can't shoot) on :

the furn they appear, but | preferto ¢

move 'with! his
troops and take

.command of them

ori the new table.
An alternative

and allow
him to decide who
commands which
units at any given

where 10 or more

used, and where
using the unit by
unit method would'
bie'very-unwieldy. It
tends to give more

game, as
% oppesed lo the
: ‘taptical’ feel of the
{Unit by | Unit

method. It has to be said that the * .
army method takes much longer to comes- upon an existing battie
i use and is really oniy suited fo :
i games that last a whole day, or i
i even a whole weekend.
movement phase on the new !
table. Far example, using the table !

We tend to use the Standard

is not connected

time after a 15 minute wait (this 15

winner meets an enemy force, a

i appropriale
: described above for the wnit by
As its name implies, with the Army
: method a plaver moves fis whole.
army from table to table. In order :
to do this, the players on each |
table must fight & battle to its :
. conclusion before they can move.
i on one table. If you use this rule

of them you care to use. Il he

then he can jomn (n, hiS troops
appearing 'en masse’ on ihe
table edge as

unit method. It's a good idea to
limit the number of armies that can
fight on each table to maximum of
2:3 per side, otherwise you'll find
yourself with a dozen players
taking part in a single huge battle

then players are not allowed to
move to a table with oo many
players already on it.

to an adjacent table that is not CASUALTIES

: pcoupied by any enemy troops :
to the :
winner’s table edge. If he can't do !
this then the army is wiped cut and
let them get stuck in straight away, i out of the game! After the foser ;

has retreated, the winner can :
move to any adjacent table, !
i chasing after the loser if he so !
i allow armies o retumn
i strength at the canclusion of a
: batlle, with the exception that the
i winner can choose one regiment
: (not charaeter) from the opposing
i army that is not allowed to fight in

One. of the problems you'll find
using the army method is that
mest armies: are a very pale
shadow of their former selves al
the end of even their first battle —
in other (words you'll be left with
armies that consist of a handful of
models. To get round this | simply
to full

its next encounter. Players that

i prefer more complex systems ¢an
¢ come up with all kinds of variations
¢ gn this theme. But if you do this |
! highly recommend you allow the
: bulk of each force to be replaced
¢ after each batile, as otherwise
. you'll end up with some very sorry
i looking armies!
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This map
shows an
example
layout of the
t@ples for a
strategic
multi-table
game. As you
can see we've
based it on

part of the Old

‘0

Armies can
move from
table to table
along the
arrou’s

marked on the

map. Note
rbm,'our
game tables
don't bave to
be set out in
the same

pattern as the °

map (i.e.they
can be in a
row), as long
as you know
which table
represents
which space
on the map:

'LAYOUT FOR A STRATEGIC

MULTI-TABLE GAME

USING A MAP

Included with this article is pari of
a map lay-out for a mulfi-table
Warhammer game, using the
Army method of movement. Notice

how we've gone for a strategic :
: GIVE IT A TRY

Multi-table games offer all kinds of :
opportunities for interesting and :

flavour on the map, and that the
lines between some tables are
colour coded to show that that
special rules will apply if a batlle is
fought. For example, a player
moving over ‘a mountain pass
{alond a red line} must roll a D6 for
each war engine, and can't use it
in the battle if he rolls a 1, because
the war engine has fallen off a cliff
while making the crossing. You

Unit games too, of Ccourse,
perhaps saying that two tables are

: separated by a fast flowing river :
: which is dangerous to cross, or a
: forest where units may get lost for

a turn or two before they appear,
and so on.

varied games
that are rather
different to' your
run of the mill;
face-to-face

: battle, and this
{ article really only
can use ideas like this in Unit by | orushes  the

i surface of what

i gan be done. if

7

GLADE

! really recommend you get
: players and give a multi
i batlle a try. If you don't ha
i local club, why not come alomn
! the first big multi-table game tha
i I'll be helding here in our gamin

: hall (but be quiek — there are

THE
 EMPIRE

g
. "

you are a member of a club then

a limited number of places:).
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A Warbammer Campaign Weekend

ighty Empires is the very first Campaign Weekend

we've ever held (well, as long as you don't count
) the staff ‘dry-runs’ used to test out the rules).
‘The idea is simple — you turn up on Saturday 21st of
March with a 2,000 point, folly painted, Warhammer
army. Then we split you into teams, and you battle away
ull weekend to expand your starting empire!

| tere's how it will work. Our huge purpose built gaming

hall will be laid out with 80 gaming tables, arranged to
‘represent all the important areas in the Old World.
| Armies will be able to move from table to table using the
(ules for ‘army movement' described in the J Files article.
' players will be able to fight battles, conduct sieges, make
‘sca-borne invasions, and all kinds of other cool stuff too.

28
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Pausing only for food, the occasional drink and a few
hours sleep, this titanic clash will last the whole
weekend Then we'll see which team has done the best,
hand out prizes and certificates, and take pictures to
appear in White Dwarfl

So, if the thought of carving out a Mighty Empire sounds
like your idea of a fun weekend, and you have a painted
2.000 point Warhammer army, then fill in the form below
or phone our Mail Order department to book a ticket.
We'll post you a copy of the full rules by rewrn of post,
and you can start making vour battle plans immediately.
But be quick - tickets for this unique occasion are going

toisell out quicker than it takes a wild gnasher squig to

gobble down a snotling. .. Sl

MIGHTY EMPIRES CMPAICN WEEKND APPLICATION FORM

If you are interested in attending this Games Workshop campaign weekend at our new site, then please fill out

your details on this form and send it back as soon as possible.

We can arrange accommodation for you if you wish but you must let us know now. For accommodation details
you will need to give the Mail Order Trolls a call on 0115 91 40000. There will be no facilities for camping on

site, as this is strictly not allowed.

The cost for the event is $25 which includes entry into the tournament and lunch on Saturday and Sunday.
Bugman’s bar will be open on the Saturday, from which you will be able to order bar meals (prices range from

£1.00 to £4.00). You must be aged 15 or over to take part in this event.

Tick where appropriate

1 will make arrangements for my own accommodation
I require breakfast on the Sunday morning (additional cost £2.50)

g
Q

PLEASE FILL IN THIS FORM WITH BLOCK CAPITALS!

Name:

Address:

Country:

Post code:

Telepbone Number:

1 am paying by:

Cheque ] Postal Order (]

Visa

Access/Mastercard (] Switch

OMPYORN I I |

Switch Card Issue No.

Cardbolder’s Name & Address (if different from above):

Card expiry date:

Signature:

Send this form (or a pbotocopy) to:

Mail Order, Games Workshop Ltd,
Willow Road, Lenton, Nottingham, NG7 2WS
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My vigilance is justified. The

threat is great, yet our faith
is grecter still. The tinme is upon
us when the heroes of the
Imperium must stride forth to de
battle with the ultintate enenny'
will be amongst that number
and such stories of glory, bonour,
battle and courage will be
written of our mighty deeds. One
thing is sure, whilst the Emperor
is with us....

We will endure. We will ,,
vanguish, WE WILL WIN! -'




by Nick Davis, Andy Sharman and Andy Kettlewell

This Warhammer Battle Report is going to be a tad different. We generally use the
Pitched Battle scenario for our battle reports but there are eight other great scenarios \

in the Battle Book to choose from. A change is as good as a rest and all that, so we .
decided to have a crack at Flank Attack because... because... well, because .
we could! The combatants, Daemons and High Elves, conjure up all sorts of -
fantastic images (the Slaanesh images are best! — Paul Sawyer) and so we put -<
our fevered imaginations to work on a plot as cunning as a cunning thing...

£ o

the Chaos Gods. Over their camp a storm of unholy power crashed
across the sky. Blood fell like rain upon the High Elves, staining
their proud uniforms. Thunder fike mocking laughter rofled through the ¢
hills and a howling wind momentarily twisted and contorted the clouds into |
the shapes of snarfing Daemons, before becoming mere clouds again. The
: Higﬁ Elves watched, transfived Ey the heavens, _praying to their qods and ]

hetoes for courage and quardianship.

) T he night before the bartle, the High Elves of Chrace were visited Eyq

As if it knew that it had failed to touch the Elves, the raging storm lashed
out with anger. Arcs of black lightning crashed indiscriminately into the |
camps of both armies. Where it hit the ground, it exploded with the sound
'gf cfyin_q souls. With eyes stifl alert to the skies, the High Elves watched in
horror as the spectres of two towering Chaos Daemons clashed and _fought
above them. While these apparitions battled in the air, black clouds formed
twisted images of Chaos-tainted Ulthuan, mocking the Efves and their
home. )

' These dark hours the High Elfves endured. Towards dawn the storm cafmed, |
as if the approaching light of the Sun cleansed the air. At daybreak the High
Elves rose and qave their thanks to their gods. No warrior had been beaten 1
by the storm, though the vile corruption carried by the rain of blood had

already infected many.

= = e

= RN = -

FLANK ATTACK

The battle is set in Ulthuan during the
reign of Phoenix King Finubar the
Seafarer. It is one of the many battles
against Chaos during the Great Chaos
Incursion that ravaged the land of
Ulthuan at that time. The war was won
and lost at the Plain of Finuval where
the desperate remnants of the armies of
the High Elves gathered to make their
last stand in the defence of their land.
Armies from all over Ulthuan met at the
plain to face the horrific forces of their
great enemies, the Dark Elves and their
Chaos allies. Just as the High Elves
flocked to the plain, so did the Chaos
and Dark EIf forces, and many smaller
battles were fought as enemies met on
their travels. One such encounter
Involved the High Elves from the

kingdoms of Chrace and Saphery. As

they sped towards the Plain of Finuval
their scouts reported a large Daemon
warband rampaging towards the inner
sea. Eager to cut down the numbers of
Daemons that plagued their land, the
two High EIf armies planned, using their
scouts to relay communiqués, to attack
the Daemons and wipe them out before
they reached.the Plain of Finuval and
reinforced the already overwhelming
Dark EIf and Chaos army. The forces of
Chrace were chosen to meet and hold
the Daemons as they were closer to the
evil horde. The army of Saphery would
arrive as quickly as possible to deliver a
surprise attack on the Daemons by
hitting them unexpectedly in the flank.
If the army of Chrace could hold the
Daemonic horde for long enough, the
day could bring a valuable victory for
the High Elves.

White Dwarf’s own Elven general Andy
Sharman was to take control of the High
Elves and Nick Davis, the Daemons. In
addition to this I wanted to impose some
restrictions on Andy’s High EIf army to
give it even more character. The two
halves of the Elven army are from
specific kingdoms of Ulthuan so, for
this battle, I decided to limit Andy to
regiment types from only these two
regions. An army from the kingdom of
Chrace would start the game on the
table, and the flanking force would
contain regiments only from Saphery.
This meant that although Andy could
still choose his Archers, Spearmen and
Silver Helms freely, he was limited in
which special High EIf regiments he
could take. The only special units from
Chrace and Saphery are the Sword
Masters of Hoeth and the White Lions
of Chrace, which meant no Dragon
Princes, Ellyrian Reavers, Shadow
Watriors or Tiranoc Chariots! In
addition to this, mainly to give each
High EIf force a balanced feel, the two
Bolt Throwers Andy had chosen could
not be from the same kingdom, so one
of them would not start on the table.

TERRAIN

To give the impression that Ulthuan was
aravaged land, half corrupted by Chaos,
we decided to mix the brill new Chaos
terrain with our High EIf spires. By
mixing models of dead trees with living
ones I hoped to give the impression that
the presence of Chaos was slowly
killing not only the High Elves, but their
land as well.
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DAEMON ATTACK

When  Paul
Sawyer first
loomed over
me to ask if I
would like to
do battle report
I was a little
shocked (he’s
a big bloke,
you know, and
is a natural
loomer!) but of
course, after I
had calmed down I could not resist
the challenge. Especially when I was
told it was against Andy Sharman — my
long time arch-nemesis at Warhammer.
Added to this was the bonus of using
Daemons, an army I am considering
collecting. This upcoming battle would
be a test run for me to see just how good
a Daemon army is and whether an army
of Daemons would suit my playing
style. The points were set at a whopping
3,000 points. I grabbed a copy of the
Realm of Chaos book and set about
planning my army of damnation.

o !
Nick Davis

When picking an army I usually find
that if you come up with a battle plan
first, you can build the army around it.
In this case I am fighting the High EIf
army who often prove to be the most
difficult for Chaos to defeat — especially
for Daemons. High Magic, combined
with the solid disciplined troops and
some extremely nasty elite units, can
spell doom for any budding Daemon
Warlord.

I need a cunning plan. I already know
that we are playing the Flank Attack
scenario which I have always found
makes for an extremely exciting game.
My army must be formed with hard-

hitting and fast-moving troops.
Fortunately Daemons excel at both. At
first I considered using Khorne daemons
as they are the first (and last) word in
shock attack troops, but then I plumped
for Slaanesh, the natural enemy of the
High Elves. Another reason for this
choice is my own grim memories of my
High EIf army being picked apart by a
single unit of Daemonettes on Steeds of
Slaanesh. With this in mind I sat down
to consider my army selection.

Chaos armies are broken down into
warbands, each one the loyal retinue of
a Warlord. This gives a Chaos army
loads of flexibility and, if you vary the
warbands, a lot of colour as well. The
first thing I need is a Warlord to act as
the general of my glorious army of
Daemons. At first I considered one of
the Greater Daemons, each an awesome
fighter in its own right, around whom I
could form the army. But instead I
choose a mighty Daemon Prince, as I
felt that this would let me bring more
individuality to the Daemon warband.

So my first Warlord is a Daemon Prince
who I name Lerion the Denied. Now
he’s already an effective fighter, but I
want to make sure anything he hits will
stay down. The first Daemonic Reward I
buy is a Daemonblade and as the model
carries a huge axe this seems
appropriate. He is also a Prince of
Slaanesh so I must give him the Mark of
Slaanesh, this gives him immunity to all
psychology and break tests which helps
enormously in battle. The bane of
Daemon armies is the Daemon
Animosity rule, so to counter this I
reward my Prince with the Lord of
Chaos. This will keep daemons of
different powers from squabbling with
each other.

« "0 you Iﬁhaﬁ.\:‘ﬁ)und th;:m.’ ;'

G'garl Ul'rhan I"bnttled with
anger as the Daemon Prince

- Lerion addressed him like a
lackey!

 “The Ehes we have been

| pursuing will turn and fight us on

. the morrow,” the Daemon of
Tzeenich replied with a growd,
“They seek to prevent us from

| joining our Dark Elf allies on the

b plain bevond the Keep.™ '

“Then we must prepare to thwart
them,” his.‘sed Lerion the Denied

L A s

My Warlord is ready so now it’s time to
form a warband around him. His retinue
must be the same value or more than the
Warlord leading it.

My first choice are the formidable
Daemonettes of Slaanesh mounted on
Steeds of Slaanesh. These are some of
the fastest daemons you can use in
combat and will form the flank of my
main strike force. There are 6 models
available so I've grabbed all of them.
The unit also gets a standard to help
bolster it in hand-to-hand combat — if
there are any enemies left to fight!

My main strike force is ready so now I
need something to back it up and soak
up the inevitable missile casualties. I
choose another  regiment  of
Daemonettes, this time on foot to help
mop up any resistance (again I took all
10). I then gifted this regiment with the
Rapturous Standard to give them some
real backbone in hand-to-hand combat
by ignoring all psychology (but not
break tests — Paul Sawyer).

The combined forces of Tzeentch, led by G’garl Ul’ rhan, and of Slaanesh, led by Lerion the Denied.
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WARHAMMER ROSTER SHEET |SOUL THIEVES OF SLAANESH
[ Models/Unit MIwsBS S| T|W| 1 |A|Ld Save Notes Point Vil
LERION THE DENIED, 6|77 6|5 4|8 |5|10| 4+ | Mark of Slaanesh, 365

DAEMON PRINCE Daemon Blade,
Lord of Chaos,
Cause ferror
[ SOUL HUNTERS
6 DAEMONETTES 4 6|5/ 4| 3| 1|/6 |3 10| 3* | Includes standard, 395
6 STEEDS 1203/0 4/ 5 1 611 Magic level 1,
i Cause fear
'| SOUL DANCERS
10 DAEMONETTES 4/ 6|5/ 4 3| 1|6 3|10 4+ | Includes standard - 439
Rapturous Standard,
Magic level 2,
Cause fear
SOUL FIENDS
6 FIENDS OF 6|3/ 0|3 3/1(3|3| 8| 4+ | Scorpion Tail, 180
SLAANESH : Soporific Musk,
Cause fear
THE HANDS OF TZEENTCH
| Models/Unit M|WSBS|S|T|W|I|A|Ld|Save Notes Point Value
G'GARL UL’ RHAN, 8.9(10(7(7|7 (106 (10| 4+ | Paecmonic Robes, 795
GREATER DAEMON Magic level 4,
CF TZEENTCH Cause ferror
| FLAMERS OF TZEENTCH
9 FLAMERS 9(3(95(5/4(2(42|10| 4+ |Cause Fear, 250
Move over obstacles
TWISTERS OF TZEENTCH
11 PINK HORRORS 41594316 2|10 |None |Includes standard 580
{ CHAMPION 4. 6(6(5(3|1|7|3]|10 |None | and musician,
BLUE HORRORS 413(3(3[3|1|7|1/10 |None | Blasted Standard,
Drum of Change,
Splits into 2 Blue Horrors,
Magic level 3,
Cause fear
TOTAL (3,000
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This makes a small but powerful
warband able to strike at the enemy
and hit it very hard. To bolster my
numbers and to give the Elves
something else to shoot at, I go for
a unit of my favourite daemon
models — the Fiends of Slaanesh.
These are just plain weird; big
claws, scorpion tails and long
lashing tongues. They are fast
enough to support any of my units
that get bogged down in combat, so
I just have to have them.

It’s important to take a step back
from your Warband and take a look
at it for any sign of weaknesses. I have
the power I need to win in hand to hand
as well as two wizards, one level 1 and
one level 3 in the form of the
Daemonettes on Steeds and the
Daemonettes on foot. I think I need
more magic to counter the threat of the
High EIf mages. Luckily Chaos has the
perfect answer to this in the form of the
arch-sorcerer Tzeentch.

“It’s worth taking Pink Horrors for the look
on your opponent’s face when the unit grows

Random Daemon name chart from the
classic Realms of Chaos books (not to
be confused with Realm of Chaos!)
helped. This warband is aligned to a
different god of Chaos so I must
remember to keep all the Daemons well
away from their Slaaneshi rivals, unless
they are within 12" of my general.
Otherwise my army will tear itself apart.

It is now time to pick the units that will
join my new warband. The first one is
the Flamers of Tzeentch. I really like the
idea of them bounding across the
battleficld setting the place alight. They
are also powerful fighters so I'll use
them on one flank to encircle the enemy.

The final element to add to this warband
is the essential Tzeentch unit — Pink
Horrors! What I really like about the
Horrors is their ability to split into two
Blue horrors when they are killed. It’s
worth it for the look on your opponent’s
face when the unit grows as it is
destroyed instead of shrinking. This unit

as it is destroyed instead of shrinking”

As I have mentioned before, the Chaos
army is made up of individual warbands
each led by a Warlord. I have already
chosen my General and the core of my
combat troops. My next warband is to
be magic based. Not only is the Lord of
Change a brilliant miniature, but it’s
also one of the most potent sorcerers in
the Old World. I can rely on it to counter
most enemy magic, and I can also use it
to troubleshoot, countering any enemy
threats that appear (it is a very
formidable and mobile opponent). The
Lord of Change model wears long
flowing robes, so I reward it with
Daemonic Robes which deduct 1 from
the Strength of enemy attacks and
should help to protect it. Fearing
problems with
Daemonic Animosity,

it may be a good idea

to make this Warlord

a Lord of Chaos as well.
However, I think it is
inappropriate to have two
Lords of Chaos, so 1
don’t!

I now had my oy
second Warlord © =
who I name G’garl j
Ul'than. A quick

check of the

has pride of place in the centre of my
army to help soak up any missile fire. I
blow my remaining points on this unit
by giving it a Pink Horror champion, a
musician with the Drum of Change and
a standard bearer carrying the Blasted
Standard (giving the unit a powerful
ranged punch in case I need it). This
brings my army up to 3,000 points and
gives me a formidable fighting force.

MY CUNNING PLAN

As I said earlier it’s always a good idea
to have a plan before
picking
your

army (No! Really? — Paul Sawyer). Thig
ensures you pick the troops that are right
for the job and that suit your ﬁghting
style. I want a fast force, capable of
taking the battle to the enemy before
they pick my army apart with missile
fire.

My cunning plan is to advance in ap
‘oblique line’ with the Flamers of
Tzeentch and G’garl Ul'rahn on my
right far flank. The Daemonettes op
Steeds will set up on the opposite flank
while the Pink Horrors, Daemonettes op
foot and the Fiends will advance up the
centre. Lerion will advance just behind
the main force, keeping animosity under
control with his Lord of Chaos power
and dealing with any threats that might
drop behind my line. I will then crush
the delaying force of High Elves as fast
as possible so I'm ready to fight the
flanking force — I do not want to be
fighting on two fronts at the same time.
The only minor problem is that I have
no idea which side the flanking force
will arrive on. I elect to set up almost in
the dead centre of the table to give
myself as much time as possible to
react to the flanking force. If I do not
crush the delaying force in time I can
always turn any units not engaged in
combat to face the threat of the
flanking force. G’garl Ul’rahn or
Lerion will help counter this threat.

One last word about Magic. I now have
4 wizards on the table, all of varying
levels, leaving almost the entire
Slaanesh and Tzeentch deck open to me
to choose from. I am confident that if T
gain the upper hand in the magic phase,
I’'ll have more spells than I know what
do with! The spells I draw are
Incandescent Assassin, Blue Fire of
Tzeentch, Pink Fire of Tzeentch and
Boon of Tzeentch for the Greater
Daemon of Tzeentch. For the Pink
Horrors the Bolt of Change, Shield of
Fire and the Gift of Chaos. For the
Daemonettes on Steeds, the Lash of
Slaanesh and for the Daemonettes on
foot, the Cursed Caress, Cacophonic
Choir and the deadly Chaos Spawn
spell. I can blast the enemy, panic them,
mutate myself, protect myself and
gather more power cards from the deck.

It’s just a pity I didn’t get any

‘transport’ spells.

Well not to worry, my plan

is set and my Warbands
are ready. It is time
to crush the puny
High Elves between
my claws...

Bwah! Ha! Ha! Ha!
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THE HIGH ELF TRAP

I'm using my own
High EIf army in a
campaign that the
White Dwarf team
are running at the
moment, and I have
been collecting and
playing High Elves
for longer than I
can remember. So
when I was asked to
play with Games Workshop’s High EIf
army against the Daemon army, I
jumped at the chance to match the
highly skilled Elven warriors against the
army of my old adversary, Nick Davis.

Andy Sharman

We are fighting a Flank Attack scenario
that involves two High EIf armies
rapidly converging upon an enemy force
from different directions. One High EIf
army (‘Guardians of the Pass’ from
Chrace) will be deployed onto the battle
field, while the second High EIf army
(‘Watchers of the Tower’ from Hoeth)
arrive on one flank and hopefully crush
the Daemon Army between the two
forces.

As I look over the troops I have to pick
from (within Andy Kettlewell’s
limitations), I begin to see a plan
forming. A High EIf army has two main
strengths. One is a strong defence with
its ranks of well-trained spearmen and
archers, and devastating repeater bolt
throwers. The other is that it has some of
the Old World’s best elite infantry and
cavalry, ranging from my personal
favourite the Sword Masters of Hoeth

e
WARHAMMER ROSTER SHEET | GUARDIANS OF THE PASS | S
Models/Unit M|Ws[BS| S| T |W|1|A|Ld|Swe Notes Poiat Value :
PRINCE ELERION ' -
ARMYY GENERAL 7|7/4]4)3(9|4(10| 4 | Dragonblade Lance, 326 =
Hand weapon, shield, Armour of Protestion, s
Pogasus 3|0, 4:4(3(4|2|5 Amulet of Fire =
THANAN i ey
MAGE CHAMPION S|4(4/4:4|2(7]|1]|8 none | Magio level 2, m o
Hand weapon ! 2 Dispel Magle serolls C
HUNTERS OF THE WOODS | =
15 WHITE LION 5544 3/1(6/|1|8]|5 |Unitimoludes 255 =
Double-handed weapons,, | musicien and standard :
manrmour,llmpelt !
’ i
WHITE LION CHAMPION |5 | 5| 5418 | 1|7 2|8 |5 | Armourof 6
Double-handed weapan, : Enduranos
lion pelt, shield .
STORM OF LACOI |
9ELVENSPEARMEN (54 143,301 16| 1|8 |4+ |unitinciudes 308
Heavy armour, shields, ] magicien and standard,
spears i i Valourous Standard
CHAMPION 5(5/5/4/8|1,7)2|8|4 53
Heavy armour, shield, {
jspear || | 4
ARROWS OF URITHAIR !
14 ELVEN ARCHER S|4{4/3i3/ (6|18 none 154
Long bows
ARROWS OF ELTHRAI ’
14 ELVEN ARCHER 5(4/4/3/8/1|6!/1/8]6 182
Long bows, light armour | | e
TEARS OF THALUI i |
REPEATER BOLT THROWER (713 100
Crow 4/4(3/3/t|6|1]|8)6+
Hand weapon, light armour {
i
i .
P ’
] i
{
i
TOTAL (1,605
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(one of the hardest hitting
regiments in the Elven army,
because they ignore the restriction
that double-handed weapons
always strike last), White Lions of
Chrace (their lion pelts enhance
their armour save), mighty Dragon
Princes of Caledor, to the fast and
deadly Silver Helm cavalry.

My plan involves using both of
these elements within the High EIf
army. A main core of missile
troops, probably Elven Archers or
Shadow Warriors, backed up with a
large regiment of Elven Spearmen
or Seaguard. Two or three repeater bolt
throwers to knock out larger targets or
Greater Daemons are also a must. This
army will hold its ground and do as
much damage to the daemon army as
possible. I foresee most or all the
holding force being wiped out to an elf,
but this should buy time for the flanking
army to arrive. Their job is to destroy
the remaining daemon regiments.

Well that would be the ideal force — now
it’s time to look at what troops are
available. The first thing I had to do is
work out the High EIf army from
Chrace, which is the holding force. The
main strength of the force is two
regiments of Elven Archers, armed with
longbows for the extra range, so I can
get an extra turn of shooting in. I back
these units up with a single repeater bolt
thrower. This is an ideal war machine to
use against large, tough targets by
means of a single shot, or multiple
weaker targets with a volley of darts.
The added bonus is that the bolts pierce
several ranks at a time, and no armour
saves are allowed which makes the
repeater bolt thrower a deadly weapon
to face on the tabletop. Hopefully this
amount of firepower should slow down

i il B =

the Daemon Army enough to allow the
High EIf flanking force to arrive just in
time. To support the archers’ flank I
include a 20 strong spearman unit with
the Valourous Standard (this lets you
roll 3D6 when making a psychology
test, and take the two best scores). This
should ensure they do not flee the
battlefield when faced with all the terror

and fear tests I will undoubtedly have to
make. The other- flank is held by a
regiment of the elite White Lions, with
their special skills (Lion Rampant —used
to defend against an enemy charge, Lion
Leaping — used by charging White Lions
to barge over opponents, and Lion Claw
— can be used against large monsters or
any foes with multiple wounds). Armed

WARHAMMER ROSTER SHEET [ WATCHERS OF THE TOWER |

Models/Unit M|WSBS|S!T|W

I

A |Ld| Save Notes | Point Value

BEL-HOTH THE ETERNAL,

Hand weapon,
Etven steed, barding

©
“
)
-

MAGE LORD si4lalalaale

S+ | Potion of Knowledge,| 420

Skull Staff

SILENT ONES
19SWORDMASTERS (5|54 (3|31
OF HOETH
Double~handed weapons,
heavy armour, shields
SWORD MASTER

CHANIPION 5(5|95(43|1
Double-handed weapon,
heavy armour, shield

S+ |Unit Includes 357

usielan and standard

5+

TOWER RIDERS

9 SILVER HELMS
Light armour, shields,
Elven gheeds, lances
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e o o »
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Unit includes
Standard of Shielding

3+

3+ 56

-
o ®» e »

THE BRINGER OF SORROW
REPEATER BOLT THROWER )

Crew
Hand weapon, light armour

©b =3
-

100

TOTAL (1,379
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with double-handed axes they should be
2 match for any enemy regiment.

The holding force is led by Prince
Elerion, my army general. Astride his
Pegasus he can match the speed of any
winged daemon and is armed with the
Dragonblade Lance. This allows him
either to hit his opponent automatically
or use the special Dragonblade attack —
the magic lance keeps on going through
rank after rank. Elerion can fill gaps that
appear in the EIf battle line or take the
fight to the Daemons.

I am sure Nick will have a very strong
Magic presence so I take a Mage
Champion with two Dispel Magic
scrolls to ensure I can stop anything he
throws at me.

FLANKING FORCE!

My flanking force consists of the
strongest units at my disposal. A
regiment of ten Silver Helms armed
with lance, shields, light armour and

G’garl Ul’ rhan,
Greater Daemon
of Tzeentch

5 Flamers of Tzeentch
12 Horrors of Tzeentch

carrying a Standard of Shielding, are
fast and deadly enough to smash any
Daemon regiment that tries to stop them
rejoining the holding force. After
joining with the rest of the army they
can attack with the support of both the
White Lions and Spearman regiments. A
huge regiment of Sword Masters of
Hoeth back up the Silver Helms, this
regiment can take on most of the
daemon army and stand a more than fair
chance of winning. They don’t suffer the
usual penalties for using double handed
weapons and their ability to deflect
arrows or crossbow bolts (any foe
attempting to shoot at the Sword
Masters from their front must deduct -1
from their roll to hit) is usually really
useful — though not against Chaos as
they don’t have missile weapons!

In addition to all this I choose a Mage
Lord to hopefully tip the balance of play
in the last couple of magic turns. I gave
him the Skull Staff (+1 bonus to dispel)
and the Potion of Knowledge (cast spell

Lerion the Denied,
Daemon Prince

6 Fiends of Slaanesh

Thanan, Mage

Champion, with White
Lion Champion and 15
‘White Lions of Chrace

for no power cost) which in my
view is an amazing item that helps
me cast spells even if the winds of
magic are low. This mastery of
magic should be enough to inflict
crippling damage on the weakened
Daemon army. The last thing to
add is another repeater bolt thrower
to pick off lone regiments too far
away for my cavalry to engage.
Now to put my plan into action...

The Daemons were
almost upon them. |
Elerion put aside the |
maps and strode forth to |
~ address his warriors. But
- standing before them it
- was written across every
face — there were no
words he could say that |
{ would make them any
i more _ determined to |

Spearman Champion
and 20 Spearmen

v

10 Daemonettes of A Prince Elerion,

Slaanesh 14 OEEpUrATElEs High EIf General
Repeater Bolt

6 Daemonettes of 14 Unarmoured Archers Thrower

Slaanesh mounted
on Steeds
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TRIAL BY MAGIC

CHAOS TURN 1

Before the battle started, Nick
rolled a huge hand of Chaos Gifts
and was eager to mete out some
destruction to the High Elves and
gain an advantage. First he infected
the proud White Lions of Chrace
with Nurgle’s Rot, reducing their
movement by -1". Next he
summoned a Storm of Chaos over
the battlefield, but instead of
striking down the Elves, the fickle
Chaos Gods struck the Daemons

instead,

causing one Wound on the Flamers of
Tzeentch! Last of all Nick started a
Feud of the Gods and a Daemon Prince
and Horror champion immediately
fought as mere pawns for their gods.

assault upon the enemy. Calling to jyq
master, G’garl Ul'than cast Boon of
Tzeench and received three more mag;,
cards for Nick’s hand. Using this pey,
found power the Greater Daemon cast

“With terrible screams and howls, the
Daemonic horde poured towards the
waiting High Elves.”

Both struggled to gain advantage but

neither won the contest and were

returned to the battlefield to face the
Elves.

With terrible screams and howls,

the Daemonic horde poured towards

the waiting High Elves. G’garl
Ul'than, the Greater Daemon of
Tzeench, led the Flamers towards the
spearmen guarding the towers. The
Daemon Prince, Lerion the Denied,
marched the rest of the Daemonic
horde into battle, eager to smash

and slaughter his foe.

Not close enough to attack the
Elves directly, the Chaos
horde launched a magical

Blue Fire of Tzeench at the spearmen,
and two of them were consumed iy
cobalt flames. After this onslaught, the
High EIf Mage strained to contain the
next blast of energy but wag
overwhelmed by its power,
Incandescent Assassin shot across the
battlefield towards the High EIf general
and would have killed him if not for the
power of the general’s Amulet of Fire.

HIGH ELF TURN 1

Recovering from the blast, Prince
Elerion, general of the army of Chrace,
let out a battlecry and charged towards
the oncoming Chaos host. The rest of his
army, already sure of their purpose,




deployed for a defensive stand. Many
prayers went up for Prince Elerion; if
their leader could slow the Chaos
advance, the High Elves would gain an
advantage. Seeing the danger that the
High EIf general posed, Nick played the
Allure of Slaanesh Chaos Gift on him as
he took his fear test to charge the
Fiends. Prince Elerion’s mind was
strong however and he passed the
leadership test even with the -1 penalty
imposed by the card.

As their general attacked the foul
Daemons, the High EIf archers aimed
their long bows high into the air and a
cloud of arrows fell upon the Flamers
and Daemonettes. But much to the
dismay of the Elves, only one Daemon
from each regiment fell to the arrows.
The bolt thrower then released its
missiles at the Daemonettes but again,
as if some dark power guarded them,
only one Daemon was killed!

In combat Prince Elerion slew three of
the Fiends of Slaanesh with his
Dragonblade Lance, but the Daemons
refused to flee from his charge and
swarmed around his Pegasus mount,
hissing and snapping with their claws.

High EIf Mage Thanan cast Coruscation
of Fineir upon himself and rose up so he

3
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Nick unleashes his dread Tzeentch magic.

“Prince Elerion slew three Fiends of
Slaanesh with his Dragonblade Lance,
but they refused to flee from his charge.”

could view the battlefield. Seeing the
might of the Daemonic horde, Thanan
attempted to protect the Elven army by
casting Hand of Glory, but the power
was dispelled when Nick played the

Wrath of Khorne card. Unfortunately for
Thanan, the Chaos God of War lashed
out at the magic caster and drove the
spell from his mind.




CHAOS TURN 2

Now in range to storm into combat,
the Daemons became more and
more frantic in their howling. With
a great scream, G’garl Ul’rhan led
the Flamers, crashing into the EIf
spearmen. Carried by their steeds,
the Soul Hunters smashed into the
White Lions. With the sound of
combat, the rest of the Daemonic
horde marched even faster towards
the High Elves, their growling and
screaming becoming louder the
closer they got.

TRIAL BY MAGIC MV

Facing the charge of the mounted
Daemonettes, the White Lions of
Chrace used their Lions Rampant
special ability to defend themselves
from the foul Daemons. The onslaught
was great however and six White Lions
fell to the unnatural claws of the
Daemonettes. Even though their general
was away fighting in another part of the
battlefield the White Lions grimly held
their ground and refused to break.

The Elven spearmen were not so lucky.
The combined charge of G’garl Ul'than
and the Flamers killed eight spearmen
including their champion. Waves of blue
and pink fire swept around the combat
with every attack from the Daemons in
this mighty slaughter and the spearmen,
seeing their champion slain, turned and
fled. Both the Flamers and G’garl
Ul’rhan pursued the spearmen, but were
unable to catch them!

el

Hearing the slaughter
behind him, Prince
Elerion renewed his
efforts against the

Fiends, who had started
to fight back with fury
after their initial loss.
Hacking left and right at
the foul creatures the
High  EIf  general
managed to wipe them
out and then turned his
gaze upon Daemon
Prince  Lerion the
Denied, eager to revenge
the death his warriors.

Lerion stared right back
at the High EIf general,
and as he did, the

el M —

Daemonettes launched a
magical bolt towards
Prince Elerion with such
power that Thanan was
completely unable to
stop it. Nick had cast the Chaos Spawn
spell on the High EIf general with Total
Power. Unfortunately for Andy he could
only watch as his mighty general and his
loyal mount were moulded together by
dark magic into a hideous, gibbering
Chaos Spawn! Not a bad start to the
Chaos magic phase!

Once again Mage Thanan defended the
High EIf army from a barrage of
magical power from the Chaos army.
Preparing his mind, Thanan dispelled

i exults over the death of the
was decided that the Elven Steed would be consumed
by the Chaos Spawn as well as its rider.

High EIf general. It

Lash of Slaanesh, but was then forced to
use a Dispel Magic scroll to avoid

‘becoming the victim of Incandescent

Assassin. While he was recovering from
this attack, the High EIf army was left
exposed to the Daemons, and G’garl
Ul’rhan launched a Pink Fire of Tzeench
at the High EIf archers, consuming 4 of
them.

| Soul Dancers. “Prove vou ar
. worthy of my affection.” h
\ whispered. : -
Magical energy twisted and
| warped the prince and his mou)
" into a mass of tentacles and leg
“Now you are truly beaviiful,

gloated the Daenon Prince d

b |
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CHAOS TURN 3

Revelling in its obvious magical
superiority over the weak mortals,
G’garl Ul'rhan charged into the
nearest regiment of High EIf
archers. Howling with the
expectation of further combat and
slaughter, the Flamers charged
again into the High EIf spearmen,

but this time the spearmen
were ready for the attack
SN\ and, levelling their

P

weapons, braced themselves for the
coming impact.

The Flamers crashed into the spearmen
and pushed them back, crushing 3 Elves
as they attacked. Reeling from the attack
the spearmen could do no damage to the
Daemons, but held their ground. The

Meanwhile the Greater Daemon turneq
to face the other regiment of archerg
and, with an arm stained with High Ej¢
blood, the huge creature pointed a boney
claw and screamed a terrible, unearthly
sound. With horror filling their heartg
the archers turned, almost to ready tq

“G’garl Ul’rhan ploughed into the Elves,
sending broken bodies through the air with
every swing of its terrible staff.”

archers were not as prepared for the
attack of the Greater Daemon of
Tzeench. G’garl Ul'than ploughed into
the EIf regiment, sending broken bodies
through the air with every swing of its
terrible staff. In sheer terror of the huge
creature, the archers fled. Such was their
dread, they ran towards the rest of the
Daemonic horde, but the huge Greater
Daemon hacked and slayed them all as
they fled.

The White Lions once again launched
an attack on the Daemonettes
surrounding them. The attack was bold
but left them exposed and the Daemons,
ever ready to pounce on the weakness of
mortals, slayed the brave High Elves
and forced them to run from the battle.
Cackling with pleasure, the Daecmonette
cavalry watched the Elves run from the

- field and then turned to find another

target.

With magical pewer, the hill crashes forward to smash the Daemonet

break, and then they saw the White
Lions of Chrace being slaughtered by
the Daemonic cavalry. Their courage
failed them and they ran from the horror.

Once again the Daemons launched a
huge magical attack upon the broken
High EIf army but this time Mage
Thanan was up to the challenge. Seeing
his comrades killed by the Daemons had
strengthened his mind and he lashed
back at all the Dacmons’ attempts to cast
spells. Once again Incandescent
Assassin was launched at Thanan and
was dispelled. A Blue Fire of Tzeench
shot across the battle field towards the
remaining archer unit but was also
dispelled. In frustration G’garl Ul’than
called for a Boon of Tzeench and used
the extra power to cast a Bolt of Change
at Thanan. With no chance to dispel it,
never-the-less Thanan survived!

s and the Pink Horrors!
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Sword Master champion
and 19 Sword Masters of
Hoeth
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Silver Helm champion
and 9 Silver Helms

Bel-Hoth, Mage lord

Bolt Thrower

Thanan, Mage Champion

HIGH ELF TURN 3

With the rhythmic thudding of galloping
cavalry and the sounding of horns, the
High Elves of Saphery entered battle led
by Mage Lord Bel-Hoth. Immediately
despair hit the army of Saphery as they
saw the remains of the Chrace army, but
the despair quickly turned to resolve as
they spurred their steeds on towards the
Daemonic horde, swearing revenge for
their fallen comrades.

The bolt thrower, Bringer of Sorrow,
launched its bolts towards the
Daemonette cavalry and killed one of
the beasts. Taking heart from the arrival
of the reinforcements, the spearmen
renewed their attack on the Flamers and
after some savage fighting the combat
was won with the help of the
Spearmen’s musician.

Attempting to aid the forces of Chrace
as quickly as possible, Mage Lord Bel-
Hoth the Eternal summoned up great
waves of magical power to cast Assault
of Stone on the hill to crush the
Daemonettes and Pink Horrors. The
spell destroyed all the Daemonettes and
killed 5 Horrors under the landslide.
Next Bel-Hoth cast Fiery Convocation
at the Daemon horde but Nick played
Drain Magic to dispel the power and
end the magic phase. The powers of
Lord Bel-Hoth may have turned the
battle in the favour of the High Elves but
no celebration was heard from the Elven
warriors. Their features were set in a
grim stare. No cheer would leave their
lips until Chaos was forced from their
land forever.
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CHAOS TURN 4

Surprised by the sudden attack of
the army from Saphery, the
Daemonic horde turned to
challenge the new arrivals. Hoping
to finish off the remains of the
High Elves of Chrace, Lerion the
Denied charged the last of the
archers, eager for slaughter.

Crashing into the Arrows of
Urithair, the Daemon Prince slew
two High Elves but with their rank
and standard, the archers held their
ground. Next to them the
spearmen, still fighting against the
Flamers, were cut down by a furious
assault. Five spearmen were killed by
the Flamers and the regiment was forced
to flee from the table, rapidly followed
by the pursuing Daemons. With the rout
of the spearmen, all that now remained

Fiery
Convocation

L SRR T

from the army of Chrace was a regiment
of archers. It was now up to the forces of
Saphery to win the day for the Elves.

Sensing danger from the Elven
reinforcements, the depleted Horror
regiment cast a Shield of Fire upon itself
for protection against the devastating
High magic. G’garl Ul'than once again
called for a Boon of Tzeench and then
cast a Blue Fire of Tzeench at the Silver
Helms, but it failed to cause any
wounds.

HIGH ELF TURN 4

Spurring their steeds, the Silver Helms
charged the Horrors, but at the sight of
the Daemonic creatures and the waves
of magical fire rippling over them, their
mounts refused to attack. The Silver
Helms had failed their Fear test and
refused to go anywhere! The rest of the

Saphery army advanced towards the
Daemonic horde eager to rid Chaog
from their land.

The Saphery bolt thrower fired first,
felling two of the Daemonette cavalry jp
revenge for the slaughter of the White
Lions. As the Silver Helms had failed to
charge, the only combat on the
battlefield was between Lerion the
Denied and the Arrows of Elthrai (the
last of the army of Chrace). The
Daemon Prince fought furiously but the
hearts of the High Elves were filled with
hope at the arrival of their cousins and
the archers gave no quarter to the foul
creature. No EIf fell in the combat but
their swords again failed to hurt the
thrice damned Lerion.

With the failure of the Silver Helms, the
battle was still held in the balance so
once again Mage Lord Bel-Hoth
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summoned all his
magical power and
cast an Assault of
Stone. Nick looked on
in disbelief at the
cards as Andy cast the
spell with Total Power
again! This time only
the Horrors were hit
by the falling stone but
they were crushed
utterly and destroyed,
their Shield of Fire
failing them! Out from
the rubble a gibbering
mass of Blue Horrors
emerged to take the
place of their Pink
brothers. The High EIf
army looked on in
dismay as the Daemon
regiment doubled in
size! Finally the last of
the cursed Daemonette cavalry was
destroyed by a Fiery Convocation cast
by the Mage Lord. The White Lions
were avenged!

CHAOS TURN 5

Mocking the Silver Helms for their
fearful behaviour G’garl Ul’rhan
charged them, but the Elven knights
stood their ground and met the attack.
Elsewhere Mage Lord Bel-Hoth spurred
his steed on towards the beleaguered
Chrace archers in the hope of aiding
them and finally destroying the Daemon
Prince.

Six times, the Greater Daemon swung
his great staff at the Silver Helms and
three knights fell, crushed by the sheer
force of the blows. The
remaining Elves steered their
steeds away from the
rampaging Daemon but held
their ground and refused to
give way. Fighting the archers,
Lerion the Denied smashed
one with his mighty axe but it
was not enough to break the
Elven line and they held,
waiting for the help of the
Mage Lord.

Realising the danger the Mage
Lord posed to the Daemon
Prince, G’garl Ul’than cast an
Incandescent Assassin in his
direction but the power was
dispelled by the Mage Lord as
he galloped to the archers.

HIGH ELF TURN 5

Believing the battle could still be won,
the Elves renewed their efforts and
charged towards the Chaos horde with
renewed vigour. The Sword Masters of
Hoeth burst from the corrupted trees
towards the gibbering masses of the
Horrors, but their charge was short and
they failed to reach their target.

The Greater Daemon, surrounded by
brave knights and panicked steeds
swirled and smashed his staff, killing
four more proud Elven knights. Against
all odds the few remaining Silver Helms
stood their ground once more, filled
with a grim determination to banish the
Lord of Change from their land.

Still galloping towards the archers,
Mage Lord Bel-Hoth cast Assault of

The Lord of Change smashes into the Silver Helms but the EIf knights remain resolute.

Stone once more but Nick played Drain
Magic to dispel the awesome power and
ended the magic phase and the game!

It had been a hard fought battle for both
sides but the weary High Elves were
forced to leave the battlefield as the
victory points were counted up to find
Chaos the winners by 13 points to 11!
How much closer can you get?
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FINAL RESULT

DAEMONS: 13
HIGH ELVES: 11

Such delight shall we take
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DIE, WEAK
MORTALS!

Phew! That was a little bit too
close. Andy gave me a really tough
game and came very near to
beating me. [ was convinced that
the High Elves had managed to
claw it back in the last 2 turns —
snatching victory from the jaws of
defeat (especially with the
ineptitude of the Daemon Prince
trying to kill the remaining archers
and the power of the dratted High
EIf Mage). Although I have to say I
really enjoyed turning the High EIf
general into a Chaos Spawn (a move I
think that won me the game) it was just
a shame I couldn’t use him against his
own side.

TRIAL BY MAGI

For the first 3 turns my plan worked,
though the delaying force managed to
hang around a little longer than I
expected, especially the White Lions.

I’d forgotten just how stubborn High
Elves can be. The biggest mistake I
made was concentrating that hail of
magic on the High Elf Mage in my third

turn; I gave in to my frustration at not
being able to kill him and threw far too
much magic at him. This left me open to
the more powerful mage that came on
with the flanking force. He just started

“I gave in to my frustration at not being able to kill the
High Elf Mage and threw far too much magic at him.”

to pull my army apart, especially with
Andy’s luck getting Total Power twice
and casting Assault of Stone with it (A
word of warning, never stand to close
hills with High

Elves about).
This killed my
remaining Soul
Dancers and if
it was not for
the Pink
Horrors’
ability to
change into
Blue horrors

I would have
lost them too.

I was able to
react quickly
to threat of
the flanking
force and my
army was able
to move with
incredible
speed, turning
the whole
battleline to
face the foe. 1
have never seen
an army react to
a threat as
quickly as that.

Andy congratulates Nick with a firm handshake,
a forced smile and a very distressing beard.

However I miscalculated and brought
my Soul Hunters around to within 12"
of the Pink Horrors and the Greater
Daemon of Tzeentch. I almost fell prey
to the dreaded Daemon Animosity as I
had sent my
Daemon Prince
to finish off the
remaining
archers (and
didn’t he make
a hash of it!).
‘Luckily’ for me the High Elves solved
that problem by killing the remaining
Soul Hunters — I was saved by my
opponent from the Animosity rule!

The entire game was dominated by
magic, and in the last two turns the High
Elves had the upper hand. If the Mage
Lord had been on from the beginning I
might not have been able to get away
with as much as I did. I am never going
to underestimate the effect that magic
can have on a game. It was the single
biggest factor and almost cost me
victory.

As I said at the beginning this game
gave me a chance to test run the new
Daemon army and to convince myself
they are a good fighting force. All I can
say is that they were totally outstanding:
they are fast, hard hitting and can react
well to any threat (I was able to turn my
entire battleline in a single turn). The
Lord of Change excelled at the
troubleshooting role I gave him, and if
the Silver Helms had not been so lucky
I would have romped home with a great
victory all thanks to the Greater
Daemon! In fact, if it was not for the
huge Daemon’s prowess in hand-to-
hand combat I think I would of lost the
game in a single Silver Helm charge. S0
will I be collecting a Daemon warband
in the future? I can honestly say “Yes!”
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BLOODIED AND

BROKEN

This was one of the hardest fought
pattles I have ever played. There were
imes when all seemed lost, and times
when it could easily have gone so

differently.

with the game over, I thought the
overall plan worked well. I still had one
regiment of the holding force left (the
Elven archers from Chrace) and the
flanking force had clearly saved many
an Elven warrior by smashing the centre
of the Daemon horde (two attacks with

“I may just have a few well chosen
words to say to Tuomas about how
hard the new Daemon army is!”

the High magic spell Assault of Stones
really did the trick). Still, the clincher
was the loss of my General to magic
which turned him into a Chaos Spawn,
and my mage champion having his
spells destroyed on the first turn by the
Chaos Gift Wrath of Khorne. At these
points, all hope seemed to fade away.
But true to form, my Elven warriors did
pass most of their Panic tests and fought
for every inch of ground. I must admit I
was caught out by how fast the Daemon
horde was! By turn two, my holding
force was already being mauled by the

Flamers of Tzeentch, Steeds of Slaanesh
and the Greater Daemon of Tzeentch.
The investment of 35 points for the
Valorous Standard worked perfectly,
and saved the spearmen for a number of
turns, as well as tying up the Lord of
Change and Flamers for a turn or
two.

Magic! Well, what can I say,
the first three turns I was
pounded by every possible
spell known to the Chaos
gods, even if I did have some
amazing luck on my dispel
rolls. However the damage

could have been much
worse had Nick not
concentrated most of his
magic onto my High
Elf Champion Mage
(he just would
not die). Things
improved  when

my Mage lord
arrived, but the

way Daemon
regiments  can

store magic cards is just

nasty (at one point Nick was storing 7

JHOd3d A1L1Vd

magic cards to use in the next magic
phase). I was also very lucky at the start
of the game went Nick played his Chaos
Gifts, and the only effect was Nurgle's
Rot slowing down my White Lions.

‘What would I do given another chance?
Well, ignoring scenario restrictions for a
moment, I would set up both repeater
bolt throwers together and possibly get
another. This amount of fire would have
knocked out the Steeds of Slaanesh and
freed up the White Lions to.do some real
damage to the Daemon army. Starting
with my Mage Eord in the holding force
might have tipped the balance of power
in the magic phase to my side as well.
Also, it might have been worth risking
the threat of the Lord of Change and
bringing on my flanking force from the
other side. They could have marched
straight on and been in combat the next
turn (unlike my Sword Masters of
Hoeth, who spent most of their time
having a picnic in a small wood for the
last two turns of the battle).

In the end it was an enjoyable game, but
I may just have a few well chosen words
to say to Tuomas about how hard the
new Daemon army really is!
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Mail Order is only a phone call away, from 8am to 9pm
Monday to Friday, 10am to 6pm Saturday and Sunday!

CALL US NOW OM:
(02) 9829 6111

ON FAX US ON:
(02) 9829 6161

ANYFING AT
AL, JUST GIVE
US A KALL!

YOU CAN SEND YOUM

ORDEN TO US AT:

Games Workshop Mail Order,

PO BOX 576 Ingleburn
NSW 2565 AUSTRALIA

The new Falcon Grav Tanks
can now be joined by the
vicious firepower of the Fire Prism
Grav Tank! Advance order yours now
4. for $69.95 (+ $2.50) and as
//\ usual we’ll despatch it to you to
\\ arrive just as it’s in the stores.
=\ We've gone Eldar crazy. Yes,
e YOU Can order two and get a

- /\ == third at 1/2 price.

Eldar commanders rejoice!

r
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Games Workshop Mail Order is a unique
experience — we’re not just here to get you
all the great miniatures and games you
want, both new and old — we’re here to help
and give advice on any aspect of the
Games Workshop hobby. So what are you
waiting for? Give us a call!

We’'re fast and efficient — we’ll despatch
your order to you the same day we
receive it in most cases.

Want to know what’s coming out soon?
Then call for details of our advanced
order deals and make sure you get
yours first!

Games spoiled by disputes? You and
your mates confused by a rule? Call the
Roolz Boyz on (02) 9829 6111 and
although their rulings are not official
they should be able to help you out.

ouP fanrqetic
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DAIZ EXCITIN ! | =t
T DA NEW STUFF !

' Call the Troll
| z on (02) 9829
and ask for da Trollz Lairs!1 -

.The new supplement for Gorkamorka is| &
called Digganob! Unleash Human Digga N
mobs, G i jutionaries an

horrible

unsuspecting
scenery with 4 s and spaceship

wreckage. more for only i= i
$64.95! Call up advantage of |
| our Digga mob deal.
If you're Jooking for @ Digga mob then
_ here’s just the Deal for you:
1 Digga Nob, 1 Digga Shaman, 1 Digga trukk

(with Digga Boy driver), 3 Digga Boyz and 4
Digga Yoofs

nd your

Order the mob along with your copY of
Digganob, the supplement, for the great deal
price of $147 - that’s the Digga Nob FREE!




Chaos has susk its silky tendrils decp since the release of the
Realm of Chaos Army boxed set last month, and everywhere
the wicked cackling of demented warlords echoes across tavaged
wastelands and through destroyed buildings - but that's Mail

Order all year round! With the new releases this month, let's
take a fook at some groovy army deals just for you!

Bcz;st Lord Naran-EK's
Beastman Warband

; $79

TLORD NARAN-EK'S RETINUE
g Naran—ck wiclds 2 2 handed axe
11 Bestigor. inclu;hpg
standard bearer and musician

BRAGAR, BEASTMAN
SHAMAN'S RETINUE $96 &

9 Beastman Usngor with Spears,
including standard bcafcr
and musician

and 1 Beastman Chariot

GUNGOR, BATTLE

STANDARD BEARER'S

RETINUE $134

4 Minotaurs with
additional hand weapon

warbands 4

buy these
Jou, £x 3y the whole

scparatcly. or get
of BeastLord '
army for $275 and we 1
give you Naran-Ek and

Naran-Ek’s ‘i

Lord Ll;;(;r Dras |
Chaos Warrior Army

| CHAQS LORD DRAK'S RETINUE $105
- Drak rides a barded Chaos steed

' 10 Chaos Knj hts. i .
R aicias 1ghts, including standard beaser and

rr
- CHAOS SORCERER FEN'RO
" 12 Chaos Warri YU "

1ors, including stand
-h ard b
musician g e

WARRIOR CHAMPION OF
E CHAOS KARRASH'S
f, RETINUE ¢86
| 4 Chaos Marauders, including
_' standard bearer and musician,
" carrying flails
GORAK, BATTLE STANDAR
; D
BEARER'S RETINUE $35
. 12 Chaos Warriors, including
standard bearer and musician

. You can buy these warbands

| and we'll

!

separately, or get the whol
Lord Drak’s army for $258 =

1V
Drak freel L

O

It really needs no introduction. You can
advance order the new BLOODTHIRSTER,
the Greater Daemon of Khorne, direct from
Mail Order for $69.95 (+ $2.50 p&p) and we
will send it to you just as it's

released in the stores! An

essential for any self

respecting Chaos

general, ring us to

advance order

yours now!

i
|
f
U
|

Gungor ERU

CORREZPOMIEMIE We welcome commenis about White Dwarf, Gamnes

COPYRIGHTS AND TRADEMARKS

TRADEMARKS

Workshop games and Ciiadel miniaturas. All letters except subscriptions and
Mail Order should be addressed fo: The White Dwari, Games Workshiop,
Willow Road, Lenton, Notiingham NG7 2WS.

Please mark your envelope clearly with the name of ite game vou are wiiing
10 us aboui, If you want a reply you msf enclase & self-sddressed stamped
envelope (overseas readers shouls include IRCs). We receive an enormous
amount of mail. We do read every letier, but it may take 2 lritle time for us to
reply to you, so please be paiient!

You can find Games Workshop on the Warld Wide Web et the following
Internet addrass: hitp://www games-workshop.com

Al materef sur i6 us for 15 only adeapted
on the assumpiion it the copynghi 1 k& s, by the very aci of submissien,
unconditionally assigned by the author as beneficial owner and with full fille
W guaraniced io Games Workshop Limiied. We also retain the right to edit
and/or ariend all maerial as we see fit. So, if you do noi wish to assign
copyright in ihis way, please do not send ug your subrnission. We're afaid we
cannot work in any other way!

All subject matter in White Dwarf is
@© Copyright Games Workshop Ltd 1998

All artwork in all Games Workshop products, and all images contained therein
nave been produced either m-house or as work jov hire The exclusive
copyright in the artwork and the images it depicts 13 the property of Games
Workshop Lid. @ Copyright Games Workshop Lid 1998 All rghts resenved.

REGISTERED TRADEMARKS
The following are all registered trademarks of Games Workshop Ltd.
Armageddon, Blood Bowl, Chivalry. Citadel, the Citadel logo, Dark Angels,
Dark Fure, Deathwing, Dungeontuest. 'Eavy Metal, Eidar, Eldar Attagk,
Epic, the Games Workshop logo. Games Workshop. the GW logo. The GW
Flame logo. Gerwsteals, Slottabase, SpacesFleel, Space Hulk, Space
Marine, Takisman, Tuzud, Warhammer and Wermaster Marauder 16 &
registered trademark of Marauder Miniatures Lid. Used with permission.

The following are all trademarks of Games Workshop Ltd

Aspect Warrior, Attila, Avatar, Biood Angels, Bloodietter, Bloodthirster. Cadian
Catachan, Codex, Daemonette, Dark Reaper, Death Zone, Digga, Diggano
Exo Armour, Exarch, Eve of Terror, Falcon, Farseer, Fire Dragon, Fire Pristi:
Flesh Hound, Gargant, Gobbo, Golden Demon, Gorkamorka, Great urclean
One, Greichin, Gray Knight. Grot. Hunter Slayer, Infemo, Journal, Kesper o'
Secrets, Khome, Knights Panther, Leman Russ, Lichemaster, Lightrirg Clav,
Lord of Change, Madboy, Man O' War, Mekboy, Mighty Empires, Mordian,
Necromunda, Necror, Nob, Nurgle, Nurgling, Ogryn, O1d World, Ork, Painboy
Plaguebearer, Plague Flee!, Psyker Ratiing, Ravenwing Sem i Biood
Skayen, Siaanesh, Slann, Snotimg, Space Wolves, Spanner, Squds, Squ:
Swaoping Hawk, Striking Scorpian, Tallam, Teminator, Thunder Hammer
Trolf Stayer, Tzeantch, Ultramarings, Yalhalla, Warhammer Quest, WeidooY
White Dwart and the White Dwar figure, Kmghts of ihe White Wel
Worldeater, Yoof.

The Citadel paint pot is UK registered design No. 2033238

Scatter dice are UK registered design No. 2017484
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WAHHAMMER BOXED GAME

$139.95

WHITE LIONS OF CHRACE

 WHITE LIONS OiCHFjACE COMMAND

WARHAMMER MAGIC

$74.95

PERILOUS QUEST (CAMPAIGN PACK)

$39.95

WHITE LIONS OF CHRACE CHAMPION

KORHIL, WHITE LIONS OF CHRACE CAPTAIN

SILVER HELM KNIGHT

CIRCLE OF BLOOD (CAMPAIGN PACK)

$39.95

_IDOL OF GORK (CAMPAIGN PACK)

$39.95

SILVER HELM KNIGHTS

_ Boxed set contains 1 regiment of 4 models

ELLYRIAN REAVERS
Boxed set contains 1 regiment of 4 models

GRUDGE OF DRONG (CAMPAIGN PACK)

WARHAMMER ARMIES — REALM OF CHAOS

$39.95

$49.95

WARHAMMER ARMIES — BRETONNIA

$34.95

WARHAMMER ARMIES - DARK ELVES

WARHAMMER ARMIES - DWARFS

$34.95
$34.95

WARHAMMER ARMIES - THE EMPIRE

$34.95

. WARHAMMER ARMIES - HIGH ELVES

$34.95

EVERQUEEN & MAIDEN GUARD
Boxed set contains 1 regiment of 7 models

MAIDEN GUARD

MAIDEN GUARD CHAMPION

MAIDEN GUARD COMMAND GROUP

HIGH ELF TRANSFERS
Blister contains 10 High EIf sheets

WARHAMMER ARMIES - LIZARDMEN

$34.95

- WARHAMMER ARMIES ~ ORCS AND GOBLINS

$34.95

WARHAMMER ARMIES - SKAVEN

 WARHAMMER ARMIES - WOOD ELVES

$34.95

$34.95

WARHAMMER ARMIES — UNDEAD

$34.95

WHITE DWARF PRESENTS: CHAOS DWARFS

$34.95

CHAOS
NEW! CHAOS KNIGHT REGIMENT

Boxed set contains 1 complete regiment of 5 models

NEW! CHAOS MARAUDERS WITH FLAILS

$49.95

$14.95

GORKAMORKA BOXED GAME

$119.95

NEW! DIGGANOB BOXED SUPPLEMENT

$64.95

NEW! DIGGANOB
| NEW! DIGGA-BOYZ

$11.95

$14.95

 NEW! CHAOS MARAUDER COMMAND

$13.95

NEW! CHAOS CHAMPION

$11.95

NEW! DIGGA-TRUKK

$39.95

NEW! DIGGA-YOOFS

$14.95

NEW! CHAOS BEASTMAN BESTIGORS

$14.95

NEW! DIGGA SHAMAN

NEW! CHAOS BEASTMAN BESTIGOR COMMAND

$13.95

NEW! CHAOS BEASTMAN CHARIOT
Boxed set contains 1 complete chariot

$39.95

NEW! CHAOS MINOTAUR WITH TWO HANDED WEAPON

NEW! CHAOS MINCTAUR WITH ADDITIONAL WEAPON

$29.95
$29.95

NEW! CHAOS MINOTAUR LORD

$44.95

NEW! CHAOS SPAWN

$19.95

$11.95

| NEW! NAZGRUB WURRZAG, SCRAP PROSPECTOR

$14.95

GORKAMORKA BIKER
Boxed set contains 1 Gorkamorka biker

$22.95

SPEARGUN TRUKK

 Boxed set contains 1 Speargun Trukk

HARPOON TRAK
Boxed set contains 1 Harpoon Trak

CHAOS BEASTMAN CHAMPION

$11.95

CHAOS BEASTMAN SHAMAN

$11.95

$39.95

$39.95

ORK BOYZ
Boxed set contains 6 plastic figures

$17.95

ORK BOYZ WITH HAND WEAPONS

$14.95

| CHAOS BEASTMAN GOR COMMAND

$13.95

CHAOS WARRIOR REGIMENT

Boxed set contain_s 1 corgplej regiment of 12 models
| GREATER DAEMON OF TZEENTCH

$34.95

$69.95

| PINK HORRORS OF TZEENTCH

$14.95

$11.95

_ SPANNER BOYZ

GROTS

$14.95

SLAVER

ORK NOBZ

$11.95

ORK BOYZ WITH SHOOTAS

| ORK YOOFS

 BLUE HORRORS OF TZEENTCH

PINK HORRORS OF TZEENTCH COMMAND

$14.95

PINK HORRORS OF TZEENTCH CHAMPION

$14.95

HIGH ELF
SWORD MASTERS OF HOETH

_ SWORD MASTERS OF HOETH CHAMPION

GORKAMORKA GUBBINZ BAG

Assorted plastic Gorkamorka accessories

ORK WEAPONS

 Blister contains 2 metal and 1 plastic weapon sprue

 ORK BOYZ WITH KANNONS

_ SWORD MASTERS OF HOETH COMMAND

ORK BOYZ WITH BLUNDERBUSS

ORKS WITH KUSTOM BIONIKS

Glﬁ RDER & (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111 MAIL
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A WARHAMMER £
S $0,000 ——

_WAHHAMMER 40,000 BOXED GAME $139.95 WARHAMMER QUEST BOXED GAME $139.05
DAFKGMIELERNIOM e R  BRETONNIANKNIGHT WARRIORPACK  S2255
STORM OF VENGEANCE (scenario pack) I CHAOS WARRIOR WARRIOR PACK $22.§E_
WH40K BATTLEFIEL_D ACCESSQFHES A WMPﬁ\L NOBLE WARRIOR PACK 22008
Bag of assorted plastic accessories. !
CODEX S|STERS OF BATTLE PIT FIGHTER WARRIOR PACK $22,35_.
CODEX ULTRAMARINES 95 | ELF RANGER WARRIOR PACK _ $2295
CODEX ORKS =] TROLLSLAYER WARRIOR PACK $22.95 |
CODEX SPACE WOLVES WARRIOR PRIEST WARRIOR PACK $22.95 |
CODEX TLRANLS** WARDANCER WARRIOR PACK $2?.95

CODEX CHAOS WITCH HUNTER WARRIOR PACK _$g2<9§

~ CODEX ELDAR
 CODEX IMPERIAL GUARD
CODEX ASSASSINS

WHITE DWARF PRESENTS:
_WARHAMMEH 40,000 BATTLES

NECRONS

CITADEL STARTER PAINT SET
DEL PAINT B i i
NEW! NECRON RAIDERS CITADEL PAINT BRUSHES (varying sizes)
HOW TO MAKE WARGAMES TERRAIN

NEW! NEGRON SGARSES CITADEL MINIATURES PIN VICE AND DRILLS
NEW! NECRON ATTACK SKIMMER d = — 2o

'NE FIGURE CA
NEW! NECRON LEADER IGURE CASE

SISTERS OF BATYLE @l v (87 UvaRrs i

BATTLE SISTER CANONESS ; ‘ §, . = T‘I:l:.f. ANDEE“-SI
 SISTER SUPERIOR B - x

BATTLE SISTER : il :. “ &2 | MINIATURES

| BATTLE SISTERWITHMULTIMELTA §11. o A - 11998 ANNUAL

BATTLE SISTER WITH HEAVY BOLTER : ! 2 _ W\ + | 1S OUT NOW.

| BATTLE SISTER WITH HEAVY FLAMER
BATTLE SISTER WITH MELTA GUN
BATTLE SISTER WITH FLAMER
SERAPHIM BATTLE SISTER

NECRONS

e

¥ EPIC 40,000

EPIC 40,000 BOXED GAME $119.95

SPACE MARINE BATTLE FORCE $150.00
Boxed set contains one Epic Space Marine army.

WAA-GRODSNIK'S WHEELZ OF DETH $150.00
Boxed set contains one Epic Ork army.

ELDAR WAR HOST $150.00
Boxed set contains one Epic Eldar army.

NECROMUNDA BOXED GAME i JOURNAL 23
OUTLANDERS BOXED SUPPLEMENT NEW! JOURNAL 24




5139.95
$22.95

—
CHAOS SPAWN

7

CHAOS SPAWN TAIL JOINT
G20104904

CHAOS SPAWN BODY 1
020104901

CHAOS SPAWN BODY 2
020104902

CHAOS SPAWN NECK JOINT
020104903

CHAOS SPAWN HEAD 1 CHAOS SPAWN HEAD 2 CHAOS SPAWN HEAD 3 CHAOS SPAWN HEAD 4 CHAOS SPAWN HEAD 5

020104905 020104906 020104907 020104908 020104908
L]
3
CHAOS SPAWN HEAD 6 CHAOS SPAWN HEAD 7 CHAOS SPAWN HEAD 8 CHAOS SPAWN TAIL 1 CHAOS SPAWN TAIL 2
020104910 020104911 020104924 020104912 020104913
CHAOS SPAWN CHAOS SPAWN CHAOS SPAWN
CHAOS SPAWN TAIL 3 CHAOS SPAWN TAIL 4 CHAOS SPAWN TAIL 5 RIGHT LEG 1 RIGHT LEG 2 RIGHT LEG 3
020104914 020104915 020104916 020104917 020104918 020104919
o A COMPLETE CHAOS SPAWN CONSISTS OF:
. - 1 x CHAOS SPAWN BODY
A 3 x PAIRS OF CHAOS SPAWN LEGS IF YOU CHOOSE BODY 1 OR
_ 2 x PAIRS OF CHAOS SPAWN LEGS IF YOU CHOOSE BODY 2
&) 5 x CHAOS SPAWN HEADS
CHAOS SPAWN CHAOS SPAWN CHAOS SPAWN CHAOS SPAWN 3 x CHAOS SPAWN TAILS
RIGHT LEG 4 LEFT LEG 1 LEFT LEG 2 LEFT LEG 3 1 x CHAOS SPAWN NECK JOINT
020104920 020104921 020104922 020104923 1 x CHAOS SPAWN TAIL JOINT

THE CHAOS SPAWN IS A CREATURE OF MANY RANDOM HORRIBLE FORMS AND DEFORMATIONS SO PLEASE FEEL
FREE TO USE A TAIL AS A HEAD, A HEAD AS A LEG OR ANY OTHER COMBINATION YOU CAN THINK OF!

CHAOS SPAWN

Designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1998. All rights reserved.




BEASTMAN CHARIOT

=

| ! BEASTMAN GOR CREWMAN WITH BEASTMAN CHARIOT
| ) WHIP SWORD ARM HAFT
| 020106703 020106706

BEASTMAN GOR BEASTMAN PLASTIC SPOKED
1 CREWMAN WITH TWO CREWMAN WITH WHIP CHARIOT BASE WHEEL
| HANDED AXE 020106702 020106704 9939999059
020106701

BEASTMAN GOR

BEASTMAN CHARIOT YOKE

020106705
|
|
|

I

|

|
|
I
il BEASTMAN CHARIOT

BEASTMAN CHARIOT BEASTMAN CHARIOT
| SIDE 1 SIDE 2 SIDE 3
| 020106707 020106708 020106709
i

| i il
] p e | J |
/ k
BEASTMAN CHARIOT BEASTMAN CHARIOT BEASTMAN CHARIOT BEASTMAN CHARIOT
TUSKGOR 1 HEAD TUSKGOR 1 JAW TUSKGOR 2 HORNS TUSKGOR 2 HEAD
020106710 020106711 020106712 020106713 | \ \

CITADEL?
MENIATURES

Designed by Norman Swales, Trish Morrison and Michael Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1998. All rights reserved.
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BEASTMAN CHARIOT

BEASTMAN CHARIOT

A COMPLETE BEASTMAN CHARIOT CONSISTS OF:
1 x BEASTMAN CHARIOT CREW WITH TWO HANDED AXE
1 x BEASTMAN CREWMAN WITH WHIP
1 x BEASTMAN CREWMAN WITH WHIP SWORD ARM
1 x BEASTMAN CHARIOT HAFT
1 x BEASTMAN CHARIOT BASE
1 x BEASTMAN CHARIOT YOKE
2 x BEASTMAN CHARIOT SIDES
1 x BEASTMAN CHARIOT TUSKGOR 1 HEAD
1 x BEASTMAN CHARIOT TUSKGOR 1 JAWS
1 x BEASTMAN CHARIOT TUSKGOR 2 HORNS \.
1 x BEASTMAN CHARIOT TUSKGOR 2 HEAD
2 x PLASTIC BOARS
2 X PLASTIC SPOKED WHEELS
1 x ADHESIVE COLOUR BANNER

CITADEL®
NIRTATURES

Designed by Norman Swales, Trish Morrison and Michael Perry

Not suitabie for chiidren under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Lta., 1998. All rights reserved.




BESTIGOR

BESTIGOR 1 BESTIGOR 2 BESTIGOR 3
020105301 020105302 020105303

BESTIGOR COMMAND GROUP

BESTIGOR STANDARD BERARER TOP
020105404

BESTIGOR HORN BLOWER ARM
020105402

BESTIGOR HORN BLOWER BESTIGOR STANDARD
BODY BEARER BODY
020105401 020105403

A COMPLETE
BESTIGOR STANDARD
BEARER CONSISTS OF:
1 x BESTIGOR
STANDARD BEARER
BODY
1 x BESTIGOR
STANDARD BEARER
TOP

A COMPLETE BESTIGOR
HORN BLOWER
CONSISTS OF:
1 x BESTIGOR HORN
BLOWER BODY
1 x BESTIGOR HORN
BLOWER ARM

BESTIGOR HORN BLOWER BESTIGOR STANDARD BEARER

CITADEL?
MINIATURES

Designed by Michael Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




MINOTAURS WITH
TWO HANDED WEAPONS

MINOTAUR WITH TWO HANDED
WEAPON BODY 1
020104201

COMPLETE MINOTAUR WITH
TWO HANDED WEAPON HEAD 1

MINOTAUR WITH TWO HANDED
WEAPON HEAD 1
020104205

MINOTAUR WITH TWO HANDED

WEAPON JAW
020104206

MINOTAUR WITH TWO HANDED
WEAPON LEG
020104204

MINOTAUR WITH TWO HANDED WEAPON

MINOTAUR WITH TWO HANDED
WEAPON BODY 2
020104202

MINOTAUR WITH TWO HANDED
WEAPON HEAD 2
020104207

MINOTAUR WITH TWO HANDED
WEAPON WEAPON ARMS 1

020104209 020104210

A COMPLETE MINOTAUR WITH TWO HANDED
WEAPON 1 CONSISTS OF:
1 x MINOTAUR WITH TWO HANDED WEAPON BODY
10R2
1 x MINOTAUR WITH TWO HANDED WEAPON
COMPLETE HEAD 1 OR MINOTAUR WITH TWO
HANDED WEAPON HEAD 2
1 x MINOTAUR WITH TWO HANDED WEAPON
WEAPON ARMS
1 x MINOTAUR WITH TWO HANDED WEAPON LEG

MINOTAUR WITH TWO HANDED
WEAPON WEAPON ARMS 2

MINOTAUR WITH TWO HANDED
WEAPON BODY 3
020104203

MINOTAUR WITH TWO HANDED
WEAPON HEAD 3
020104208

MINOTAUR WITH TWO HANDED
WEAPON WEAPON ARMS 3
020104211

A COMPLETE MINOTAUR WITH TWO
HANDED WEAPON 2 CONSISTS OF:
1 x MINOTAUR WITH TWO HANDED

WEAPON BODY 3
1 x MINOTAUR WITH TWO HANDED
WEAPON HEAD 3
1 x MINOTAUR WITH TWO HANDED
WEAPON WEAPON ARMS

Designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1998. All rights reserved.




CHAOS

CITADEL"

MNIXTIRES

MINOTAURS WITH ADDITIONAL

HAND WEAPON

MINOTAUR WITH ADDITIONAL
HAND WEAPON BODY 1
020104301

MINOTAUR WITH ADDITIONAL
HAND WEAPON HEAD 1
020104404

A COMPLETE MINOTAUR WITH ADDITIONAL
HAND WEAPON 1 CONSISTS OF:
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON BODY 1 OR 2
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON HEAD 1 OR 2
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON RIGHT ARM
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON LEFT ARM

A COMPLETE MINOTAUR WITH ADDITIONAL
HAND WEAPON 2 CONSISTS OF:
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON BODY 3
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON HEAD 3
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON RIGHT ARM
1 x MINOTAUR WITH ADDITIONAL HAND
WEAPON LEFT ARM

MINOTAUR WITH ADDITIONAL HAND WEAPON

MINOTAUR WITH ADDITIONAL
HAND WEAPON BODY 2
020104302

MINOTAUR WITH ADDITIONAL
HAND WEAPON HEAD 2
020104405

MINOTAUR WITH ADDITIONAL
HAND WEAPON LEFT ARM 1
020104410

MINOTAUR WITH ADDITIONAL
HAND WEAPON HEAD 3
020104406

MINOTAUR WITH ADDITIONAL
HAND WEAPON LEFT ARM 2
020104411

MINOTAUR WITH ADDITIONAL
HAND WEAPON LEFT ARM 3
020104412

MINOTAUR WITH ADDITIONAL
HAND WEAPON BODY 3
020104303

MINOTAUR WITH ADDITIONAL
HAND WEAPON RIGHT ARM 1
020104407

MINOTAUR WITH ADDITIONAL
HAND WEAPON RIGHT ARM 2
020104408

MINOTAUR WITH ADDITIONAL
HAND WEAPON RIGHT ARM 3
020104409

Designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd.. 1998. All nghts reserved.
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MINOTAUR LORD

MINOTAUR LORD LEGS MINOTAUR LORD BODY
020104505 020104503

MINOTAUR LORD HEAD MINOTAUR LORD JAW MINOTAUR LORD SHOULDER
020104501 020104502 020104504 MINOTAUR LORD

A COMPLETE MINOTAUR LORD CONSISTS OF:
1 x MINOTAUR LORD HEAD
1 x MINOTAUR LORD JAW
1 x MINOTAUR LORD BODY
1 x MINOTAUR LORD LEGS
1 x MINOTAUR LORD RIGHT ARM
1 x MINOTAUR LORD LEFT ARM
1 x MINOTAUR LORD SHOULDER

MINOTAUR LORD LEFT ARM
020104506

MINOTAUR LORD RIGHT ARM
020104507

Designed by Trish Morrison

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd.. 1998. All rights reserved.
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CHAOS

CHAOS MARAUDERS WITH FLAILS

CHAOS MARAUDER CHAOS MARAUDER CHAOS MARAUDER CHAOS MARAUDER
WITH FLAIL 1 WITH FLAIL 2 WITH FLAIL 3 WITH FLAIL 4
020105701 020105702 020105703 020105707

A COMPLETE CHAOS
MARAUDER CONSISTS
OF:

1 x CHAOS MARAUDER

'3

'@&xrrﬁ E-:}g

&

A 1 x CHAOS MARAUDER ]

FLAIL TOP
CHAOS MARAUDER CHAOS MARAUDER CHAOS MARAUDER
FLAIL TOP 1 FLAIL TOP 2 FLAIL TOP 3
020105704 020105705 020105706

CHAOS MARAUDER COMMAND

CHAOS MARAUDER CHAOS MARAUDER CHAOS MARAUDER
DRUMMER STANDARD BEARER BODY STANDARD BEARER
020105801 020105802

A COMPLETE MARAUDER
STANDARD BEARER CONSISTS OF:
1 x CHAOS MARAUDER STANDARD
BEARER BODY
1 x CHAOS MARAUDER STANDARD
CHAOS MARAUDER BEARER TOP

STANDARD BEARER TOP

020105803

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




CHAOS CHAMPION

CHAOS CHAMPION
BANNER POLE THE COMPLETE

HA Pl

020106103 ; c:Nsstt'rgN(')F?N

1 x CHAOS CHAMPION

BODY
1 x CHAOS CHAMPION
MACE ARM

1 x CHAOS CHAMPION

BANNER POLE

CHAQOS CHAMPION CHAOQOS CHAMPION CHAOS CHAMPION
BODY MACE ARM
020106101 020106102

o a e accantia o 8 A
0 aple 1o 0 ger 36 mo a 0 ali pa and al po ¢ compo




WARHAMMER REGIMENT

CHAOS KNIGHTS

| N '
| CHAOS KNIGHT CHAOS KNIGHT CHAOS KNIGHT STEED CHAOS KNIGHT STEED

LEGS 1 LEGS 2 HEAD 1 HEAD 2
020107703 020107704 020107701 020107702

Il CHAOS KNIGHT LANCE ARM CHAOS KNIGHT CHAOS KNIGHT
020106601 STANDARD TOP CHAMPIONS HEAD
| | 020106603 020106605

| CHAOS KNIGHT STANDARD ARM CHAOS KNIGHT CHAOS KNIGHT HORN
020106604 020106606

|“ 020106602 CHAMPIONS SWORD ARM BLOWER ARM

‘ ‘ CHAOS KNIGHT CHAMPION CHAOS KNIGHT CHAQS KNIGHT STANDARD BEARER

i THE BOXED SET CONSISTS OF:

2 x CHAOS WARRIOR BODY SPRUES, 1 x CHAOS WARRIOR LEFT ARM SPRUE, 1 x CHAOS WARRIOR ACCESSORY SPRUE, 1 x CHAOS WARRIOR HEAD SPRUE,
| 5 x ARMOURED PLASTIC HORSES, 1 x CHAOS WARRIOR SHIELD SPRUE, 3 x CHAOS KNIGHT LEGS 1, 2 x CHAOS KNIGHT LEGS 2,
’ 5 x GHAOS KNIGHT LANCE ARMS, 1 x CHAOS KNIGHT STANDARD ARM, 2 x CHAOS KNIGHT STEED HEAD 1, 3 x CHAOS KNIGHT STEED HEAD 2,

| 1 x CHAOS KNIGHT STANDARD TOP, 1 x CHAOS KNIGHT CHAMPION HEAD, 1 x CHAOS KNIGHT HORNBLOWER ARM, | ¥ o
- & 1 x CHAOS KNIGHT CHAMPION SWORD ARM, 1 x ADHESIVE COLOUR BANNER. | i2
‘ | CITADEL | ChixriogRE

AINIATURES

Designed by Dave Andrews

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
| © Copyright Games Workshop Ltd., 1998. All rights reserved.




NECRON WARRIORS

NECRON WARRIOR 1 NECRON WARRIOR 3 NECRON WARRIOR 2 NECRON WARRIOR 5
011000701 011000103 011000102 011000205

SCARABS

SCARAB 1 SCARAB 2
NECRON WARRIOR 4 NECRON WARRIOR 6 011000104 011000105
011000204 211000206

Designed by Dave Andrews
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CITAIEL"
MNTACLURES

Not suitable for chiidren under 36 months due to small parts and essential poinied components. All models supplied unpsinted:
© Copyright Games Workshap Lid., 1998 All rights reserved.




NECRONS

NECRON LORD

NECRON LORD BODY
011000401

THE COMPLETE NECRON LORD
CONSISTS OF:
1 x NECRON LORD BODY
| 1 x NECRON LORD HEAD
1 x NECRON LORD STAFF

NECRON LORD STAFF
011000403

NECRON LORD HEAD NECRON LORD

011000402

NECRON DESTROYER

NECRON DESTROYER PLATFORM
011000501

NECRON DESTROYER
CONTROL ARM
011000505

NECRON DESTROYER
GAUSS CANNON
011000503

NECRON DESTROYER SEAT
011000502

NECRON DESTROYER

NECRON DESTROYER
NECRON TORSO
011000504

THE COMPLETE NECRON ATTACK
SKIMMER CONSISTS OF:

1 x NECRON ATTACK SKIMMER
PLATFORM
1 x NECRON DESTROYER SEAT
1 x NECRON DESTROYER GAUSS
CANNON
1 x NECRON DESTROYER
CONTROL ARM

1 x NECRON DESTROYER
NECRON TORSO

Designed by Dave Andrews

Not suitable for chiidren under 36 months due to smalt parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1998. All rights reserved.




| LORD

GORKAMORKA

DIGGA TRUKK FRONT PLATE 1
040900102

DIGGA TRUKK ROOF DIGGA TRUKK FRONT PLATE 2
040900101

040900103

DIGGA TRUKK RAM

DIGGA TRUKK FRONT ROOF SUPPORT DIGGA TRUKK BACK ROOF SUPPORT
040900104

040200105 040900106

=
DIGGA TRUKK DIGGA TRUKK DIGGA TRUKK DIGGA TRUKK DIGGA TRUKK
CREW LEGS GUNNER TORSO GUNNER ARMS DRIVER TORSO DRIVER ARMS
040900107 040900108 040900109 040900110

' l 040900111

THE COMPLETE DIGGA TRUKK
CONSISTS OF:
1 x DIGGA TRUKK ROOF
1 x DIGGA TRUKK FRONT PLATE 1 OR 2
1 x DIGGA TRUKK FRONT ROOF SUPPORT
1 x DIGGA TRUKK BACK ROOF SUPPORT
1 x DIGGA TRUKK RAM
2 x DIGGA TRUKK CREW LEGS
1 x DIGGA TRUKK GUNNER TORSO
1 x DIGGA TRUKK GUNNER ARMS
1 x DIGGA TRUKK DRIVER TORSO
1 x DIGGA TRUKK DRIVER ARMS
1 x PLASTIC WAR TRUKK SPRUE
2 x SMALL PLASTIC WHEELS
2 x LARGE PLASTIC WHEELS

DIGGA TRUKK

Designed by Norman Swales and Paul Muller

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd.. 1997. All rights reserved.
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GORKAMORKA

CITADEL”

DIGGA BOYZ

DIGGA BOY WITH DIGGA BOY WITH DIGGA BOY WITH DIGGA BOY WITH
SIX-SHOOTA BLUNDERBUSS SLUGGA KANNON
040900301 040900302 040900303 040900304

DIGGA YOOFS 4

DIGGA YOOF WITH DIGGA YOOF WITH DIGGA YOOF WITH DIGGA YOOF WITH
SLUGGA 1 BLUNDERBUSS SIX-SHOOTA SLUGGA 2
040900401 040900402 040900403 040900404

Designed by Paul Muller

AINIXTURES

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




GORKAMORKA

DIGGANOB

THE COMPLETE DIGGANOB
CONSISTS OF:

1 x DIGGANOB BODY
1 x DIGGANOB KANNON ARM
1 x DIGGANOB BANNERPOLE

DIGGANOB BODY
040900201

DIGGANOB KANNON ARM

DIGGANOB BANNERPOLE
040900202

040900203

DIGGA SHAMAN

DIGGA SHAMAN
040900501

A COMPLETE NAZGRUB
WURRZAG CONSISTS OF:
1 x NAZGRUB WURRZAG'S

BODY
1 x NAZGRUB WURRZAG'S
BACKPACK
1 x NAZGRUB WURRZAG'S
EAD
1x NAZGRUB WURRZAG'S
KANNON ARM

NAZGRUB WURRZAG - SCRAP PROSPECTOR

NAZGRUB WURRZAG’S
HEAD
040302202

NAZGRUB WURRZAG'S NAZGRUB WURRZAG'S NAZGRUB WURRZAG'S NAZGRUB WURRZAG
BODY BACKPACK KANNON ARM
040302201 040302204 040302203

CITADEL®

Digga’s designed by Paul Muller. Nazgrub designed by Brian Nelson

Not suitable for children under 36 months due to smali pans and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd.. 1998. All rights reserved.
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MAIL ORDER T (02) 9829 6111 MAIL ORDER 7 (02) 9829

WHATS THIS THEN?

This is your Mail Order form. Now that you've seen all the models and new releasas in this issue, we know that

you can't wait to get your harids on them. All you have to do is fill out this form, stick it in an envelope with your i
paymenl and post it to the address shown at the beginning of the Mail Order section.

WORH

DESCRIPTION

{

1

TOTAL |

PUBLICATION/PAGE PRICE

6 1

DIGGANOB @_MF-WE DWARF 218
PLE

L —

$64.95

Please start my White Dwarf subscription with issue number: ..
| would like the following box set with my subscription (up to $22.95) ..

SUBTOTAL
POSTAGE & PACKING
GRAND TOTAL (TOTAL + P&P)

Please start my Citadel Journal subscription with issue numberi........ceee

Use this form to mail ordet Games Workshop products and Gitadel Miniatutes tfrom
this or any recent issue of White Dwarf When you have totatled up your otder,
please don't forget to add the postage and packing charge. PLEASE PRINT IN
BLOCK CAPITALS AND USE A BLACK PEN

METHODS OF PAYMENT

You can pay by cheque or money order made payable to Games Wotkshop Lid.
Alterr ly. we take M ard, Visa, and Bankcard If you wish to pay by credit
card, please fill in the relevant details on the form overieaf If you have a credtt caid,
you can place an immediate order by phoning our Mait Oider Hotlines ~ but make
sure you have your card with you when you phone

COUNTRY: ....ccevemrrrncecnsinninnne N i Postcode: ....

Method of Payment: Cheque L]  Money Order L]

DISPATCH & DELIVERY

So that you get your games and miniatures as quickly as possible we always
dispatch your order via our express delivety service. All ordets placed before noon
are dispatched on the same day.

POSTAGE & PACKING

Within Australia: add $5 00
Overseas: Add 40% of the order value Hf you pay by credit card, postage &
packing will be charged at cost i less than this (minitum P&P $10.00)

........................ Telr e

visa[J  Bankcard ]

Mastercard (L]

o 1] A Q0 A

Card expiry date: ..........ccoeevvinrnccennn. Cardholder Name: ........c.coccvvveiveniiereiiinnnnn.

Cardholder

SIGNAtUre: .......cccoceienirerrrrci s s

Mastercard

b

Please feel free to photocopy this form.
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THE CITADEL

This remary, able dioramy
was sent 10 ys by D
Golby of Oxford. He told
us that the inspiration
behind hn work wag
) Kse! = .

hues with issue 24 whieh
positively bursting with the
pod, the mad and the fuzzy!
This issue features: =
Night Fighting rules
for Warhammer...

Imperial Guard
tactical advice...

Blood Bowl Stadiums Il...
New strategy cards...
Dok Butcha’s Bitz n’ Tipz...
And many more nhew
articles and features!

have an axe to grind? You have an Imperial w%?
Guard army that really kicks now that you've
ntroduced your own special rules? You're part of a
srilliant games club that deserves wider recognition?

So you're a veteran Warhammer player, and you

Write for the Journal!

‘ou've got all sorts of great ideas for converting Have you got any brilliant hobby ideas?

niniatures, modelling terrain, running campaigns and Get your hands on a copy of a recent

‘ournaments? You want to see what other gamers Journal and you'll see the sort of articles

are to out there across the world? we are looking for. You’ll need a copy of

IS UP £0-Ou _ our submissions guides first, which you

Then pick up a copy of the Citadel Journal. It's can get from:

written by Games Workshop gamers (that’s you!) and The Citadel Journal

l; pacf::d :'ul:roftm;erestmg, exciting articles and Games Workshop Publishing, Willow
eas from dedicated gamers. Road, Lenton, Nottingham, NG7 2WS

ssue 24 of the Citadel Joumal is available from Mail Order priced only $16.95. Please use Or you can email us at

ha order form al the end of the magazine or give us a call. journal@games-workshop.co.uk

o be certain of your copy of the Citadel Journal you can take out one of our special
ubseription deals. Available for only $75.00 (Australia) or $100.00 (Overseas). Subscribers
iill recieve six issues and their choice of either anather splendid issue of the Citadel Journal
IR the remarkable new Citadel Miniatures Annual 1988 absolutely FREE! Each Journal
ubscription will begin with the next issue to be published — unforfunately we can't include
ack copies in subscriptions, but you can still order selected copies from Mall Order. Stocks
i bipth of these free items are limited so contact us now, or you'll miss outl ﬂp‘\o\\

\
‘35“ \
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Dlgganob is the mayhem-packed supplement for the Gorkamorka
game. Adorn your battlefield with fantastic card models of a
crashed spaceship and four mutie tents. Check out the 96-page
book crammed full of new rules and background for three new
types of mob. There’s the savage Diggas, hideous Muties and the
rebellious mobs of the Gretchin Revolutionary Committee.

Lay cunnin’ ambushes or attack your foes in their camp with the
three new scenarios, Da Trap, Convoy and Gotcha! Enlist special
characters for your mob including such Gorkamorka legends as
Nazgrub Wurrzag, the half-insane Scrap Prospector.

So, if you've enjoyed Gorkamorka you'll love to get
your hands on Digganob!

‘ ORKAMDIKA"

o UPPLEMENT.




