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THE BLACK GOBBO COVER

A brill portrait of yours truly by Wayne England.

GAMES WORKSHOP NEWS 2

Newshound Graham Davey searches out all the latest
Games Workshop news.

MAILBOX 26

Get writin’ dose letters ta da Black Gobbo!

GAMESDAY OZ 98 HIGHLIGHTS 38

This month we take a look at the whole Games Day event,
including a look at the amazing Fang display. Not enuff
Gobbos on it though...

LET'S TAKE ON THE ARMY! 42

The Telesales guys take on the Australian Army. They're
green, juz like Gobbos!

GAMES WORKSHOP STORES 60

There’s loads of stuff going on in the holidays at all of our
stores including a competition to paint da best Gobbo!

US GOLDEN DEMON 70

Those American gobbos can really paint you know! Take a
look at this year's painting and modelling finalists.

MAIL ORDER 101

Want a new Warhammer 40,000 army? Well we’ve got the

‘A’ A ’ ATDAMN T deal for you! As well as loadsa 40K deals, the Trollz are
o | | L™ [ R l i (0 being overrun with Goblins. Serves ’em right!

ADDHDD

In the Grim Darkness of the Far
Future there aren’t enuff Gobbos!
RAINING DEATH! 24

If you love the new plastic Space Marine models then you'll
go mad for these Assault Marines. And look out for the new

plastic Goblins too!

BLACK SCOURGE 28

Now this is more my style! The Wyches and Scourges look
great and the 'ooge Talos is dead "urty.

48 HOURS 34

Nick Davis rants on a bit about his new Dark Eldar army.
Can't see what all the fuss is about, dey ain’t green!

ARENA OF BLOOD 46

Once you've got your Wyches why not try them out first in
the arena? | likes a good punch up (particularly when its
someone else gettin' hit) and this great free game is the just
business.

THE BLACK RAGE 50

This month there’s a great new Death Company special

character released as well as more of the awesome Death
Company Space Marines.

CHAPTER APPROVED 76

As well as the New Death Company miniatures there is the
new Death Company army list featured in Chapter S
Approved, as well as rules for the up and coming Doh! Ir's time to own up to 2 wee faux pas. Kev
Warhammer 40,000 Tournament. Dere’s roolz for the Ork Walker drew this remarkable Black Templar Space
Warbike too! Marine illustration for Warhammer 40,000 and we

forgot to credit him for it. Still at least it gives us an
ace excuse to show it again - hurrah!
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Nobody’s collecting me | tell you! Oh, sorry, collecting an
army you mean — well that's different. Go for it!

Goblin Stikkaz are better!

Some of my best friends are fanatics and | won’t hear a bad
~ word said about them. Dave Cain gives us the low down on
~ the best ways to use 'em!

"The Greatest Game of

Fantasy Battles with
Goblins 1n 1t!

Wissenland Crosshowman Altdorf Crossbowman

Now your warbands can get more and more skills, making
them even deadlier in combat. I'm off to Mordheim for my
holidays, to find some Wyrdstone!

I’'m not saying who wins this battle report between the
mighty Goblins and the snivelling Empire gitz. ltza serprize!
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Paul Sawyer

Big Nob

Job: Filling his
gob.

What are you
painting/
modelling at the
moment? A
White Scars
Terminator
Librarian.

What else have
you been up to?
Watching Notts
County lose.

The Black
Gobbo says: A
Nob wiv only
seven boyz to
boss about? Not
a very big Nob,
then.

Andrew Sharman

Forest Goblin

Job: Testing all
the mushrooms.

What are you
painting/
modelling at the
moment?
Enlarging my
Eldar army for
new 40K.

What else have
you been up to?
Er... can't
remember.

Nick Davis

Black Orc

Job: Bossing
around the
Gobbos.

What are you
painting/
modelling at the
moment? Dark
Eldar Incubi
Master
conversion, plus
a few Raiders.

What else have
you been up to?
A Talos, more
jetbikes...

The Black
Gobbo says: He
betta not try to
boss ME around!

Simon Shuker

Job: Whatever
nobody else
wants to do.

What are you
painting/
modelling at the
moment? A huge
Tyranid Hive
Tyrant conversion
(it's got four
legs!).

What else have
you been up to?
Er... can't
remember either.
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beards, too!

The Black Gobbo says: / can’t tell
dese two guys apart! Are dey
bruvvers or sumfing? Ded silly

THE BLACK GOBLIN BLOKES

Graham Davey

Night Goblin

Job: Unknown,
but definitely very
important.

Alias: Wordy
Bloke

What are you
painting/
modelling at the
moment?
Finishing off my
Bloodthirster.
What else have
you been up to?
Martial artist ninja
training (Graham
is in fact Hong
Kong Phooey).
The Black
Gobbo says:
Nevva trust da
quiet wuns.

Dave Taylor

Justin Keyes

Adrian Wood

Savage Orc
Job: Being big
and scary.

Alias: Grand
Warlord

What are you
painting/
modelling at the
moment? Loads
of the different
card terrain
models.

What else have
you been up to?
Drumming.
Loudly.

The Black
Gobbo says:
Wottever you do,
don't make 'im
angry!

Squig Hunter
Job: To counter
Justin’s insanity.
Alias: Inquisitor
Taylor

What are you
painting/
modelling at the
moment?
Captain Cortez of
the Crimson Fists

What else have
you been up to?
Jumping off cliffs
into freezing
water far below.

The Black
Gobbo says: /'d
swap a mob ov
boyz for dis wun
— eez ded ‘ard.

Doom Diver

Job: Staying out
of a straight-

jacket.

Alias: Booster

What are you
painting/
modelling at the
moment?
Building a moon

terrain table &

habitation dome.

What else have
you been up to?

Trying to prove to

people the world
is flat.

The Black

Gobbo says: Put
dat axe away
Boosta, | didn’t
mean nuffin.
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MOAB 98 WARHAMMER TOURNAMENT

Over the October long weekend, the mighty MOAB (Mother of all Battlegames) convention is held in Sydney. Each year a

strong Warha

mmer tournament sees generals leading their troops through the toughest of battles. 1998 was no exeception.

Stan Veneros (from the TITANS club) organised the three-day event, in conjuction with Gary Plachetta (Southern Battle
Gamers), and all who played ‘competed’ in a friendly atmosphere. Congratulations to all the gamers who enjoyed their long
weekend. TITANS and Southern Battle Gamers can be contacted by calling Mail Order on (02) 9829 6111.

WINNERS

1st Place: Chris Will

2nd Place: Brett Griffiths
3rd Place: James Guidotti
4th Place: Brian Cook

5th Place: Sean Enright

IN THE PHOTO

Brett, Chris, Stan, Brian,
James and Sean.

GOBBOS

Out this month are a whole horde of Goblins. First is the Night
Goblin Warhammer Regiment — a complete regiment of multi-
part, plastic Gobbos, with metal parts for the leader, standard
bearer and musician, and including the new regimental bases,
making it much easier to move your troops around the table.
Next is a fantastic Goblin Doom Diver boxed set, and last but no
less nasty are the new Night Goblin Fanatic models.

~ | Night Goblin
1 Fanatic

Wiv deze bOyz On yor 2ide
yOO ahe bound +© win!

Plastic Night Goblins
on the new regimental
base

Above: Stan was justifiably proud of
the MOAB 98 Warhammer tourney.

BLACK GOBLIN

Golden Demon winner and
former 'Eavy-Metal painter
Jacob Neilsen modelled and
painted this :
conversion of the
Black Goblin,
using the body
of the Goblin
chariot standard
bearer. =




MOAB BLOOD BOWL

Along with Warhammer and 40K, there
was a Blood Bowl tournament run at
MOAB '98 by veteran commissioner
Richard Naco (he’s not old, just
experienced). Richard likes to involve his
players in the decision making process,
asking them to decide on the Game Boss
(sportsmanship) — Charles Rivers, Paint
Boss (obvious) — Emma Bigwood, and
Pitch Boss (best results on field) — Zoran
Tillers. Ist place was taken out by Charles
Rivers, 2nd place by Emma Bigwood and
3rd place by Zoran Tillers.

Look out in this issue for a
report on our first Games
Day. There are also the
stunning winning entries
from the Golden Demon
competition at U.S.A.
Games Day. The photos of
the winning models of our
own Golden Demon 7 ; > e
competition are still in the RS & ’
process of being printed )
(vou may read this White
Dwarf in the New Year, but
we are putting it together
in early October!).

The Banquet Hall was packed
with amazing displays and
exciting participation games.

UNDERGROUND MOVEMENTS

Be warned. If you’'ve heard
rumblings beneath your feet,
and the ground has caved in to
reveal a labyrinth of dank
tunnels, it can mean only one
thing — the Skaven are coming.

Though many inhabitants of the
more civilised areas of the Old
World refuse to even believe they
exist, the Skaven are a very real
threat. The disease-carrying,
verminous hordes will soon be
pouring forth from their underground
lairs in numbers never seen before.
Look out next month for new Skaven
releases, including the plastic
Skaven Clanrats. These multi-part
models form another brilliant
Warhammer Regiment (shown here
___ being painted by ’Eavy Metal Dem Skaven dre nqa-ry\
@ painter Richard Baker). chitrer2, an’ dey raete
NS

\
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The Emperor’s Tarot foretells of
a great disturbance in the Warp,
a menace that threatens the
very foundations of the
imperium, and yet stems .from
among its finest creations.
Those who claim to know about
such things speak in whispered
tones of an ancient heresy, but
the few who know the whole
truth keep silent and pray to the
Emperor for deliverance.

The Chaos Space Marines of the
Traitor Legions are a fearful
reminder of the blackest days of the
Imperium. That the Adeptus
Astartes, the very pinnacle of the
Emperor’s achievements, should be
s0 easily corrupted to the vile ways
of dark gods, showed how fragile

TRAITOR LEGIONS

the Imperium was and very nearly
succeeded in destroying it.

Now again they emerge from the
Eye of Terror in their ancient battle
barges and warships, full of hatred
for their former battle-brothers,
eager to lay waste to the civilisation
they once called home.

Codex Chaos is out next month,
with new rules, new troop types
and of
course new
models,
including
the Greater
Daemon of
Slaanesh,
the

Keeper of
Secrets.

Also in the pipeline for release in the near future are multi-part, plastic Khorne
Berzerkers, shown here in three-up scale — the actual models are still being made.

Two of the infamous Thane
Berserkers work themselves
into a frenzy when they realise
that their elite mercenary
regiment from the highlands
of Norsca has been omitted
from the Dogs of War book.

Anders Lundberg and Magnus
Johansson, from Skellefted in
Sweden, sent
us this photo of
them wearing
their live role-
playing gear.

|
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hello (if you're in Canberra, that is!).

WINNERS (1st division) — 1st place: Antony Wyait (above centre), 2nd
place: Brett Grimmond (above left) and 3rd place: Bob Hook (above
;lght). The three-day tournament was organised by Erin McKee (also
4rom the TITANS club). Dave Taylor and Justin Keyes will be running the

OK tournament at CANCON ‘99, so why don’t you drop by and say

MOAB 40K

WINNERS (2nd division)
1st place: Lachlan Wright (below right)

2nd place: Andrew Errington (not pictured)
3rd place: John Calwell (below left).




Ingane Ranting

from the

INQUISITOR HAND IS DEAD?

It seems like only last week that we launched Kev Walker and
Jim Campbell’s astonishing tale of daemonic possession
amongst the Sisters of Battle, Daemonifuge. So it is almost
startling to find the very last episode of Book One turning up in
the new Warhammer Monthly. In this concluding episode you'll
not be surprised to hear that Ephrael Stern is going out with a
bang (to say the least!), in some of the best artwork Kev has
produced for an already sensational comic strip.

ENTER INQUISITOR DEFAY

However, do not despair if you think that this means the end of
Inquisitorial goings-on in Warhammer Monthly. Starting in the
very same issue is a brand new comic strip, simply called
Inquisitor. Written by Dan Abnett and superbly illustrated by
Simon Coleby, the story
follows the adventures of
Inquisitor Defay and his
faithful protégé, Gravier.
Simon has really pulled out
all the stops for this one,
with some of his best
artwork yet, and from what
we've seen so far, this is
going to be a real
stormer!

INFERNO!
SUBSCRIPTION
DEAL

Of course who could
forget that another
Inferno! will be hitting
the shelves this month.
As well as a whole
plethora of action-

packed short stories,

awesome comic strips

and great artwork, this issue includes two free

postcards for you to cut out and keep or even send to your
mates with some festive cheer. And finally, great news for all
you Inferno! fans. From now on you need never worry about
missing a single issue or having to mount an assault on your
local newsagents — because now you can have every single
issue of Inferno! delivered straight to your door with our superb
subscription deal.

NEW RELEASES
THIS MONTH

This month’s Warhammer releases:

EMPIRE

Empire Crossbowmen (plastic Warhammer Regiment)

ORCS & GOBLINS

Night Goblins (plastic Warhammer Regiment)
Goblin Doom Diver (metal boxed set)

Night Goblin Fanatics (three models per blister)

WARHAMMER

AD00N

This month’s Warhammer 40,000 releases:

SPACE MARINES

Terminator Captain (one model per blister)

Space Marine Assault Squad (plastic boxed set)

Blood Angels Death Company (two models per

Blood Angels Chaplain Lemartes (one model per blister)

DARK ELDAR

Dark Eldar Jetbike (plastic boxed set)
Dark Eldar Scourges (metal boxed set)
Dark Eldar Talos (metal boxed set)

Dark Eldar Warriors with shredders (two models per blister) $17.95
Dark Eldar Warriors with dark lances (two models per blister)

Dark Eldar Warriors with blasters (two models per blister) $13.95
$14.95

$9.95

Call w2 now!
Cqll w2 now!

Dark Eldar Wyches (three models per blister)
Dark Eldar Succubi (one model per blister)

Wych with Wych weapons (one model per blister)
Wych W|th assault weapon (one model per bllster)

This month from the Black Library:

Inferno! 10
Warhammer Monthly 11

$34.95

$34.95
$39.95
$14.95

®

$17.95
$20.95
$13.95
$17.95

blister)

$17.95
$49.95
$39.95

$17.95

nickin’ me helmet!

THAT'S for
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. ‘..-._..w 0., now lieten up! Weve 9ot 2um NOO kydz
SR\ in town and dey’2 QOIN’ 1O 2how dq heat
ot of you ’Ow 10 fight Pt‘o {’a meqn,
pE dey’2 gheen, dey'2 dq Night Goblinz, and
dey’2 made Of 2umfing c,q”ed plRtik!

DA GOBBOS!

The new Night Goblin
Warhammer Regiment
works the same as the
Chaos, Empire and Skelg
Warhammer Regiments,
with the sprue including

enough different heads,

bodies, legs, weapons an
accessories to make twe;
Night Goblins armed with
either spears or short boy

Each Warhammer Regim,
comes complete with mej
components to make the
leader, standard bearer 3
musician.

Sculpted by Aly Morrison and Brian Nelson




ht Goblin
Regiment
me as the
re and Skel
Regiments,
e including
‘ent heads,
weapons ap
o make twej
5 armed with
: or short boy

Nelson

Soulpted by Brian

nmer Regim:
lete with mef:
to make the
ard bearer a:

N‘%‘E&‘ﬁ&%’“‘N RS

l"i.f/ﬁ""[" i
(PN =

N e *

4 noo poom
| Diverz make dead 9OOd L3
| 2plkatty 2ounde when

dey hit dg enehmy!

"‘ﬂ‘

p

e
Sculpted by I
Brian Nelson : -1
and Norman

b Swales




HEY'RE GREEN AND

by Dave Cain

Ohe Gobbo2! Vethun warhammel p

ded 9OCd tip2 ©On wing Night

clevva bloke) gn 2um w2ele22 One2 gbOUT kOMbat+ing dem. He don’t

know wort he’2 Tqlkin® about ~ cOmbat da 2pinNin’, wubly deff' ov
dg Fangtic2? Don’t make me khf!

Dave Cqin rell w2 2um
obb0O Fangticz (Dave’2 g

Probably no other basic troop type in the Warhammer
world inspires quite as much dread as the humble Night
Goblin Fanatic. Many tales are recounted during post-
game debates of the carnage these troops have inflicted
on the hapless enemy. Their ability to completely
devastate heavily armoured knights is particularly
renowned. Quickly forgotten are the occasions when
the Fanatics have failed to inflict a single casualty, or
worse still, managed to deplete the ranks of their own
green-skinned comrades.

Despite being rather unpredictable in their effect, the
awesome potential for destruction of the Night Goblin
Fanatics means that the tactics for using, and combating,
these troops need to be refined.

The cause of their status among Night Goblins can,
curiously enough, be traced back to their
dietary predilections. In the dank, dark

caves found in the Black Mountains
and the World’s Edge Mountains
the conditions are ripe for the
growth of many fungi. The
Night Goblins nurture many .
different types of exotic f444
and toxic fungi, which they W\ {
consume with  great -
enthusiasm.
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One such fungi, the appropriately named Mad Cap
Mushroom, forms the basis of an intoxicating brew, and
the effects on a Night Goblin’s metabolism of drinking
this concoction are quite startling. The unfortunate
Goblin’s mental state, never particularly good in the first
place, deteriorates such that he becomes a gibbering,
psychotic maniac with little or no consciousness of his
own surroundings. In addition to this his strength and
pain threshold are enhanced significantly and these
combined factors make him exceedingly dangerous to
all around him. Armed as they are with a huge ball and
chain, Fanatics are certainly well named!

Such individuals need to be restrained by their green-
skinned companions or they would
undoubtedly cause havoc among their
own troops, so they are held tightly
within the mob until enemy troops are
close by. When this happens, the
Fanatic is pushed out toward the foe, with
a good shove to set him off in the right
direction. Free at last from the confines of his
own mob, the deranged Goblin begins to spin
around and around, and, completely devoid
of any sense of direction, proceeds to smash
into a pulp anything that gets in his way.

For the purposes of the game, Fanatics
are not deployed on the battlefield but
are hidden in Night Goblin mobs, ready
to be released towards the enemy once

they get within range.

-y .

The Fanatics are released as soon as an

enemy model comes within 8" of their unit.

The target unit stops moving at the point 8"

away and the Fanatics are shoved out of their unit

towards the foe. Each Fanatic moves a random 2D6"
towards the enemy that triggered their emergence.

If a Fanatic touches a unit as it moves, then the
unfortunate victims automatically sustain D6 Strength 5
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pinning pall of death, and no saving
throws are permitted from hits inflicted. Note thz.lt the
Fanatics cannot be released toward_s some d%stant
enemy, or in a direction the Orc & Goblin player w15he§.
The Fanatics must be targeted at the enemy model/unit

that triggered their emergence.

Once the first model transgresses this 8" radius, no other
enemy unit/model may move to within this radius on the
same movement turn. Other models are put off
approaching the Night Goblin unit by the appearance of
these ball and chain maniacs. This means that players
cannot deliberately move an expendable unit to within
8" of a Night Goblin mob to draw out the Fanatics and
then, in the same movement phase, move further units,
in complete safety to within this 8" radius. Obviously in
subsequent turns, once the Fanatics have been released,
the host Night Goblin unit is treated as normal and can
be approached by as many units in the same turn as a

plaver wishes.

What happens if the Night Goblin mob and the enemy
unit are never 8" apart? This can happen if either
regiment is moved by magic or if a flying model swoops
down from flying high. In both these instances, the two
units are never exactly 8" apart. In this case, the Fanatics
become confused by the sudden appearance of the foe
and set off too quickly, rapidly becoming disorientated
and losing their sense of direction. The Fanatics still
move 2D6" but do so in a direction indicated by the
scatter dice. If this random move takes them into an
enemy unit then they will cause damage as normal and
will also damage any friendly unit they smash into. The
only exception to this is if the random move takes a
Fanatic back through its own unit. In this case the
Fanatic passes through its own unit without causing
damage - it’s assumed that the Fanatic actually launched
himself out of the other side of the unit and headed off
in completely the wrong direction from the start! Note
that if the Fanatic smashes in to its parent mob later,
then it will damage the
unlucky gobbos as
normal.

hits from the s

Flyers moving using
their 24" ‘flying’ move
can still be stopped 8"
away and so the fanatics
can be released towards
their winged foe as
normal.

In some instances, the
random 2D6" move of
the Fanatic may indicate
that it will come to rest
slap bang in the middie
of a unit (friend or foe).
However, it is
nonsensical to assume
regiments of troops will
just sit by and allow the
whirling ball of death to
decimate their ranks. As
4 consequence, the

indicated direction, taking the obligatory D6 Strength 5
hits as it goes. This will mean the fanatic moves more
than its allotted 2D6" dice roll, but this free movement
is only allowed to let the Fanatic pass through a unit it
would otherwise end up in the middle of.

The final position of the Fanatic can therefore never be
in the middle of a unit, and it is placed just outside the
target regiment’s formation. Of course, there is nothing
to stop the Fanatic whirling back through this regiment
in its next turn should the scatter dice come up with the
appropriate direction.

A common question concerning Fanatics is how they
effect units of skirmishers. This query arises from the
description of a Fanatic’s effects — “If he (the Fanatic)
hits one member of a unit he bounds about inside the
regiment, bouncing from foe to foe, until he spins out
the other side, leaving the enemy completely
devastated.” The point here is that troops in skirmish
formation do not have a rigid formation and have a
dispersed role on the battlefield.

However, the distance the skirmishers are apart and the
radius of a Fanatic’s ball and chain mean that such
troops are only slightly less vulnerable to the mayhem
that can ensue. As such, skirmishing units still take D6
S5 hits even thought the Fanatic may only contact one of
them. In this way, it is similar to a Hero wading into a
skirmish unit in a close combat situation, where he can
potentially slay a number of enemies despite only being
in contact with one of them.

The way in which Fanatics are used brings up an
interesting point with regard to victory points. The
points cost of the Fanatics are added to the points cost
of their host Night Goblin mob to work out a combined
victory points total that the unit is worth. As such, the
Night Goblin mob must be destroyed or fleeing and all
the Fanatics killed at the end of the game for any victory
points to be awarded.

_ “
WARHAMMER

regiment allows the
Fanatic to pass straight
through its ranks in the

Fanatics emerge from a regiment of Night Goblins as soon as the enemy comes within
8". However, the Scouts are within a forest and the Fanatics will be destroyed as soon
as they bit the trees, leaving the Wood Elves unbharmed.
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W For example, a unit of 36 Night Goblins with short bows, you do want to use their abilities to achieve another goal
, including a musician, standard bearer and Boss costs (such as sniping at enemy artillery for example) then
126.5 points. If it includes 3 Fanatics this will cost a you need to include two such units.

further 90 points. This gives a total of 216.5 points. If
every single model is destroyed or fleeing at he end of
the game then the opposing player scores 2 victory
points. However should just a single figure remain
(whether it be an ordinary Night Goblin or a single
Fanatic) then no victory points are awarded.

Using ethereal creatures such as Ghosts or Wraiths to
draw out the Fanatics is an excellent ploy if you can
achieve it. Since they can only be killed by magic
weapons or spells, the destructive potential of the
Fanatic’s ball and chain is rendered useless. The
difficulty is getting these slow moving Undead creatures

There is limited scope for combating the use of Fanatics. close enough, quickly enough. A Steam Tank does the
Missile troops are usually ineffective since Night Goblin job brilliantly for Empire forces, since its high Toughness
mobs are often large enough to be unconcerned by of 10 means that Fanatics cannot, in fact, damage it at all.
numerous casualties, unless faced with the most Of course, to get it near enough to the greenskins’ lines
concentrated firepower. as swiftly as possible means you need to expend a large

number of steam points and this makes the boiler very

The best option for dealing with Fanatics is to draw likely to explode.

them out as early as possible in the game, when
hopefully they will inhibit the Orc & Goblin troops more A character equipped with the magical item Cloak of

than your own. Leaving it longer means that the mob Mist And Shadows is a sure fire bet and as such, should
will be that bit closer to your own lines when the not be encouraged. It’s fool proof. It is not a bound spell
Fanatics emerge, or worse still, the Orc & Goblin player and so cannot be dispelled. It gives the wearer a
will have more opportunity to cast Hand of Gork and movement of 24" and allows him to approach the Orc &
transport them right across the table. An army with Goblin battleline on the first turn. In addition to this, its
access to scouts with special Advanced Deployment abilities mean that the wearer cannot be harmed unless
rules, such as Wood EIf Scouts or Skaven Gutter hit with a magic weapon or spell, making him immune
Runners, are ideal for this role. Try to anticipate where to damage caused by the emerging Fanatics. Using this
the Night Goblin mob will deploy and use the nearest method to lure out Fanatics really takes no skill and you
convenient terrain feature to hide your scouts. can be sure your Orc & Goblin opponent will ridicule
Alternatively, swift cavalry or flyers can use their you for using such cheap and nasty tactics!

extended movement allowance to quickly cover the
ground between the two armies and draw out

the Fanatics. Of course, whatever troops

are chosen for this role are likely to
be eliminated, so make sure
their points cost is kept
to a minimum. In
your  battle
plan prior to
the game, make If you place your Night Goblin mob at the front of your
sure the sacrificial lines then the Fanatics are readily enticed out by scouts,
unit is not required for any fast cavalry or flyers. Putting the Night Goblin mob to
other tactical purpose, and if the rear of your lines makes it harder for the Fanatics to

For an Orc & Goblin player, utilising Fanatics is
sometimes just as problematical. First and foremost you
should always include the maximum number of Fanatics
allowed. With their inherent random move, it is always a
gamble whether or not they will reach an enemy unit. It
is best to stack the odds in your favour by including the
three allowed Fanatics — unless you are extremely
unlucky, at least one should hit home.

[ Debe gin’t+ nuffink
R bty R g Fgnatic.
wiv q{x:" ’n’ chqin.

Wraiths are immune to non-magical attacks, so can lure out Fanatics
without risk of barm — if you can get them into position fast enough!
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A Wight Goblin regiment with Fanatics makes an excellent guard for the army’s war machines, probably doing

considerable damage, without the risk of being close to the bulk of your troops!

be drawn out, but if they are, then the damage to your
own troops can be much more severe. :

When using Fanatics hidden among Night Goblin mobs
| try to deploy them close to my artillery and away from
my other advancing green-skinned hordes. The reason
for this is two-fold. Firstly, the threat of the Fanatics is a
good deterrent to my opponent who might otherwise be
tempted to drop a large monster on my DoomDivers
and Rock Lobbers. With their D6 Strength 5 hits, these
maniacs with their spinning balls of death can severely
maul even powerful monsters such as Griffons,
Manticores and Dragons. Secondly, if worst comes to
worst and a skilful opponent does draw out the Fanatics
on the first turn, then hopefully the resulting position of
the Fanatics will be far enough away from the main
thrust of my advance not to get in the way.

Another option is not to use Fanatics at all! The threat of
Fanatics can often be a more powerful weapon than the
Fanatics themselves, because although their potential
for destruction is great, the actual effect can sometimes
be disappointing. Most opponents will assume
that any block of Night Goblins will contain
Fanatics and try to draw them out using
skirmishers or the like. This may well
leave the sacrificial unit in range of your
mob and although not particularly good
fighters, the +4 combat resolution
associated with a large mob of Night
Goblins (i.e. 3 ranks and a banner) should

see off a small unit off skirmishers in an
otherwise even fight.

Using a Night Goblin mob without Fanatics to

screen the flank of your main core unit is also a
good ploy. Screening the flank of your core unit in this
way protects it from being charged in the side and losing
its rank bonus. With the threat of Fanatics being present
in the Night Goblin mob, it may put off your opponent
from' charging your core unit with knights or other
Precious troops. While he delays, your core unit can

attack where it wants and hopefully cause the maximum
damage to his army.

Of course you could try a double bluff and actually
include Fanatics in the Night Goblin mob. This is risky
because if you opponent manages to manoeuvre some
troops to within 8" of the Night Goblin mob but on the
other side of the core unit then it spells disaster. The
Fanatics will be forced to come out towards this enemy
unit and will pass through your core unit on the way,
each inflicting D6 S5 hits — ouch!

These are just some ideas of how best to deal with or use
Fanatics, but I'm sure you will be able to come up with
several of your own equally valid tactics. But then, that’s
the beauty of Warhammer — what works for one player
won’t necessary work for another. It’s up to you to
gauge what tactics will yield the most success.

Dovid Cain

WARHAMMER
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THEMING A GOBLIN ARMY
Our army is going to be slightly different to most other Orc &
Goblin armies, as it is going to be made up of just Goblins. This
is what we call a themed army. Collecting a themed army is just
like putting together any other army. You still need to plan it out
into small manageable steps of about 1,000 points at a time, as
this does not take long to collect or paint. And when you have
finished it will be a good sized force ready for battle.

A themed army automatically has a unique character of its own.
The first thing is that your troop choice is limited. For example
a High EIf Sea Guard army might be limited to Sea Guard, with
i the only cavalry being Reaver Knights, to act as the army’s
scouts. An Empire cavalry army would only be able to use
knights and other mounted troops. This makes a themed army
fun to collect and interesting to play, as your tactical choices
become both limited and challenging. Themed armies add a
whole new aspect to your gaming.

As with every army, the first 1,000 points should include a
couple of core regiments which will form a solid centre for your
army and a base to expand from. With the availability of the new
Night Goblin Warhammer Regiment boxed set, these core
regiments can be built up easily and cost-effectively.

The next and most important thing your army needs is a general
to lead it. This is especially important for Goblin armies. He’s
the only model that must be included in the army. You’ll need to
buy a suitable character model to represent your general. When
you expand your army to 2,000 or even 3,000 points you can
keep him as your general or use him as a hero and replace him
with another character model as general.

Remember when you are assembling your models, it is a good
idea to make sure that all your miniatures are carrying the right
weapons and equipment, as this helps to avoid confusion during
gdmes.
WHAT'S NEXT?

Once you have chosen your core units and general, you are
ready to begin looking at other elements that would make up a
Goblin army. Luckily, even though we have limited ourselves to
just Goblins, we still have an enormous choice of troop types.

Basic Goblins already have loads of options open to them: you

Lizen
put T0gevvq q gheagt Gobbo
bullied Nick Davi2 ’til he agheed T0 tell

By Nick Davis
Now dg pletic Night Goblin
Regiment i2 ‘ere, You caneqail,
. And in

you wehe ungure whele +0 2tght, I
YOO

/

u

+0 collect

your own magnifizunt ghmy

of Gobbo.

can arm them with spears, halberds, short bows or even double
handed weapons! Cavalry is also available, as the humble little
Goblin can also ride a wolf, or if he is a Forest Goblin, a spider.
As for Night Goblins, they have loads of lethal troops available,
like the infamous Fanatics, or the Squig Hunters who herd the
ferocious Cave Squigs into battle. There are even Squig Hunters
who are crazed enough ride these beasts into battle!

Goblins also have their own unique and rather fun to use
artillery in the form of the Doom Diver catapult. This device
catapults a bat-winged Goblin high into the air. Then, as they
plummet earthwards, these loony Goblins attempt steer
themselves into enemy units, inflicting horrendous damage.
With all this choice, a Goblin army becomes largely a matter of
personal fighting style and a lot of fun to use.

THE ARMY ROSTER
When you plan your army you should use the Warhammer
Armies Orcs & Goblins book as a guide. From the book you can
start plotting what Goblins to collect. So grab a roster sheet and

start working out your 1,000 point army now! The roster sheet
opposite shows Waaagh! Skaskul’s Goblin army. We’ve worked
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this out as an example of the sort of
:hc.uu:d force you could start with. #
e sy is going to be mainly
Ou;m:,bl"]u;"r';)':g:tgGoglins. So our
Tviﬁf,rd Taml}' general) s_hould also be 2
Night Goblin. Now by .hlmself he 1s_no{
very lough, even .w1th _the magica
armour we have given him. We yvﬂl
et him with a regiment of ngpt
Goblins armed spears,_whlcl_l I x_vﬂl
name Da Stabbas. To _glve'thls' unit a
ltle more power [ will give it .thIee
Fanatics, and to give these Fanatics a
little extra punch our Warlord is
carrying Mad Cap Mushrooms (feed
them 1o your Fanatics and they cause an
extra D6 hits against the first unit they
contact!).
Neal come our core regiments. We
slready have one — the Night Go.bh_ns
with spears. So the other will be rmss'lle
support, @ unit of Night Goblins with
<hort hosws will be perfect, named Da
Siikkas. To support these units and to
move quickly around the enemy’s
flanks we will have a mob of Wolf
Riders. Both of these regiments will
have & Big Boss (hero) to lead them.
For a little bit of diversity I have chosen
a unit of Squig Hoppers — these are
capable of destroying large units of
troops in a single turn of manic
bouncing (Hoppers are the best thing
in Warhammer — fun, unpredictable,
potentially deadly and best of all, a
real pain for your opponent! — Paul
Sawyer). To support the two core
regiments [ have also chosen Squig
Hunters with their Cave Squigs. Their
main job will be to guard the flank of
the Da Stabbas, and when Da Stabbas
chirge, the Squig Hunters will engage
that enemy unit in its flank.
My fiext choice is a unit of Netters and
Clubbers. I have seen these guys stop
High EIf Lords on Dragons in their
tracks. And lastly T will choose the
Doom Diver catapult, as no Goblin
army would be complete with out one.

On 1o collecting the army itself. ..

- WARHAMMER ROSTER SHEET [WAAAGH! SKASKULS GOBLIN ARMY H
Models/Unit M{WS|BS{ S [ T|W| 1A Ld|Swe Notes Points Value | |
WARLORD SKASKUL
Night Gablin Warlord 4156|4435 474+ MagcWeapon: Shricking Blads (cause fear) 126 Vli
Army General : Magie Armour; Armour of Fortune (5* re-rofl !
Shisld § sword Magic Hem: Mad Cap Mushrooms s

(Fanatics canse extra 08 hifs on first unit
they contact. One use only)

BiG BOSS SKAB
Night Goblin Blg Boss 4(4(5(414(2i4(216]- :
[V S Py leads Da Siikkas 36 1___4
BIG BOSS SKARP "
Sablin Blg Boss 4 5l4i14|2(4/2/6]5¢ Magic Weapon: !
Sword, spear § light armour Blade of Might (+{ Sirength) 52 '
Woif 0 1 1{3] - leads Da Fangs o]
DA STABBAS =l
18 Night Gobilns 421333012/ 1/5[6% Unitcontains 2 musiclan and standard 085
Shield & spears Magic Standard: Bad Moon Banner i<

(Enemy shooting attatks af -1, o
strike first in close combat) ek

DANUTTAS 4 57'
$ Gobiln Fanatics 20 svﬂcm.4 ${3(1|- 106/ - Hidden In Da Stabbas 90 ;
Ball & chain Spocial rules: sse Ors 6 Gobline bestiary
DA STIKKAS
19 Night Goblins 4(2i31313{1({2/1/5|-1 um
ey diri o | containg a nusician and standard 54
DAFANGS
9 Wolf Riders 4 313i3{1{2]1]5|s5+
e Unit containg a musician and standard 18
Wolf 410/3i3/1183/1]3]-
gAHoms
Squig Hoppers 412,333/ 1/2/1/516%  Spealalies s Oros 6 Soblins b
Bouncing Squig 2064 (0 (S |3i1(5|2/2]- i e
ZAHUHTAS
Squlg Hunter Teams 4(2(3/313{1{2i{1i5/- I s: 306 Ores & Bablng
Cave Squig 2064 105 (3[1(5]|2{2]- MIEE by o
&AHETTAS
Netters § Clubbers 4213133121 + :

s s 516 Spestal rules: 308 Oros & Gobiis bestiary 56 .
DA LOONIES , I
Doom Diver Catapult == =1 7 3 i~i=1-]- Spectal rulw: see Oros & Gobling besttary 100

Washammer b5 » tegistane tadeark or Games Workshoo Lid. © Gungnt Giames W L 18 il sl , .

R LA Sl g TOTAL | 9995 points
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: ¥ the Badlands and even the Massif Orcal in Bretonnia. He wears

The first 1,000 points of our army will form a core around which a larger force can be built. This is
a themed 1,000 point army that represents the different tribes of Goblins gathered under the
charismatic leadership of an Night Goblin Warlord. l

DA WARLORD

Our army general is a Night Goblin Warlord, who we have
named Skaskul. He represents one of the many Orc & Goblin
chieftains that are scattered across the World’s Edge mountains,

¢ the magical Armour of Fortune and carries a shield to protect him
during battle. Although Night Goblin Warlords are good fighters,
they are vulnerable to being picked off by hostile missile fire. To
protect him from archers and for extra support in combat he will
lead Da Stabbas into battle. With Da Stabbas to back him up, we
will give our Warlord a magical weapon, the Shrieking Blade. This
will give him a useful psychological edge in most combats, as
L opponents will have to take a Fear test to charge or when charged
by the unit.

The model we have chosen for our Night Goblin Warlord is the
plastic leader model out of the Night Goblin regiment box set. He

T DA BIG BOSSES

aaagh Skaskul has two Big Bosses in it. These are the

trusted lieutenants of the Warlord. Big Bosses are very
important for a Goblin army as they bolster the fighting strength
of the regiments they lead. Also their improved Leadership will
help pass any psychological tests the units have to make.

Our first Big Boss is Skab — he is a Night Goblin Big Boss and
Skaskul’s right hand Gobbo. He leads Da Stikkas into battle and
2 helps guard his Warlord’s flank from attack.

The second Big Boss is Skarp — he leads Da Fangs into battle. His
job is leading his Wolf Riders in flanking attacks against enemy
regiments. To aid him in battle Skarp carries a Sword of Might, a
magic weapon making it easier for him to wound his opponents.

Night Goblin Warlord Skaskul

c ’ .= Goblin
Night Goblm Btg Boss Skab Big Boss Skarp

DA FANGS

Da Fangs are Goblin Wolf Riders. They act as the army’s Note: Although the rules state that every model in the

scouts, scouring the surrounding countryside for any sign of regiment has to be armed and armoured the same as his
the enemy. Wolf Riders are the fastest and most mobile troops fellows, some gamers like to arm a few models slightly
available to any Orc & Goblin army. The Giant Wolf has a WS4 differently, to add a little variation to their units. For example,
which is even better than the Goblin riders! So as long you make maybe swapping the spear for a hand weapon. This is
sure you charge, your WOlf riders will put up a pretty good show perfectly acceptable as long as about two-thirds of the unit are
against most enemy units. armed correctly. During the
In battle this unit is lead by Skarp and will be deployed on the game it is assumed that /
army’s flank, where their rapid movement can be used to good everybody is equipped the é;

effect. They will be able intercept the enemy’s fast
moving cavalry or get behind the
enemy’s battleline and
deal with his war

machines. The Wolf
Riders will form up in

two ranks of five, and
we will give the unit a
standard and musician
to aid them in combat.
We will also give the
Wolf Riders spears so
they get a +1 Strength
bonus when they
charge.

Da Fangs led by
Big Boss Skarp
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The Night Goblin Warhammer Regiment plastic
honed set is the best way 1o collect the hl.lge
regiments needed for your army at a great price.

he core of every Goblin army is always
Thuge regiments of Goblins. Now &
Goblins are very cheap, which means you can
have lots! The trick with Goblin infantry is to
kecp the regiments big, with at least four r‘anks ip
depth, always give the regiment a banner and if possible a
musician as well.

These next two regiments will form the backbone of our army.
Using the Night Goblin Warhammer Regiment we built a
reziment of twenty Night Goblins with spears, which we will
call Da Stabbas. The box also contains a complete command
group for the regiment — the musician and standard will help
give Da Stabbas an extra edge. I will also give Da Stabbas a
magical standard, the Bad Moon Banner, which will protect it
{rom hostile fire. Plus under the influence of this banner the
Goblins are able to strike first even when charged, giving
them a considerable advantage in combat. We will use the
teader model included in the set to represent our Night Goblin
Warlord Skaskul (because it looks great!).

Finally, as Da Stabbas are a regiment of Night Goblins, I could
iiot pass up the chance of having Fanatics in the unit. These
ball wielding loonies are automatically released when your
wpponent gets within 8", forcing him to charge through them
(causing considerable casualties on his regiment) to get at
your Night Goblins. Fanatics are a lot fun to use and can be
very destructive, so I will go for the maximum allowed in a
regiment which is three. Da Stabbas will be deployed in the
centre of the army. The regiment will deploy five wide and
tour ranks deep, so they will have an excellent rank bonus and
be much harder to beat in combat.

Qur second regiment will be used to support Da Stabbas.
Using a second Night Goblin Warhammer Regiment we built
4 unit of Night Goblin Archers, which we will call
Da Stikkas. The unused spears went straight into our bits box
for future use. This unit’s role is to guard the flank of Da

Da Stikkas led by Big Boss Skab

DA STABBAS & STIKKAS

Da Nuttas — Night Goblin Fanatics

Stabbas as both units advance towards the enemy battleline.
Again we have given this unit the full command group of
musician and standard. The leader model will be used to represent
our Night Goblin Big Boss Skab.

We can add more Goblins to both these units if we wish, using
additional boxes of Night Goblins. There is no reason why we
could not split a box between these two regiments. Say
fifteen Night Goblins in Da Stabbas and five in Da
Stikkas.

e

Stikkae afe called Stikkae
c O dey fire grher2 which
2rick N yeb. Stabbge gfe
called Stabbae c02 dey 'ave
long 2tick2 wiv 2tabbi bit2
which dey 21gb yel wiv.
Ded aimPle.




Da Nettas — Night Goblin Netters & Clubbers

€ Night Goblin Netters and Clubbers normally hunt Cave Squigs

' in the subterranean depths of the mountains. They work
together in order to immobilise and capture these dangerous
creatures. On the battlefield they use their skills against the
enemy, entangling the foe in their nets while the clubbers swarm
all over them, bashing them senseless.

DA NETTAS

Netters excel at picking on single characters or even small eli
units of cavalry. This regiment will work best deployed near to I
Stabbas, so they can support them in combat. It is important whey
using the Netters to get the charge and to pick on small units. I
they take on anything that is too big, they will need the support o
other units.

DA HUNTAS

Night Goblin Squig Hunters hunt Cave Squigs using long
prodders to goad Squigs from their hiding places and to keep
these enraged beasts at bay. Squig Hunters also herd these
I ferocious creatures into battle, directing them towards the enemy
where they can gnash, bite and chew through the enemy’s ranks.

DA HOPPAS

We have a unit of two Squig Hunters, each with the maximum oj
three Cave Squigs. This small but very powerful unit is quite
capable of taking on the toughest troops and winning. The uni
will be deployed on Da Stabbas’ other flank (the other one i
protected by Da Stikkas) and when Da Stabbas charge the
Hunters will engage that same unit in its flanks. The combined
attacks of Da Stabbas and Da Huntas will make short work of all
but the toughest of troops.

quig Hoppers are perhaps the
s most crazed of the Squig
%™ Hunters. As their name suggests they
ride into battle on the back of a hopping
) mad Bouncing Squig.

Squig Hoppers fight independently of each
other, although they work best if you try to

Squige
gre ace.
' De)( cah
bite
oomgne in
ahbf ded
quick.

Da Hoppas -
Night Goblin
Squig Hoppers

keep them in a loose group. With their random movement thef
can be a little unpredictable, but their potential for near unlimited
(if you are very lucky) Strength 5 hits more than makes up for
this. Try to get them in contact with your opponent’s biggest unit
and then just bounce all over it. Squig Hoppers can even take 0
large monsters and win — I have witnessed two Squig Hoppet:
kill a Griffon in a single turn of frenzied bouncing.
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he Goblins created the Doom Diver catapult to fire bat-winged Goblins into the air so they
could reconnoitre the surrounding area for enemies. At some point the Goblins discovered
the damage a plummeting Goblin could do to an enemy unit and started to take this form of
warfare quite seriously.
This catapult is one of deadliest war machines available to a Goblin commander. A Doom
Diver can make a very big mess when he hits an enemy unit (D6 Strength 10 impact hits!).
Plus if you over-estimate the distance the bat-winged loony can attempt to correct his flight

path. This makes the catapult one of the most accurate in the Warhammer game.

In battle I will deploy Da Loonies on a hill and if my opponent has any powerful characters

on big monsters, I will bombard them with Doom Divers. If he hasn’t,

I will pick on the largest unit he fields, whittling
it down in size before they make contact with my
Goblins.

Da Loonies — Goblin Doom Diver Catapult

EXPANDING YOUR ARMY

he Goblin army we have formed from our first 1,000

points will be very effective against an army of the same
siz¢, and also gives us a nice solid core to build a larger army
around. Before you expand your army any further it is a good
ided ro play a few games with it. This will give you a firmer
idea of what you want next and you can then start to expand
il The next step is to build another 500 points of Goblins. This
will bring your force to a sizeable 1,500 points.

A gocd place to start is to add a couple more characters to your
army, Our Goblin army lacks magical support so one or two
Night Goblin Shamans would be our next choice. I would also
2ive Gur army a Battle Standard Bearer, as Leadership tests are
the biane of every Goblin commander. So the ability to re-roll
Break tests is a must. Like every army the Goblins have the
ability to mount their characters on monsters. Although your
Opponent will scoff at your Goblin Big Boss or Warlord
mounted on the back of a Wyvern, you will soon put the fear
of Gerk into him when you drop behind his lines.

One thing all Goblin armies need is lots of Goblins. Enlarging
D‘a Stabbas with another boxed set is a good option, but Night
Goblins are not the only Goblin troops available. The Goblin
FACE s split roughly between three types, the Night Goblins
who Il_ve in the mountains, the Goblins who are mostly
omadic and the Forest Goblins who live in the forested
Wildernesses of the Old world. Although the differences
between the Goblins are mainly cosmetic, painting a unit of
Wenty Forest Goblins with spears does makes a nice change
from units of black cowled Night Goblins. Plus, each different
:’;;t‘ type allows access to troop options available only to
3 'ri;l _Takmg.Night Goblins has allowed us access to their
lfi*_ y Fanfmcs and ferocious Cave Squigs. Alternatively
aKking a unit of Forest Goblins allows us access to the fast
Moving Spider Riders and Forest Goblin Shamans who are
{liifine to the "Eadbangerz result on the Waaagh table.

To reinforce Da Fangs I would choose a couple of Goblin wolf
chariots. These wolf-drawn chariots can keep up with the Da
Fangs so I would recommend that they fight together. Attach
scythes to sides of the chariots for guaranteed impact hits. Have
the Chariots charge the same unit as Da Fangs and you have a
fighting force that is more than capable of taking on your
opponent’s toughest units and winning in the first round of
combat!

Orcs & Goblins are the only Warhammer army able to field
Giants. These big, brutal monsters have loads of different special
attacks which are absolutely lethal for the unit on the receiving
end. Just try the jumping up and down attack on your opponent’s
prized elite unit — it’s very hard not to get carried away by the
power of these frightening creatures.

Although they are not as big, Trolls are as dangerous as a Giant.
They are strong enough to make a nonsense of the heaviest of
armour, but what makes them really dangerous is their ability to
regenerate the most horrendous of wounds. They can even come
back from the dead! This makes Trolls the hardest unit to kill in
your army. Just like Goblins, Trolls come in different types, the
most common being the Stone Troll and the River Troll. Each one
has a natural ability, from dispelling magic, to being hard to hit in
combat. Unfortunately Trolls suffer from stupidity and have a
very low leadership. To stop them staring blankly into space for
half the game you will have to lead them into battle with a Big
Boss, or keep them near your Warlord so they can benefit from
his increased leadership.

Goblins have loads and loads of troop types and options available
to them, so picking out a good themed army is really very easy.
This means you can quite easily design your Goblin army to fit
your own fighting style. Over the page is an example of Waaagh!
Skaskul’s army, which has been expanded by an additional 500
points.




= e -

SKASKULS COBLN

L ogdeg GOBBOS!
|l Zoggin' fantatick!

L "
>
v
&
'r?

V Squig Hunters herd their Cave Squigs

£ i T ] N

=




SquiR Hoppers bounce past Ni ght Goblin Big Boss Skart leading the Stone Trolls into battle.
- G L e :

Da Stikkas, leq by Big Boss Skab A Goblin Doom Diver catapult
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What’s this, even more new Space Marines? As if the new Tactical and

Devastator Space Marines weren't enough for all you fanatical Chapter

Masters, this month the new plastic Assault Marines jump into existence.
Complete with plastic jump packs, these really are the Emperor’s finest.

Simon Shuker tells all.

Anyone who knows anything about Space Marines knows appropriate to the use of jump packs, giving a greatef
that they excel at pretty much everything. Close combat, impression of movement than the Tactical Marines.
shooting, running through a hail of heavy weapon fire and

surviving — you name it, they're good at it. But all this is THE SPRUES

insignificant compared to the fact that the models look
absolutely fantastic, and that should be enough of a reason
for anyone to use them.

The box also includes two arm sprue variations; the first hass

a bolt pistol in the right hand and chainsword in the left, whig Iu
the second is the other way around to provide mo
These new Assault Space Marines come with their own variation. One improvement is that the weapons are no
plastic  jump a;tached ;tg the hﬁnds ra‘;cher thﬁn sepg;fate. Though a ;n;m‘;;

- packs. The change, this really makes a huge difference as a lot 0i=
il THE NEW PLASTIC JUMP PACK| gpace Marines people struggled to attach the old weapons neatly, and thé
' s - P i | themselves chainswords look a lot more vicious than the previous ones
1T pa— have been The arm sprues all get a plasma pistol in case you want t
& ﬂ - - given poses upgrade some of the weapons, and you also get extrd

-ﬁ 4
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An Ultramarines Assault squad with pistols. chainswords. and jump packs.




THE NE SPACE MARINE ASSAULT SPRUE

cal and
Chapter
istence,

» finest, grenades, pouches, knives, a melta bomb,
etc, etc. THE ASSAULT WEAPONS SPRUES

i1t

ig a greatef All the parts are fully interchangeable with : .
es the plastic Tactical Space Marines released e B faens e P . 8 Y
’ in October, so you could make one of the ﬁf‘ a A i P Jii - Fefmr
Assault squad into a sergeant, with an Lo - ., ¥ € E ! it e had - ,&
Auspex and holstered bolt pistol from the - 13'%’7” = S ﬂ h b
; the first has®  Tactical Space Marine sprue, or if you want | i =Yy - e
the left, whilz® Assault Space Marines without jump packs —

rovide moré. then simply use the assault weapon arms on
s are now e Tactical Space Marines’ bodies. There
»ugh a minef.  aré endless opportunities when you combine
as a lot of Ihese two plastic sets (quick note: if you use
atly, and the. theé Tactical sergeant'’s head on an Assault
evious ones. Space Marine’s body, he looks as if he's
you want o €houting a battle cry — quite suitable for a
50 get extra’ Space Marine Assault squad).

If Space Marine Assault
squads in power armour
aren't good enough for you,
then how about using
Terminator Assault squads or
even normal Terminators (it's
not like they don’t pack
enough of a punch with power
fists). Then of course you are
going to need a heroic
character to don his
Terminator armour and lead
them into batile. Luckily the
splendid new Space Marine
hero is released this month.
complete with heroic pose
and the longest power sword
we've ever seen (probably
master-crafted) this guy is an
essential miniature for anyone
who loves using Terminators
in their Space Marine army.

The box contains enough sprues to make
five Assault Space Marines, all for ten
pounds. Creating an army of Space Marines
Nas never been so easy or cost-effective. As
you don't need all that

many Space Marines to
bulld an army, it
doesn't take long to
collect a reasonable
force. Then of course
there's the added
bonus  that  the
figures are some of
o' the best we've
d4F  ever madel




Mailbox

| This is your chance to bave your say on the topics
that you are passionate about — be they gaming

pamtz‘ng, other gamers, White Dwarf or Games
“ Workshop’s games. All you bave to do is drop us g
= “"*v\\ line at the address at the bottom of the page
| opposite...

_ . This montb is dedicated to all those who have
SN pombarded us with letters about Andy Chambers!

————

Battleﬂeet Gothic has stirred up lots and lots and lots of interest if the number of letters I've

- = e~
e e e

received is anything to go by. I’d just like to say a big thank-you to everyone who’s written in

questions, criticisms and suggestions since the rules appeared in White Dwarf. Originally I was
going to write a follow up article for White Dwarf but events have moved quickly so there is good
news and bad news...

The good news: a boxed game of Battlefleet Gothic is in progress at the moment. The rules are jusi
about finished and Dave Andrews and Tim Adcock are designing some wonderful new spaceships,
including battleships and destroyers. The artists are drawing some amazing pictures and Johs
Blanche is painting the front cover even as I write. If (and it’s a big if) everything goes according tq
plan, Battlefleet Gothic should be out in spring 1999. Hurrah!

The bad news: because the game is under way, and it isn’t that long until it’s released, the evil Fat
Bloke has vetoed doing any further rules in White Dwarf until the game comes out (boooo).

However, I’ve been able to slip some really interesting rules ideas into Dwarf under the cunning guise
of publishing a few of the letters that have been sent in (and only some of the shorter ones at that!).
So if you really can’t wait you can try out some of the stuff here to keep you entertained through the
long winter months.

Andy Chambers

First up we have some stuff from
Rhys and Aneurin Little (those
sound like Halfling or Wood EIf
names to me). Their ideas for
fighters are nice and
straightforward, leaving the main
emphasis on the big ships instead
of committing you to endless
record keeping about squadrons
of fighters. The space station is
interesting too, and would make a
good objective for scenarios.

Give us fighters!
Ob Horned One,

We'd really like some sort of fighters
to be incorporated into Battlefleet
Gothic. After a session which

we bit on an idea to make the fighters
as counters, a bit like the bio-boosters
in Necromunda, only enbancing the
mother ship, baving the facility to be
multi-tasked.

We also think that a space station
would be a good asset to the game
We thought that it could repair ships
and be used for regrouping and
reinforcing.

My brother and I bave thoroughly
playtested both of these rules and
what follows are our final ideas on
this aspect of the game.

Imp. Space Station ...... 200 points
Hits Speed Turns Shields Armour Turrets

10 5cm N/A 4 5+ 4

Special Rules
Turns: Because of its immense size
and gravity field, the Space Station
does not bave to turn. It may travel
5cm in any direction, or may chose
not to move at all

Reload and repair: A Space Station’s
main job is to repair and act as a {
stop-off point for otber ships. To
represent this, when a ship tests for
special orders, roll on your
leadership and if you pass the test
you may move towards the Space
Station and land. When a ship bas
landed, your torpedoes will be
reloaded and to repair damage you
must roll a 4+. This takes one turn
(note: this is not an additional’

involved many design ideas and — —— roll).
drawings. we concluded that Hrmameni Range/Speed Firepowen/Steength  Fire Are

divi dg 2 ! fioh 1 b Prow Weapons 45cm Firepower 6 Front When someone bas landed 1
oy fighters wqu o€ A | crboad Weapons  45em Firgpower & Right they may be targeted by enem)
nightmare to cont’:Ol- Even lf’ you Port Waapons 45cm Firepower 6 Left shooting; take the direction of
created a base of fighters, they'd be | RearWeapons 45cm Firepower € Back ; i !
4 iddly t Also b thei Torpedo Launcher Speed 30cm  Strength 2 All round e Shw PR Gy
‘_’fﬁ J; ?kuse -('t S(;b ecause};')f . er P g d the ship is currently pointing.
size (or lack of it) they couldn't do If the Space Station is
any serious damage to the ships. So

= = —~ e S P - L - == e S .
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destroyed and explodes then the
ship is also destroyed.

Crippled: As Space Stations only
smove 5cm, if it is crippled then it
will stop dead and not move.

FARBIETS.covsnensasonsncancacsone 5 points
1) use you must place them on a
mother ship. They may start inside
or outside the ship at the start of
the pame. Once the fighters bave
left their mother ship they may do
one of the following orders per
turn:

» Intercept. The fighters swarm out
of the mother ship, towards the
incoming ship, pounding it with
small lasers and generally being a
nuisance. When the fighters are on
\intercept’ orders, any enemy ship
that comes within 15cm is treated
as moving through blast markers
(roll 5D6).

s Altack! Fighters, though not very
barmful, can do more damage
when assisted by a larger ship.
When the motber ship fires and the
[ighters are on ‘attack!’ orders then
you shift one column to the left on
the Firepower chart.

* Escort. As larger ships zoom
along, they are surrounded by tiny
[ighters swarming around like bees
protecting their queen. When on
‘escort’ orders the fighters make the
opiponent shift one column to the
right on the Firepower chart when
they fire at the mother ship.

* Defend. The fighters buzz around
their mother ship, watching for the
enemy and their inevitable
torpedoes. When the fighters are on
‘dofend’ orders they act as turrets
{roll 5DG).

Note: you don’t bave to change
[fighters’ orders; you may still use
special orders.

May the Emperor guide your bands
" your inventiveness,

Rbys and Aneurin Little

Next we have a letter from
Duncan Webster, who even sent
M€ a battle report (including
some particularly good ship
flames) as well as some rules
fueries which are answered at
the bottom of his letter below.

A few loose ends...
Dear Andy,

A big thank-you goes to Adam and
Tom of GW Truro, who I persuaded
to try out the Spaceship Battles
rules in WD225 and with whom I
bad such a great time!

And you asked for feedback...

Using the ship designs from tbe
magazine we fought a simple
engagement (a ‘battle report’
Jfollows) which was thoroughly
enjoyed by us all The rules worked
well bur we could do with the
clarification of a few points which
again follow this letter. It bad a
startlingly stimulating effect on us
and before we were balfway
through we bad already talked
about running a planetary assault
scenario combining these rules,
Epic 40K and Wh40K. to run the
whole thing from the first jump
into the system to the defenders’
last stand,

Rules Questions
Torpedoes: Is the only way to
reload these with the command
dice?

AC: Yep, the only way to reload
torps is by taking a command check
and going onto Reload Ordnance
special orders. Unless of course
you’re using a Space Station or
some other resupply base as
suggested by the Little brothers in
their letter.

Shields: Do these regenerate at the
end of the turn in which they were
damaged, at the end of the
opposing players turn or at the
start of the first players next turn?

AC: These automatically regenerate
as soon as the ship moves out of
contact with the blast markers
touching it. A number of letters
suggested treating them just like
shields in Epic 40K, so they have to
be repaired in the End phase by
rolling a 4+ for each downed
shield. This wasn’t the original
intention (to cut down on the book
keeping — I really hate book
keeping) but if it appeals you
should give it a try.

Blast Markers: How do these get
removed from ships? As the rules

state that they cannot be removed
by the players and they are not
removed once placed on the board,
the only way we could see was for
the ship to effectively ‘leave’ them
bebind when it moves again. If this
is so, does the ship suffer the
Denalties for moving through the
markers?

AC: Duncan’s dead right here, blast
markers are simply left behind
when the ship moves off, remaining
on the table as a potential hazard
or haven for other ships (those
huge explosions take a while to
dissipate). Yes, a ship which starts
its move in contact with blast
markers does count as moving

through blast markers ?

Battle Report

2/874 - 0985998.M41
In the Kernow system an Imperial ¢
force consisting of two Tyrant class
(Iron Rule & Righteous Majesty)
and two Lunar class (Gannymede
& lo) cruisers from the Segmentum
Obscurus warfleet, under the
command of Vice Admiral Duncan,
intercepted a Chaos raiding é

G

squadron made up of two Carnage
class (Ripper & Shredder) and a

Dair of Murder class (Massacre &
Bloodbath) cruisers led by ‘
Bloodcaptain Thomas of Chaos ;
Undivided.

After a bloody battle at close o
quarters both combatants )<
withdrew, the Murder class cruisers
were totally destroyed, the
Massacre was reduced to a blazing
bulk drifting away from the baitle,
while the Bloodbath was atomised
when its plasma drive overloaded
(almost destroying one of the
TDyrants in the process); both the
Carnage class ships only suffered
light damage. On the Imperial side
all ships incurred very beavy
damage: the Righteous Majesty lost
almost almost all of ber structural
integrity and suffered a critical
engine failure, the Gannymede was !
crippled and both the Massacre

and the Io were very close to :
sharing the same fate. Although <
botb sides claimed victory,

everyone knew it was only a brief
respite: the Chaos ships would be
back... 4

Well, did any -of this month’s letters stir you to reply, or have you got a new point to raise? Send your letter to:
‘Mailbox’, White Dwarf, Games Workshop Ltd, Willow Road, Lenton, Nottingham, NG7 2WS.
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' BLACK SCOURGE

by Nick Davis

Strike hard and fast. Dark Eldar Lords must successfully combine
speed and firepower to bring victory. Out this month, the dreaded Dark

Eldar Scourges combine these two elements perfectly. Additiona

firepower is also available with Dark Eldar Warriors armed with dark

lances and assault weapons. And finally the Talos, the nightma

creation of the Haemonculi, makes its appearance on the battlefield.

THE SCOURGE

Highly mobile firepower is a prized asset in any army. The Dark Eldar personify
mobility and they have some of the most awesome anti-personnel and anti-tank
weapons in the WH40K universe. The winged Scourges have access to three of
the deadliest weapons available to the Dark Eldar: splinter cannons, dark lances
and mobility. Using their wings, the Scourges can move their heavy weapons
anywhere they want to on the battlefield and can stop an enemy advance in its

tracks. If you combine this ability with other mobile elements of your army, you
| have a pretty devastating package.

DEEP STRIKE

The most important thing to remember about Scourges is although they
have jump packs, they are not assault troops. They carry out a very different
role on the battlefield. Using their winged jump packs, Scourges have the
ability to Deep Strike (even when the mission does not allow this) sa they
can reach any point of the battlefield. You can take advantage of this
ability and use your Scourges to soften up the enemy for your Raiders
and Reaver jetbike squads to finish off. This is how it works...

I field twe types of Scourge squads, each with five Scourges in them. One
squad is armed with splinter cannons and has a Sybarite with an agoniser
— this is my anti-personnel squad. The second is armed with dark lances,
with a Sybarite armed with haywire grenades. As you may have guessed
this Is my anti-tank squad.

v




The anii»pe‘rsonnel squad starts games on Deep Strike
~rders. Baider squads are almost always in assault range
ka' ihe start of the second tur, just in time for Deep strike
;,;Jl‘rads' 1o come into play. Land the Scourges as close as
h-u'u can to the enemy angl_ let loose with the splinter
Z—ﬂmns. Then get your Raider sq_ugds stuck in, and the
a;sauned enemy squad should disintegrate befo;e you.
LJ;ang their jump packs. the Scourges can repeal this tactic
every time before you assault. If the enemy squad puts up
any resistance you can then charge in with your Scourges,
adding their support to your Raider squads:

The anti-tank Scourge squad is easier to use.
Deploy your Scourges at the start of the patlie in
a position that overlooks the battlefield,
preferably in cover. If your oppenent deploys

his tanks out af sight of your Scourges, you

can hunt them down by simply changing your

firing position. At least once during the battle your
opponent will train his available weapons on your
Scourges (especially if you have_dgstroyed half of his
armour), $0 use the mobility of their jump packs to find a
safer fiting position. Then when the Scourges have
sliminated all yolr opponent's armour you can use themto
help capture a mission objective. I've played many games
where my Scourges have snatched victory away from my
opponent in the very last turn.

" Mability and firepower are your keys to success. The
Scourges earry, these keys, so use them to support your
attacks and with a little luck they will bring you victory.

s ol sl P

On black pinions the
Scourges drop down
from the skies.

their heavy weapons
unleashing a ;
hail of | £
splinters
and pulses
of dark energy. They

“ o attack wherever they

please, and strike where
least expected, utilising
their wings to quickly

retreat or drive forward,

depending on the

Scourge Sybarite armed with a Scourge armed with a
splinter pistol & power weapon dark lance

Scourge armed with a

cntmv's 51 rcngl h.
splinter cannon

o
o ol
A,
A
S e : Urien Rakarth, master Haemonculus, designed and painted
Scourge armed with a Scourge armed with a by Citadel Miniatures designer Paul Muller. You may
oark lance splinter cannon have seen this fantastic miniature on display at Games

Day. For all of you who missed it or couldn’t make it on
the day, here it is again.




Wyeh armed with a
razorsnare & falchion

Wyeh armed
with shardnet & impaler

“We will not kill
you all today. Some »
of you are left for
later; a meal made
all the sweeter by the
terror of our return.”

Sybarite Kalloe Iman'dha 1o
the survivors of the Slaughter
at Sepiuc Oceident
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Wych armed
with hydraknives

Wyeh armed with a
razorsnare & falchion

Dark Eldar armed
with a shredder

,‘"\ A Dark Eldar Warrior squad, f’nc!udm Warriors with datk lances.
%

- | comparative fortunes on the skills of their chosen champions. The fates of
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Wych armed Wych armed

with shardnet & impalel

-

with hydraknives

No act 15 too evil, no deed so immoral that the Dark Eldir wall nat)
perpetrate it, Nowhere is this more true than fin the death arenas
Commorrigh. where the warrior sects of the Wyches ducl with one anather
and caprured slaves and beasts. Ferocious alicn creatures are unlcashed

amongst unarmed slives, tearing their prey limb from limb. to the cheers
and laughter of the audience. Robotic torture devices stalk helpless \'u:nn'L_
across the bloodied stones; ambulatory racks bedecked with flailing nrm.gji
spinning blades and whirling drills. Highly skifled Wyches usc thein
sp:cilliscd weapons to flay flesh from bone, to leech the blood from Ill:_i"l"v'
cnemics with agonising slowness, to rend and tear with cvery blow. Slaves
and souls are won and lost by the cantestants. while the spectators wagz‘l"

whole worlds have been decided in gladistorial combat, with the vict

J}-

Dark Eldar armed
- with a dark lance

Dark Eldar armed
with a dark lance




" TALOS

constructed by the insane Haemonculi, the Talos is a torture device that
rowls the battlefield searching for victims. For all you Dark Eldar Lords

\

‘a

’ cackling at the thought of unleashing this nightmare creation upon your

\ ) foes, White Dwarf proudly presents the rules for this gruesome creation.
' The Talos is a forture device that sweeps across the things you can do — one is to have iwo Talos and deploy
hattletield on antisgravitic motors, latching on to its foes them together (the old maxim of your opponent
.nd Incarcerating them within its armoured shell. The destroying one, but not two is very true). Or you can use
death spasms of those captured propel the Talos towards a single Talos and operate it like today's modern
d 1= anamies, as ils unigue sting wildly spews death in ail helicopter gunships, hugging the terrain. Keep a piece of
? 15 .-:,',,;_C;,c.ns and ils many-bladed arms cut through armour terrain that blocks line of sight between the Talos and its
e \nd bone with lashing blows. target (it is a Skimmer so difficult ground is not geing to be
i Well that just about sums up the Tales. It's a nasty bit of ?nopnr'nc;t:l?;g}.st-rli-:een @ OUhavE0idD A Rt

hoarenssiof | ! kit that is capable of smashing apart enemy squads and '

one anothe - vehicles with terrifying ease. With its anti-grav motors it The Talos also excels in a troop support role. When
¢ unleashed can skim over intervening ferrain, enabling it to move setting up your battleline, place your Talos next to one of
2 the cheoss | | ¥ quickly to slem your opponents advance or o press your Warrior squads. Both units will then be able to offer
bless victims L home an atlack. each other support during the battle. The Warrior squad
lailing armis, | will help to compensate for the Talos® wild shooting and

s use  theic
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With its Strength of 7 the Talos makes a good tank hunter,
and add to this the additional +1 AP bonus for each hit
scorad, nol even the most heavily armoured tank can
stand up to it for leng. The frick is to keep it alive along
enough 1o altack your opponents tanks. There are two

the Talos in return will give the Warrior squad a
considerable advantage in an assault.

However you choose to use your Talos on the battlefield,
remember to strike fast, strike hard and strike first.

TALOS

| Points/Model | WS BS S T W 1| A Ld Sv
Talos 53773405—a+

The Talos is a Heavy Support unit and takes Up one Heavy SUpport s ee
allocation siot on your force organisation chart.

Weapons: The Tales is armed with a Talos sting and Talos claws.

SPECIAL RULES
Talos Sting: This Is a unigue weapon found only on the Talos.
It has the following profile.

Range 24" Strength 4 AP 5

Wildfire: A Talos fires off wild velleys of shots rather than aiming at a specific target.
Whern it shopts, rall to hit as normal. Then allocate the first hit scored to the
nearest enemy model to the Talos, the second hit to

ihe second clasest model, and so on until all the a
hits (i there are any!) have been used up. Note <
that this may mean: thal models from different = ©
units are it by the attacks. Also note that only o
modelS within range of the weapon and in its line of sight

can be hit. Once all possible targets in range and within its
Iine af sight have been hit onee each, any further hits are wasted.

Talos Claws: The Talos gets D6 atlacks with its claws (+1 if charging)
wheniit fights in close combat. Roll to hit and wound normally. No P
Armour saves are allowed against the claws. Against a vehicle roll

only onge for Armour penetration, but add +1 to the Armour

Penelration dice roll for each hit scored by the Talos after the first

(eg, if the Talos hits a vehicle three limes with its claws, it would add

+2 1o its AP roll),

Assault 6

F?arless:'The Talos never falls back and cannot be pinned. It is automatically
ASsumed o pass any Morale checks.

Skimmer: The Talos can move over difficult terrain without penalty, However, if it starts or finishes its move in difficult terrain
it will suffer a Wound with no save on a D6 roll of 1.

i..
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Contents and components may vary from those illustrated. Models supplied unpainted and unassembled. Glue and paints not included,
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?’_ er 40,000 is a tabletop
warg an%f for two or more
' players where you command the
forces gi the Imperium or one

of its @adl enemies. The game

. provnd ~you with all the rules,
sccnmg;s and army lists you
nced fo fight a battle, and

guides you through how to
paint fﬁe detailed plastlc Citadel
m‘mﬂﬁ‘cs in the box and then
how 1 to collcct together your

There 1s no
time for peace.

No respite.

1 No forgiveness.

The Warhammer 40,000

Boxed Starter Game contains:

- 10 plastic Space Marines

- 1 plastic Land Speeder

- 20 plastic Dark Eldar Warriors
- 288 page Rulebook

- 2 Card Playsheets

- | set of Gothic Ruins

- 3 Plastic Weapon Templates
- 7 Assorted Game Dice

- 2 Range Rulers

- 4 complete Jungle Trees

- Assorted Barricades

Games Workshop Ltd © 1998. All rights reserved.
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48 HOURS

(The ravings of a man suffering from paint-shock)
by Nick Davis

Yes, it’s a movie starring Nick Nolte and Eddie Murphy, but Hollywo
connections aside, it was also the total time Nick Davis took to pai
his first 1,000 points of Dark Eldar! For most of us it takes months
raise an army. So we asked Nick to tell us how he achieved this ep }«

-

feat, and more importantly, why?

NO, NO YOU CAN’T STOP ME -
| MUST TELL THEM THE TRUTH...

| have always wanted to start an Eldar army — not a
Craftworld Eldar army but an Eldar Pirate army. | put
gonsiderable thought into what it would look like: the Pirate
Lord riding to war on the back of a Vyper, followed by
squadrons of Eldar jetbikes and Pirate bands on foot. Well
my imagination was as far as | got with my Eldar Pirates.
| was still busy painting my Imperial Guard, Lizardmen,
Chaos, building terrain etc, etc, etc...

Then the Dark Eldar appeared on the scene. In the eyes
of the Imperium, these guys are the Eldar pirates. After all,
the Imperial officials don't really distinguish between subtle
racial differences. As far as they are concerned, all Eldar
are evil, heretical Aliens out to destroy the Imperium, Their
Cadex hinted at them being one of the groups of Eldar who
survived the Fall and that they had some desperate fear of
a great, unseen enemy. The only way they can keep this
enemy at bay is to keep up an existence of inflicting pain
and suffering on all they
meet.

This background
sounded really cool.
Besides, they are really
great miniatures; sleek,
spiky and with a real
decadent, evil feel
about them. How could
| resist? | was also
given the opportunity to
get my hands on loads
of new miniatures (the
army was originally
going to appear in
Codex Dark Eldar) and
that swung it.

| was able to grab loads
of excellent, new plastic
Dark  Eldar, which
would be used to build
up the core of my army.
Also if time permited |
wanted to convert
some of these plastic
Dark Eldar into units
not yet available, such

hc ;rkH:an Raiders. of |h.-: Kabal of the Ik Heatt. The first 1,000 oinls; the first 48 hours:

as the Scourges. Plus | got my hands on enough Wyct
to make a ten-man squad and have a spare to convert i
a Beasimaster. For the Warp Beasts | planned to "
Chaos Hounds — these will be replaced with the actial | ,
Warp Beast models when | am able to get hold of tham. \

And finally to finish off this initial collection of miniatures | )
managed to blag the splendid Archon madel.

THE PLAN

Before | continue there is one last thing you must knows |
have already mentioned that this army was going fo
appear in Codex Dark Eldar. Consequently, | was givenie
very tight-lime frame to paint my army in. When |
volunteered to attempt this mighty task, the guys, who
were putting together the Codex were delighted. “Good!,
they said, "You have a week and a half to start and finisf

it!" Right in the middle of the World Cup as well... Doh! ¥

Now | have always been able to paint up armies quic y
but never in guite such a short space of time. So | had
come up with ‘a plan and stick to it. The first things'|
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'mlf):)c!jt(?\:vueedrrﬁimr quad of Wyches. The final section of
EG force to pal puld be the Archon, along with a
'.-'“::l quard of six Warriors. This was my initial force and
J(Z;usl(d be the core that | chose my army around when |
started playing: 1es with it

‘to finish all that in time, | intended to

Jild a squad of Seourges and if possible, paint up a Warp
g:;asl p:ﬂk-- nd a Beastmaster. So that was my painting
olan set — now to choose the colours.

INT SCHEMES

army (the first was a small Khorne
which | have tried using a limited colour

oosing a handtul of colours to paint an
army with and sticking just to them. This is a great
discipling as: es you think about the colours you use.
| wanted tof olour scheme into the dark, evil,
brooding nature ‘of the Dark Eldar and keep the paint
scheme simple. So | looked at a couple of the Studio
armies to get ideas. The Eldar and the brooding
Dark Elf army looked a like the ideal place to start.

Then, if | mane

es bright, primary colours, usually with
ng colour for the helmet = | didn't think
ook right in colours like that. But after
taking a quic at the Dark Elves, with all the deep,
moody colours: like dark blue and very dark metal,
| decided that these were the colours | would use.

The Eldar armyit
a different contrasi
Dark Eldar w

With this in mind | .selected my paints: Chaos Black, Skull
White, Bleached Bone, Blood Red, Midnight Blue, Beltgun
Metal, Chainmail, Brown Ink, Blue Ink, Flesh Ink and finally
Black Ink. This was the palette of colours | used on my
models. The bases were finished off using Goblin Green,
Snakebite Leather and Bubonic Brown.

Everything was In place. The miniatures were going to be
bullt at lupchiimes at work, and | planned to paint at least
two hours in the evenings and get in five or six hours a day
al the weekend (World Cup permitting). Now to work...

PAINTING MY DARK ELDAR

When | start to paint a new army, | always find that the first

five figures are the hardest to paint, as I'm never quite sure
if the colour scheme will work.

(% The first thing | did was plan how te use ihe
grﬂ' _paints I had chosen for my colour palette. |

- 'g wanted this army to look really dark, so | used
[ a black undercoat. When | selected my
‘! s - paints | already had Midnight Blue in mind
/‘ =¥ to be the main colour of my army. This
s > paint was used on the Warriors’

L

s M S=sae.  armour and vehicles, and was
i' q shaded with Blue Ink. |

drybrushed the helmet

plumes Blood Red to add a
conirast fo the dark blue. To
distinguish them even more from
Craftworld Eldar, the guns, face
masks and -any decoration were

painted in Boltgun Metal, shaded with a mix of Black and
Blue Ink. The squad leaders, the Sybarites, were painted
in the same colours as the Warriors, but | painted their
helmets Blood Red and the plumes in Midnight Blue, to
make them distinct from the Warriors,

Wyches are not members of a Kabal,
but of a Wych Cult, so their colour
scheme is different to rest of the
army. My Wyches were painted in the
reverse of the Warrior colour scheme,
with Blood Red armour, befitting their %
bloodthirsty status (lused Gloss £
Varnish to give the armour a shiny ¢ . f‘h
effect). The armour was shaded with 'y =
Brown Ink. Any hair or plumes were g‘\f

painted in Midnight Blue.




,—-"\ Additional reinforcements, another 48 hours.

PAINTING MY DARK ELDAR cont...
I managed o find the time to paint
my Scourges. Their colour
Al .~ scheme was influenced by the
; strong, comic book colours of the
\ movie ‘Flash Gordon'® that | had
X watched earlier that week (it
was the attack of the
Hawkmen on War-Rockel
Ajax that really did it).
- Again, each model was
Sy painted up from a
black undercoai with
Boltgun Metal on the armour and
wings. This was then shaded with
) a mix of Black and Blue Ink. The
Scourges that were wearing heimets had
them painted Midnight Biue to tie them into the rest of the
army. A quick note on my Scourge Sybarite (pictured
above); its power weapon is from a Necromunda Spyrer
(a Malcadon). | found the Spyrers to be an excellent
source of conversion material for the Dark Eldar.

To finish off | wanted to add a tiny

paint on their faces. Perfect — the
Dark Eldar are the same exotic,

detail that would give my army it's = s
own individual character. After (-
flicking through some old White &= o
twisted aliens! So all my Dark Eldar
who were not wearing helmets

Dwarfs, | chanced across a picture
received facial tattoos, or in the case

of some old Eldar Pirales with war
of the Wyches, war paint. o

.,
FINISHED IN TIME... JUST!

| finished painting the very last miniature the night befal
the deadline. In total | had spent approximately 48 hou
painting and building my army. | had managed to pail
everything including the Beastmaster, his Warp Beasts
a bonus squad of converted Scourges, plus
Haemonculus and 3 Reaver Jetbikes! | was prefty amaze
at what | had achieved — although it didn't make up f
England being knocked out the Warld Cup on penaltie
(Nothing will ever make up for thatl — Paul Sawyer)!
handed it all over to the guys in production, who were |
amazed as | was that | had got it all painted in time, a
then it was finally photegraphed. '

Phew... in 48 hours of painting time | had finished
completely new WH40K army. It is now time for tF
ultimate test, learning how to fight with them over a WH40
battlefield.

ANOTHER 48 HOURS
(BIGGER BUDGET, MORE CAR CHASES)

Some of you are probably flicking through your Code
Dark Eldar, trying to find a picture of my army. Well, sor
you won't find it. After all that hectic work, my army w
dropped due to lack of space: This did not particular
bother me as it had given me the chance to collect
fantastic, new army and it had shown me what | could de
in a very limited space of time.

Since | first wrote this article my Dark Eldar army h
grown quite a bit (see below). And after many games
have also discovered a few neat little tricks using thi
Raiders and the rapid moving Reaver jetbikes (and try
Archon, tooled up with combat drugs and an Agoniser]
Some of these stratagems | detailed in Dark Raider
(check out WD228). Unfortunately | have run out of spac
to explain some of my more fancy tactics. Perhaps | will g
2 chance in a future Dwarf, until then, strike fast, striki
hard and strike first.
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'tygnl-;:si , he Dark Eldar are piratical raiders
aﬁ;::f A who utilise speed and firepower on
eyl | the battlefield They scythe round the
time, an: flanks and rear of the enemy, using their
o fast Raider transp_orts and fetbikes to
e for the make slashing hit and run attacks,
AV A ';cutting down the enemy's strength to
i ‘ prepare for the final killing blow.
-fr} Co " g _. So, what's inside the box?
a?,g:ws-?v -' , - Dark Eldar Warrior squad (20 models)
articulagly i G " - | Dark Eldar Raider
collecta | L .
Heouldi® Y ‘ - 5 Dark Eldar Reaver jetbikes
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] = 1 e e The galaxy docs not hold
« Raioal By, " 3 enough souls to quench
their thirst.
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Above: One of the bighlights of Games Day '98 was
the mega-display, the Fang, fortress-monastery of the
Space Wolves Space Marines. The building stood over
12 feet tall (including the table it was on) and the
display involved over five bundred miniatures and
vehicles. Work bas already commenced on next year’s
mega-display. We're not going to tell you what it is
Just yet but we are boping to ‘wow’ you all...

On Sunday 27th of September,
at the Banquet Hall of the
Sydney Convention Centre, the
first Australian Games Day and
Golden Demon was held. The
day was absolutely awesome as
around 1,000 gamers jostled
each other for the best positions
at the gaming tables, the Black
Library display, the Studio stand
or the Golden Demon display.
This year’s Australian Games
Day and Golden Demon
promises to be even bigger and
better. Thanks to all who
attended for making it a
memorable day.




Left: Some frothing gamers at
the Dark Angels vs Eldar
Exodites table. This was just
one of the 40K tables that
used some awesome scenery
and beautifully painted
miniatures. The Exodite Eldar

tl;:;nber, army was painted by our
tre. the Melbourne store manager,
)ay,an d Andrew Long, who also won
d. The first place in the Open
S(;me g category of the Australian
stled Golden Demon painting

. competition.
positions
e Black
‘1,10 lstand, Below: The caverns of Karaz-a-Karak
ispray. made the perfect setting for a Dwarf
P vs Skaven battle. This scenery was
) incredibly easy to make and could
:(g)er and definitely be used for games of

Warbammer 40,000. We will show you
bow it was made in a future issue of
White Dwarf

1

Above: The Black
Library area was full of
artefacts from the
bands of Matt Weaver —
the Fang is an excellent
example. No less
impressive (well, maybe
a little) is this fantastic

Back Templars Chaplain
belmet.

Left: Not only did the
Black Library contain
Plenty of 40K artifacts
but also some armour
Jfrom Rose Armoury.
This suit is similar to
that worn by Empire
Greatswords.




This page: Castle Hill Games
Club volunteered to belp out
by running some great
demonstration games.

Jim Fox’s Speed Painting
Frenzy drew plenty of
budding Mike McVeys.
When we ran out of
miniatures staff members
volunteered themselves.

Necromunda was very
popular with gangs
fighting it out all day.




‘WHERE ARE THE GOLDEN DEMON WINNERS?” we hear you ask.

a In next month’s issue we will have loads of exciting pictures of the
\ustralian Golden Demon winners, including the picture of the lucky
person who took home the Australian Golden Demon Slayer Sword.
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...and as the sun broke through the
clouds, stark shadows were thrown
across the tundra. The bio-engineered
giants of the Black Templars and Space
Wolves Space Marine Chapters were
facing dogged resistance from the rebel
Planetary Defence forces. The heretics
had fallen back to defensive positions and
were holding their ground. ‘The Will of the
Emperor will prevail’ cried Force
Commander Robinson, as the might of
the Adeptus Astartes advanced into the
meat grinder.

Still buoyed by their mighty victory against
the Mail Order Trollz (from WD221) the
commanders of the Australian Games
Workshop Telesales department
challenged three officers from the

Australian Army to a game of 40K. On a
sunny Sunday afternoon the baitle
commenced on the deck of the Officers’
Mess at HQ Training Command, Middle
Head, Sydney (one of the best views from
any gaming room I've ever seen).

Taking command of platoons of Imperial
Guardsmen Major Mike Deterding,
Captain Brenton ‘Jock’ Tuesner and
Captain Adrien Hopkins showed our lads
the best way to use tanks and masses of
lasguns. The Space Marines were always
going to have it tough in the ‘Meat
Grinder’ mission they were playing and
when the game ended after the fifth turn,
the rebels were still holding out.

Victory (this time) to the Australian Army.

—
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 THE TITANS

As the Black Templars Force
Commander discovered, you
. should never advance across

& Ordnance fire!

This is where his Command
squad vsed to be

'
[he heavy losses suffered by both sides during the course of
1 1 - b
s the battle were more than offset by the awesome view from e\
z I_ 8 the gaming arca (01’ deck of the Officers Mess) The e
sudience of native wildlife was' also astonishing.
2
-
) ”I
¢ ;.I-'.'; > '
] *
i -
. -
' -
ol . -
M40792c f'ﬁlsca" 04.M40793a file scan 04.M40793b file scan 04.M40793¢
ERLAND KE DETERDING ‘JOCK’ TUESNER ADRIEN HOPKINS

upervisor Major Captain Captain




wor we ‘gve ‘ele \
2unfing ded 2pezhul -
bOx contqining mohe
hoomgnz dan I cqn count,
but debe’2 def‘inifgy mohe
dan three. De e all
got umfing oqlled q
ch022bow, wot 2 q hight
Nty piece ov wobk qnd
can huin g wahlohd’2
barrtul lqn But neveh
feqt, c.oa oy GOobbo2 ’ave
20me gheat noo plRrtic2

00 - wiv 2 2 an’
K bows/ j

Following on from the Empire Handgunners and Soldiers of the
Empire Warhammer Regiments released recently, we are proud to
announce the arrival of another Empire Warhammer Regiment —
the Empire Crossbowmen.

The regiment sprue includes enough variant legs, bodies, heads,
arms, weapons and extras to build a sixteen strong regiment to
shower your opponent with deadly bolts. The box also contains
the appropriate white metal pieces to make a command group
(leader, standard bearer and musician).

The crossbow is a ‘move or fire’ weapon, although it doesn’t take
a turn to reload like the hand gun and while lacking the hand
gun’s armour piercing ability the crossbow has a range only
matched by long bows and artillery, making it a weapon worthy of
respect in any opponents’ eyes.

Crossbowmen are usually best employed in static firing positions
where they can be used as support for regiments armed to fight in
hand-to-hand combat. Good deployment is essential to using
Crossbowmen, as the need to move will reduce their fire rate.

Now that the Empire has four troop types available as £10
Warhammer Regiments (Crossbowmen, Handgunners and
Soldiers of the Empire, which can be either Swordsmen or
Halberdiers) there is really no excuse not to collect that new

V4 Empire army you've been promising yourself is there?

Sculpted by Alang
Michael Perry

Altdorf Crossbowman Stirland Crossbowma

Wissenland Crossbowman Reikland Crossbou-‘m"‘
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Making your
card Wych warrior

First fold the card Wych
warrior in the middle so
that both sides are
back to back. Next fold
the two short tabs
outwards.

Finally fold the long
hexagonal tab

under the two

tabs to make a

base and glue it with
Superglue. Your card
Wych is now ready to
do battle in the arena
(of course, you can use
your own painted Wych
miniatures if you prefer)!




Wounds/Actions pomts
The number of things a

Wych can do in their turn is

determined by their Action
Points. The number of
actions points a Wych has

'I'HE HGHTERS

- Each of the Wyches has @ -
game card which details:

how thay fight in the arena.

The card - shows ‘the

folfowrng mformahon 2

relates to the number of
Wounds they have
remaining. A Wych reduced
to zero wounds is dead and _ with the weapons
is removed from the game. they are carrying. : : o
Sah e 2 ) Lo _ The. front of every Wych wamnf must face tawards f
o) Al ‘f" L ‘. ‘one of the hexsides. A Wych has an ‘attack arc' as
S E FRACLT. 7!.«??55 _ shown in the diagram above. A Wych can only: make
A attacks against; and react o, ‘an enemy whois wﬂhin
Ser ?% this' attack arc. Wyches can change facing freely
Armed with splinter . during their tum, but may. not chiange their facing onee
\_plstol and blade - the player. has finished completing their trr’
{exception: see Knaekback and Murder Stakes
- below).

!
m’o“ mlms I- i ounds Aps Ir
™~ Armour save: 5+ in the“,. wm ck 8 |

: Name Th|s is the .
- Wych’s name, along |

Armour Save:
Wyches wounded
by their foes may
be saved by their
armour. The score
they need to make
an armour save is
given here.

can move and 2

B iPe. Efas The  amount " of
Shoat. Ranged attack, Poisons: 4+. movement " and
S, To Hil 4+, To Waund: 40, attacks fhey can make . :
Knockbaok: 5+ . Is regulgied by their :
/TN Action Points (AP). The number of AP VVyches havg

each tum Is determined by their Wounds value, as

Any 1 AP aftack
:

. in cated on ihe ‘game ‘cards (keep track of your
Wwarrior's waunds with the Wound marker)

Expart Aim: When Druath shoots, you may roll two dice. If
It e@sts«One AP to move into an’ mpiy Hex; ‘'only ang
Wych may occcupy & hex at any time’ # an enemy
Wych is in an adjacent hex: withiin the Wych's aftack.
arc, they may make one or more. anacks The cost ai_
a Wych's atfacks is shown 6n their. Qame card. Wycf\s
may combing movementand attacks in‘any order they
wish. For example, thay' could: move-attack-move,
attack-move-or even aftack-move-attack-move. Thera
i -the?-number of AP that can be- spen! on

o A Wych could abn attack
_dl,lrtng their tum if mw hava

Attacks: This lists
the different types
of attacks available fd—-
1o the Wych, and 2
the number of
action points they
cost to use.

eithier scores the required amount, a hit is scored. Nole
that only one hit is scored, even if both dice rolls are high

anaugh \
=71 Special Rules:

Any special rules
that apply

Reactions: These
are the reactions a
Wiych can make
when attacked by
an enemy.

\“ARTIHE PLAY

Before  setting tp their
Wyches, the players must
‘design the arena. Each
player rolis  a dice.
¥ . ‘Starting with the highest
;. ‘scoring player and. working.
. ‘clockwise around the table,
=7 each player takes it . tum to
4 7 - place one of the murder stakes A
Wm n aJ’iéx Irl the arena. Only one counter is =~ AS nﬂlﬂd
ax, but other than this there ate no _ad;acmt hex
.Dme all-of the murder stake counters ~ — Of more- at =1
, you are ready to starf fighting. card lists.a To H?t My

the scores requﬁ'a&t'to _h}t the *!mgst and flict a
Each player saiects one of the Wyches at random to WUt The pmggtiure f r _‘aktng an anag‘k is as
' sca who they wiﬁ fight as. The playefs all thenyrolla - follows: 0,
"vdlt:e, with the hizhest scoring player sstiing up first
and then working clockwise _around the players A 1. Roli to hit. The playermﬂaﬁ d:ce and must scom &
W 7 equal to or more than the required. To' g-m Toll. If Et!ey
score lassmenmsauackhasﬁﬂmed .

2. Roll to wound: ‘Having suacassfuﬂy hit, the pfayer
must acqta equal or mote: than the. mdlcaxed niumber
of one dice: If they. fail then thew atiack has only -
inflicted a scratch, small et-or otherinjury which does:
~not impair lhenr 0 ponerrt’s ﬂghtmg abmty in any way.

' they rﬁa’y make an armour save, They must rol. aqual :
. toorover thelr armour value on & single dice, tf mey
~ slcoee 'm




§ or

5 wyr:ﬁ and the Jlgrget. Inciudl the

i 'target's hex bmnuttndudlngﬂie‘aﬁackera; To'hit; the 7 =

= Wychimust o *Lell over fhis range en one dic fﬂ’tey are
 successtul they rall fo wcrund"andt . make
:armour ‘saves as normal: Y )

. 'Ranged altacks must be.made w:{hm the atrack a!_d of
-a Wych, like any: nrher,aﬁag:ie Here, Druath is shooting
at Kohrliek. Kahijek-is4. hexas away ffem Drua ab
_Druath wﬂi need a5 Bto hib .

Example of
ranged attacks

Hivn4Ha
\/

“as  poisoning  their

anemtﬂs rather thart
4 wdundmg then ; :
'procedure is the. same "

¥, SE Correci ]umping --

My maves in}é
WIthIn the aftack ﬁrc nf IS

ﬁ’_mat a Wych can make are

. hsto;d,afn theirgmacard A reaction

i is resolved
the enemy moves
*next to the Wych. Note that vou can’
‘react to each ahd every enemy that
ifnavea into Your Wych's.atack are, bt
you can-only react to models as they move into the
" hex'= enemy who start their fum next to your Wych -
* cannot be reacted 10, but you do get to raachﬂ‘tBy.

move fmm onaadjacent hex to éne‘fher

: MURDER sﬂKEs
Somie hexes are filled. ﬂnih mufder stakes — wclcms_ )
‘barbs and blades that rend flest and braak‘bonel-

. Also'note that the outside of the arena is lined with,
murder stakes as well. A model may jump over.one, -
;_hex of murder sfakes at a cost of 2 AP, and moves
. the direct opposite side of the murder-

_roll a'dice, and on a score of a1,

a.hit as lhay m;ke the 1ump and

-When a Wych ]umps over murder stakas shEy must
end their moveiin the hex on the exact oppasite side.

'-'-":zOnly one rtexot murder s!akes can be jumped over.

' 'maﬁme

--.\ 2B ey
% Ly

FACING

-as for & normal atlaek; '

but: Mﬂeqd o?' e f'qr mavm 1haif wound ebunrer _
! ~they fail their armour save, a
"Pousbnedl‘ malker ia gla

 rolf a dice. Onascokeiofﬂ the marker moves down.
Cthe tr

one’ flafe it almady at the bottom, ma,_n_ o

3 . t:
Wyeh's wm!s ma(kbr the Wych succun'lbs to the e
' :.:texu’ls cpursung tﬁmugh its veins arid is ramc\red asa

KNQOKMCK

attacks can inflict knockback ~ thrusts and aétabs'
‘opponent reeling from: et blow. If a
hits its target, youl “ean m[! for

. knackback, in addition to rolling for wounds. Boll one- -

| dice and try to.score aqual to or more than the aftack's
: ‘sticeessful the target is, knr}cked -

ced at the bottom of their:
‘Wound track. At the start of a poisoned Wych's turm; -

/' MURDER
STAKES

if a model mvaluntaﬂ!y eriters & hex with murdar

& stakes in — by a knockback, for example — they must.

- make. ghgnnnur save orlose as wound as above: In'
~ - addition, they move out of the hex immediately in-a) -

nd@ | direction. Number the hexsides 16 and roll .
B dlea ﬁ see whfeh dureclian they move in. The Wych




KOHRLIEK
THE STORG , THE HELLION
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muder stakes. ﬁcda!s ‘cannot ;nove ‘off %

- R ard for any 1 if & deBl is

L s ‘attack arc, Drua ' can méke a
" glects'to shaﬂtwrm i s,spllnlenemstq,
?afmora fo it Mmdrekha and S

Hﬂwawﬁ;ﬁﬁj « need some paper. to
S, drek Wychtaamwerthecauma;dﬁh pampa]grk ]

) the tWaj‘EﬂI win!

s 'mu aarn piay severa{-
g@é@ Arena f Blood and link them,
ogether, with surviving Wychies getfing -

: more skllfed as t_psy continue. This

aign. Each player staris
e Wyt tearn that ponsasia Lo}
‘ongaf. each of the Wyches’t&fs a good idea if
got & copy of the cards eaeh, in case twa 5]
' players want to field the same Wym in a ﬁgat) JL- -
note down the status of ybﬁr

e'ir Wyches to taka part Tha igame then prqcaed‘sf? :
‘as normal. Wyches that are killed are rermoved from
* ‘your team and cannot b ‘used again (although see
the lc&eas abmlt ht-rymg in new fighters below). e

FAME (I'M GONNA LIVE FOREVERY)

A Wych who kills an € enanmgams +1 fame'; note this

down. If a Wyr:hhilis an enemy with a higher fame

raﬂng then their; own, ﬁiey gain an addmonal +1 '
Wy

‘dice and roll it agmn No smgle dIGE m]l can be re-
m!!éd me!e than once.. Y =~

n lso has a fame: ranng wj-wh is. equal to'-' |
sunt-of fame earfiad bn,' "E-. ﬁghters {whether- :

~ they. survive or not).

Eunlua THE cmmnu
‘There  are - s.everal diﬁerant

~ campaign;

Fixed length_:-ﬁght a set number of gam&&ay 3!8
T am with the highest fam ing

2 inner. If there s &' draw, the

iaams-have ape ﬁnal ﬂght o ﬂe!ermlne

: Keep ﬁglﬂma gam
“‘y_Wyches Iaft. ‘Fhssa

Gl‘ory ‘Set 'tgrgeh-:'”r ,tsam fam Isay ten fame
. points). The first leam to achieve this[s@ldﬂame-ls i
@d out after a fight has :

“the winner (worked¢
guﬂng a ﬂghﬂ}‘ taams paasﬁﬁ'la pomt #ter\tha
Sam e tgam With hest 't_ot@t winis,

AWUI‘HING Hm I'-‘IGHTI'ERS
You may-like to have teams: gain new"ﬁghters {'_
replace dead Wyohesl) during youkcampaTgn

wish ba__ do this, de

duct -1-from your
nominate the type of Wyl you wish 1

: racms’f.'HoJI a dice and sompare it to the Scores noted / ¢
. below. If you can equal er beat the requured score, |
i';_ ""mﬂ{l thattype QfW}NCh ?‘Iﬁ& <

oined your team. You can -
._’number of rolls after a hgm but must.
; every roll 7
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The Blood Angels Chaplains are completely dedicated to guarding against
the Black Rage. It is they who seek the first tell-tale signs of the coming
madness and group the affected warriors into the Death Company. It is also
they who minister to the depraved, mindless beasts unfortunate enough to
succumb to the Red Thirst. Chaplain Lemartes is currently chief amongst the
Chaplams and the most strong willed of all these individuals.

tmd fast!” Lcmattcs bcﬂowcd. notxﬁg the biood—hungry glaze in the cycs of thc Spacc

Marines around him The Orks were approaching slowly and he koew that the Blood
| Angcls must thin the enemy's numbers with their heavy weapons before they could despatch
\fthe’ remainder in honourable close combat.

"”‘9 Hcarmg the Chaplain’s stcro words. -the Devastator squad readicd their weapons, each picking
a target 1 the advancing greca—skinned horde. .

Chaplain Lemartes “Open firel” he commanded and as onc, the Devastators fired a hail of missiles and heavy
Sculpted by Mike McVey bolter shells into the oncoming mass A scorc of Orks fell to the steady salvoes of fm:.
causing the alien monstrositics to pause in their advance,

: Secing their h:sm_txon. Lemartes turned to the Death Company who stood behind him, @
. scosing the barcly repressed battle-thirst within cach of them Rasing his crozius arcanum
| above fus head, the Chaplam pointed towards the greenskins as they milled about in disarray.

| “For the Emperor and Sanguinius! Bring death to the aliens!” be cried, activating the fets |
|| of his pmp pack The frenzied warriors of the Death Company followed swiftly behind |

Chaplain Lemartes leads the Death Company in a savage assault on a Night Lords force.




The Space Marines of the Blood Angels Chapter are the inheritors of what some refer to as a terrible
curse. Certainly their enemies have reason to call it a curse, but for the Blood Angels the Black Rage is
' a constant personal battle. Those who can no longer keep the Red Thirst from claiming them become part

of the Death Company and allow the Black Rage to infuse them with the power of Sanguinius.

All Blood Angels are gripped by
the spirit of Sanguinius and are
capable of giving in to the Black
Rage. It is something that all
must resist during every moment
of their lives. For the Blood
Angels this is the constant
struggle to fend off the claws of
damnation.

Those who succumb to the Black
Rage are interred into the Death
Company by the Chaplains.
Driven to madness by visions of
their Primarch's sacrifice, the

seek honourable death in battle,
fighting against all odds and
ignoring wounds that under
other circumstances would most
likely kill them.

Those who do not die in battle
| are inevitably taken by the Red
Thirst — much better they die on
the battlefield in the service of
the Emperor.

members of the Death Company |
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» already have Codex Space Marines within your grasp
~ and have scattered the Emperor’s enemies before you.
' Now your mighty task of cleansing the Impcrmm of

heresy is a little easier - Codex Blood Angels is h:fgl

This 24 page book is a supplement to Codex Spa{;c

Marines and contains:

All the unique Blood Angels entries to add to the

the special Blood Angel rules, troops (such as the
rightly feared Death Company). vehicles and awesome
wargear available. «

Full rules for all the Blood Angels heroes
(Commander Dante is well ‘ard!). And a schlal
Blood  Angels  battle

mission, ~Frontal Assault’.

packed full of tips ‘on
collecting, painting and

in the Impcrium.

Get it before the cnemies
of mankind get you..

Codex Blood Angels is not 1 stand alone Codex.
You will nced a copy of Codex Space Marines
to make full use of the Blood Angels army list.

- Those dedicated Sons of Sanguinius amongst you will -

An  excellent scC,tfi%iD '

playing with the most
bloodthirsty fighting fg;f}:c :

= S R e 1
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Space Marine army list, with the full low down on §
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lood Angels
f are the most
ferocious of all

the Space Marine
Chapters, falling

upon their foes

with a superhuman [Z
strength and the £
berserk fury of
madmen.

41
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Biood ADcath Cornpan

A This Cddcx will let you focus the
black rage against the vile heretic.
. Available now for %4

40,000 game and Codex Space Marines. You must possess a copy of the Warhammer 40,000 game and
Codex Space Marines in order to be able to use the content of this boak.
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By Tiomas Pirinen

( !reetings Wyrdstone bunters! This month’s White Dwarf includes an experience system Jor
Mordbeim. As with other Mordbeim rules, you should remember that the experience system

is still under development, so feel free to change it to fit the games you are Dlaying. If you start
using the Experience system, make sure that any two warbands Jfighting against each other bave
roughly the same amount of experience, or give the warband with a lower experience some
advantage, like extra gold to spend on more warriors and equipment.

As an extra bonus, over the page you will find two new, Mordbeim-inspired illustrations from the
talented bands of Jobn Blanche and Alex Boyd. Enjoy!

As Warriors take part in fights, those who survive
become more experienced and improve their battle
skills. This is represented in the game by ‘Experience’.

Warriors earn Experience when they take part in a battle.
Once a warrior has enough Experience points, he gains
an Advance’. This takes the form of an advanced
characteristic or a skill. Warriors who survive long
enough may progress to become great heroes, with
many skills that they have picked up during their long
and glorious fighting careers.

When warriors are recruited they start with 0
Experience.

Your Heroes gain 1 Experience for each warrior they put
out of action, and 1 Experience for each battle which
they survive (i.e. are not put out of action). Henchman
groups gain 1 Experience for each game that they take
part in.

Experience points earnt are always added to a fighter’s
total after the game is over.

EXPERIENCE ADVANCES

As warriors earn more Experience points, they are
entitled to make Advance rolls. To gain their first
Advance, a Hero or a Henchman group must accumulate
2 Experience. Each further Advance will require the
Hero or the Henchman group to gain 1 more
Experience than the Advance before (i.e. 2 for first
Advance, 3 for the second, 4 for the third, etc.). When
they accumulate enough Experience, they may make an
Advance roll. The roll must be taken immediately after
the game when the Advance is gained, while both
players are present to witness the result. Note that
Henchman groups gain Experience as a group, and
consequently all the warriors in one group gain the
same Advance.

i i co . |

ADVANCE ROLL TABLES

Make any Advance rolls that are due immediately after
the battle so that both players can witness the result. Roll
2D6 and consult the appropriate table, below.

Heroes may gain a maximum of 1 extra point of
Strength, Toughness or Wounds, and 2 extra points of
Initiative, Attacks, Weapon Skill or Ballistic Skill. If your
dice roll indicates an increase in a statistic which is
already increased to this maximum, roll again on the
table. Heroes may have a maximum of 15 advances.

2-5 New Skill. Randomly select one of the Skill ~ /
lists and pick any skill from it. ’
6 Characteristic Increase. Roll again: 1-3 +1 i
Strength; 4-6 +1 Attacks !
74 Characteristic Increase. Choose one: +1 WS {

or +1 BS.

Characteristic Increase. Roll again: 1-3 +1
Initiative; 4-6 +1 Leadership.
Characteristic Increase. Roll again: 1-3 +1
Wounds; 4-6 +1 Toughness.

New Skill. Randomly select one of the Skill
lists and pick any skill from it.

sl . PPN
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10-12

HENCHMAN ADVANCE TABLE

Henchmen may gain only 1 extra point on any of their
initial characteristics. If your dice roll indicates an
increase in a statistic which is already at this maximum,
roll again on the table. All the warriors in the group gain
the same Advance. Henchmen may have a maximum of
4 advances.

e
1 2-4 Advance. +1 Initiative
5-7 Advance. Choose one: +1 WS or +1 BS
8 Advance. +1 Strength.
r 9-10 Advance. +1 Attack.
11-12

e

Advance. +1 Leadership.
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Combat

3 Speed (Dwarfs cannot have Speed skills)
4 Strength
5-6 Shooting

The following Skill lists detail the skills that may be
earned as Advances. Roll on the chart above to see which
list of Skills you can pick your Skill from.

Descriptions of the Skills are printed below.

COMBAT SKILLS

Strike to Injure. The warrior can land his blows with
uncanny accuracy, hitting the most vulnerable spots.
Add +1 to all injury rolls caused by the model.

Combat Master. The Hero is expert at taking on several
opponents. If the warrior fights against more than one
warrior at once, he will gain 1 extra attack as long as he
is engaged by two or more opponents.

Web of Steel. Few can match the skill of this warrior. He
fights with consumate skill, weaving a web of steel
around him. The model gains +1 to all his rolls on the
Critical table.

Expert Swordsman. The warrior has been schooled in
the art of swordsmanship to an excellent degree. He
may re-roll all missed hits with a sword during the turn
he charges.

Step Aside. The warrior has a natural ability to avoid
injury in combat. Each time he suffers a wound in hand-
to-hand combat he may make an additional saving throw
of 5+ on D6. This save is never modified, and it is taken
after all armour saves.

SPEED SKILLS

Leap. The warrior may leap D6" in the movement phase
in addition to his normal movement. He may move and
leap, run and leap, or charge and leap, but he can only
leap once per turn.

A leaping warrior may jump over man-sized models,
including enemies, and obstacles 1" high without

penalty.

The leap may also be used to leap over gaps, but in this
case you must commit the model to making the leap
before rolling the dice to see how far the model jumps.
If the model fails to make it all the way across, then it
falls through the gap.

Sprint. The warrior may triple his movement rate when
he runs or charges, rather than doubling it as normal.

Acrobat. The warrior is incredibly supple and agile. The
model may fall or jump from any height without taking
damage if he makes an Initiative test, and can re-roll
failed diving charge rolls. He can still only make a diving
charge from a height of up to 6".

Lightning Reflexes. If the warrior is charged, the orde,
of attacks is determined by comparing Initiative valyeg
instead of the charger striking first automatically.

Jump Up. The warrior can regain his footing in 35
instant, springing to his feet immediately if he jg
knocked down. The warrior may ignore knocked down
results on the Injury table altogether.

Dodge. A warrior with this skill is nimble and fast a5
quicksilver. The warrior has an unmodified 5+ saye
against missiles. Note that this save is taken as soon as 3
hit is scored, to see if the warrior dodges.

STRENGTH SKILLS

Mighty Blow. The warrior knows exactly how to use his
strength to the maximum effect. The model has a +1
Strength characteristic bonus in hand-to-hand combat,
As a warrior’s own Strength is used as the basis for
calculating the Strength of hand-to-hand combat
weapons, the bonus will apply to all such weapons.

Pit Fighter. The warrior has learned his craft in the
insanely dangerous fighting pits of the Empire. He is an
expert at fighting in confined spaces. The model adds
+1 to his Weapon Skill and +1 to his Attacks if he is
fighting inside a building.

Resilient. The warrior is covered with old battle scars.
Deduct 1 point of Strength from all hits made against
him in hand-to-hand combat.

Strongman. The warrior is capable of great feats of
strength. The warrior can use a double-handed weapon
without the usual penalty of always striking last.
Determine the strike order as you would with normal
weapons.

Fearsome Charge. The charge of the warrior is almost
unstoppable. He adds +1 to his WS when he charges.

SHOOTING SKILLS

Quick Shot. The warrior may fire twice per turn if he
does not move. Note that you may not fire twice with
blackpowder weapons or crossbows.

Eagle Eyes. The warrior’s sight is exceptionally keen.
He gains +6" to the range of any missile weapon.

Nimble. The warrior may move and fire with weapons
which usually can only be fired if a warrior stays
completely still.

Trick Shooter. The warrior can shoot through the
tiniest nook or cranny without it affecting his aim. The
model ignores all modifiers for cover.

Hunter. The warrior is an expert at getting his weapon
loaded and ready. The -model may fire each turn even
with weapons which can be fired only every other turn.

Knife-Fighter. The warrior is an unrivalled expert at
using throwing knifes and throwing stars. He can throw
up to three of these missiles in his shooting phase, and
divide his shots between any targets within his range as
he wishes. Note that this skill cannot be combined with
Quick Shot skill.

oL e
X Well that s it for Mordheun, C1ty of the Damned Tuomas is busily collating all of
Je your comments about the rules we’ve published over the past few issues and
who knows, we may even release thxs as a full game in the future...
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he Games Workshop hobby gives endless hours of enjoyment and

good plain fun to all those who take part. It's all about playing tabletop battles usm,_
armics represented by painted, scale models. These miniatures are bought, assembled,
carefully painted and arrayed into regiments or squads. Each player may pick their @gmy
from a huge variety of troop types, in order to suit their own battle tactics. Perhaps yoir've
heard players chattering away enthusiastically about an incredible shot made by one of fhicir
troops, that turned the tide of a battle, or a heroic action that bought them victory. Mayb:
you have even scen a game being played, with playcrs moving models around and thrcmm
fots of dice.

A Games Workshop store is the perfect place to get started playing some battles. ThelStaff
are always happy to answer your questions and will take you through an introductory gamc
It is also a place where players of all abilities can get together to learn new tacticgfor
their favourite armies or pick up painting and modelling tips.

Your local store is also a great place to meet other gamers from your area, At any off the
large number of events that we run each month you are bound to link up with soméom
You can also ask the store staff about their Gaming Clubs! '

So if you have questions about any aspect of the hobby or would like to introduce a ftiitnd
who's interested, call in at your local Games Workshop store now!
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d DOG EAT DOG
mercenary regiments from Dogs Of War will rampage through all of out
stores. If you think
B4 that your army is toug
| enough to fight again
the likes of Golgfag’s
Ogres or Ricco’s

Republican Guard,

bring them in or
just come along

armies provided.

=== —

BLOOD FOR SANGUINIUS
The Blood Angels are the most ferocious of all the Space Marine |
Chapters, falling upon their foes with superhuman strength and th
berserk fury of madmen. To celebrate the release of Codex Blood
Angels, special scenarios :
will be being played in all

stores from the 7th to the § fa *5,‘3@’: e - a
9th of January, using the y "'-5:';, o 2 .r- 3
special characters and b - B i )
squads from this latest _;:‘a-- A | = Bk |
supplement for the ANy I8P L }\ rgl ~ Sy «‘é
greatest edition of »* dt “'«':,;.p:- iq - 3’
Warhammer 40,000. b e g B 0

From the 4th to the Gth of January a Warhammer campaign based on thi

and use some of the 8
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"GW STORES
HOLIDAY EVENTS

Throughout the month of January there will be
lots of special holiday events being held in all of
our stores. There will be Night Goblin painting
competitions, 40K terrain building and a day
where your warband will be able to battle it out
in MORDHEIM, City of the Damned.

From the 11th of January until Friday the 22nd, all
stores will have a limited number of the new Night
Goblins for you to use in our Night Goblin painting
competition. The winning entries from each store
will be put in WHITE DWARF.

On Saturday the 16th of January we will be having a
40K terrain building competition. Just turn up to
your local store and they will have everything you
need to build some awesome pieces of terrain. The
best piece of terrain built will be featured in White
Dwarf and also have pride of place on Games Day
1999’s MEGA display table.

On Saturday the 23rd of January you can visit any
of our stores and lead a mighty warband through
the streets of Mordheim. Warbands will be provided
but for those of you who have been battling it out in
the City of the Damned, you can battle for your
warband’s honour.
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' +++downloading +++
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decryplion key vaild......
+++ decrypling +++
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4+ COMPLETE +++

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!
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Albury
Armidale

Armidale
Asguith

Batemans Bay
Balhurs!

Barnma

Bowral
Braitwood

Broken Hill
Brockvala
Byron Bay
Camphbelitown
Campbelitown
Camuen
Castle Hill
Clavelly

Colal

Cessnock
Charlestown

Gaolfs Harbour
Coama

Dee Why
Double Bay
Eastwood
Gosford
Glen Innes

Gadlbum
Hurstyilie

Mind Games

(02} B041 6719

New England Hobbies
(02) 87720124
Toywerld (02} 67726261
Asquith Model Railways
(02) 9482 3242
Toyworld (02) 4472 5673
Toyworld

(02) 63323835

The Kid's Cottage
(02)-4B77 1128

Lift Off (02) 4862 25838
Braidwood Newsagency
{02} 4842 2410
Toyworld (02) BO8T 9333
Toyworld (02) 9938 6533
Sunrise Hobhbies

(02) 6685 B922

Megohm (02) 4628 8224
Book City (02) 4627 4631
Toyworld (02} 4655 8383
Hobbies in the Hills

(02} 98995207

IQ Toys & Gadgels

(02) 9315 8995
Shutterbugs

(O2) 6836 2477
Toyworld (02) 4990 4772
The Games Shop

(D2) 4947 8848
Toyworld (02) 6652 7898
Cooma Toyworld

(02) G452 1764
Wings'n'Things
(02):8971 1977

Toy Villa Toy Kingdom
(02) 5327 7588
Outtaworlds

(G2) 8874 8075

Wizards of the Central
Coast (02) 4324 0004
Carelles Young World
(02) 6732 1997
Toyworld (02) 48212333
Arcadia Unbound

(02) 9585 1489

NEW SOUTH WALES

Inverell New England Hobbies
{02) B722 5661
Kingslord Wings'n'Things
(02) 9662 1025
Kotara The Games Shop

(02) 4957 1157
Toywaorld
(02) 4392 7808

L.akes Hayen

Lismore Morth Coast Hobbies
(02) B621 3183
Lithgow Toyworld (02) 6351 3872
Livarpool Phantom Zone
(B2) 9601 2622
Maitland Toyworld [02) 4033 5034

Macguarie Shopping Cenlre

Toyland (02) 9887 3822
Toy Kingdom

(02) 6645 3048

Angus & Robertson
(02), 9637 6430

Maclean

Merrylands

Mona Vale Toyworld (02}'9997 1815
Mulllaiey North West Hobby
Supplies (02) 6743 7811
Newlown Modern Times Bookshop
(02) 851926191
MNowra Uncle Pete's Toys
(02) 4421 0962
Grange Parkers Toy Kingdom
(02) 8362 1486
Parramalta  Tin Soldier
(02) 9688 3522
Penrith Tin Soldier

(02) 4731 4623

Port World of Models

(02) 6584 1223

Raymend Terrace }

Toyworld (02) 4387 6156

Toy Barn (02) 4578 1264

Riverstone Stationery,

Hobby and Music

(02) 9838 1108

Sanctuary Paint Sanciuary Point
Bargains (02) 44430085

Part Macauarne

Richmand
Riverstane

Sydney Games Paradise
(02) 9267 2063
Sydney Kings Comics

(02) 9267 5615

Sydnay Tin Soldier
(02) 8231 5668
Tamwaorth Angus and Robertson
(02) 6766 4454
Taree Mal's Toy Shop

Toeongabbie

Turramurra

Tweead
Ulladul

Wagnga Logical Choice Games
(02) 6921 5505
Watriewood  Toyland (02) 9870 71939

Wollangong

Woy Woy

((32) 65571 3613
Raven's Nesl
(b2) 9768 0631

(02) 9144 7663
Heads

Tin Soldier

(02) 1229 4534
Book Exchange
(02) 4344 6206

Hobbies in the North

Toyworld (02) 7552 45090
la Toyworld (02) 4455 2764
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+++Data Collection+++

NEW SOUTH WALES
as recorded at 200898.
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Baliarat Mode! World East Preston Games World Mochee Ponds Erna'nuéls Toy\n(orld i
| (03) 5331 1642 N_orth'land (03) 2370 39206 =
Beschworth  Fractured Realities (03) 9471 2211 Moorabbin Military Simulations . i
{03) 5728 2951 Echuca Toy Kingdom {03) 9555 8886 1 !
Belgrave Toyworld (13) 3752 5200 (03} 482 2172 Pakenham  Toy Kingdom
Bendigo Bendigo Sports and Frankston Games Court (03) 5940 1501
Hobbies (03) 5443 5086 (3) 9783 8320 Paorifand Tunza Games
Box Hill Mind Games Geelong Nind Games (03) 5521 BETT

(03) 9890 1139 (03) 5222 2133 Seymotir Toyworld (03) 5792:3122
Gastlemaine  Hobby Castle Geelong West Tates Toy Kingdom Shepparton  Toyworld (03] 5831 2835
(03) 5470 6233 (03) 5222 4201 Swar Hill Toyworld (03) 5082 1508
. Chadsione  Games World Hamilton Milton Thomas Toytown  Trapaigon Toyworld (03] 5174 2088
o (03) 9568 8002 (D3} 5572:5005 Wangaratia  Toy Kingdom
Croydon Mind Bogglers Hawthorn Wind Games ] {QB) 5792 2362
(03) 9723 2293 (08} 9818:8565 Werribee Euturistic Games
Dandenong  Games World Malvern Mind Games (03) 97424493
(03} 9793 9955 (03) 9508 3174
. Doncastaer Games Shop Melbourne Mind Games
. = (03) 9848 9180 (03) 9663 4803

TAS.

Burnie Toyworld (03) 6431 7244 .
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FAMES AND CITADEL MINIATURES. IF YOU HAVE DIFFICULTY
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.'.t STEP ONE: STEP TWO: STEP THREE: STEP FOUR: |
i Assembly & Basing Undercoating The Wash Almost finished!
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 DESERT WORLDS
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: : ot N,
& & ith the release of the latest edition of Warhammer 40,000 ' ¥/ s“'?' :
A e N - Ce M
i se've gone ‘alien world' crazy! No longer shall we fight battles W, o”r
" wer the rolling pastures of Sussex. Over the next few months ok

keep 40 eye out for some of the armies and terrain spawned
by this loathing to fight another battle in grassy meadows and
lafy vales. This month we show you some of Glen
Robinson’s Imperial Guard models. Find out how casy it is
for yoU to start your own desert world army.

. In collaboration with Matt Weaver, Glen has painted this ‘Missile
Launcher of Doom’. that he regularly uses as a Basilisk (and occasionally
* s a Griffon). The crew are from the Tallarn mortar team.

Dave Taylor has wsed his
Practorians in  many a
battle and regularly ficlds
his infantry squads as
Armoured Fist units, |
mean, who wants to walk
across the desert when
they can drive?

L A vanety of models arc

wsed lin  Glen's  desert

¥ worldarmy. The Tallarn
W‘ Rough' Rider is mounted

R on 3 Dark EIf Cold One
to fogus the atmosphere
ind character of his army,

STEP ONE:  First, glue the Storm Trooper together using liquid poly cement. A layer of sand
was glued to the base along with a few pieces of gravel, to represent small rocks.

STEP TWO: The entire model was then undercoated with Citadel Colour white undercoat
spray and then base coated with Citadel Colour Bubonic Brown spray. Sprays are
easy to use and give an even coat to all areas of the model.

STEP THREE: Next the Storm Trooper received a Flesh Wash. This darkened the Buboni¢ Brown
and settled into the crevices nicely. Remember, inks and washes take longer to
dry than normal paints.

STEP FOUR: | then drybrushed the Storm Trooper with Bubonic Brown. Use a big drybrush
and don't worry if you get brown on the face or gun etc. as you'll be painting over
these later. i

STEPFIVE:  Time to add the detail. | used two basic colours — Dark Angels Green and

_ Scorched Brown. These were highlighted in progessive shades. All that remained

SLEP FIVE: was a litile detail such as Dwarf Flesh and Bronzed Flesh for the face and hands,

ed! The Detailing and Boltgun Metal for the lasgun etc.




his year’s U.S.A. Golden Demon was one of the best ever seen
and while we don’t have room to show all of the winners, the
following pages spotlight the best of the best.

The great thing about this contest is that it brings together some of the most amazing models
from around the United States and puts them in one spot for all to see (and drool over).
Everyone aspires to have a well painted army, and many draw inspiration from this very
contest. Who wouldn’t want to have a whole Golden Demon-level army on their table-top?

{| 1998 GOLDEN DEMON SLAYER SWORD WINNER

Jeff Wilson is the 1998 Overall
Golden Demon Winner and 1st place
winner for Best Monster/Creature or
Warbammer War Machine.

OVERALL
WINNER
1st Place
Monster/Creature
or Warhammer
War Machine

Jeff Wilson
Orion, King
in the Wood

Jeff Wilson’s Orion is more than just a pbenomenal paint job.
With a spectacular woodland base, vines, feathers, and even a
strap for the Horn of the Wild Hunt, Jeff bas truly brought life to
the King in the Wood.




1998 GOLDEN DEMON OPEN
COMPETITION WINNERS

1st Place
Open Competition

Jeff Wilson

Below: Winning the
Open Category is not
easy — but neitber is
standing that close to
White Dwarf’s Fat
Bloke, Paul Sawyer (the
Big 'Un in the green!).
Here, Paul offers a
bearty bandshake to

zen

dels Jeff Wilson, who not

7er). only managed to win

very the Open Category

p? contest, but also took
home the 1998 Golden

ER Demon Slayer Sword for

bis excellent Orion.

Congratulations! But
next year it will be even
tougher! Contestants
who win an Overall
Golden Demon Award

’ Can’t see the Treeman
fure Jor the Trees? Jeff

may only enter in the

er Wilson added some Open Category from
e serious foliage to give then on. So what do you

bis Durtbu a think Jeff? Can you do it
n spectacularly unique two years in a row? Any

look. Add in a great competitors out there
5 Daint job, plus an better start concocting
d appropriate looking their entries now!

base, and the results

are the 1998 Open

Category Winner Wow!

ma
life 1o

Runner-up
Best Monster/Creature or

Warhammer War Machine P
Victor Hardy ( 71 B
<« Victor’s Lord of Change is not only q
Nt

Jfantastically painted, but features
some really nice extras and alterations.
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BEST WARHAMMER | WARHAMMER 40,000
40,000 VEHICLE SINGLE MINIATURE

1st Place
Best Warhammer 40,000
Vehicle or Squadron

Brian J. Hotovec
Chaos Space Marine

Night Lords
Dreadnought

1st Place
Best Warhammer
40,000 Single Miniature

Chris Borer
Sister of Battle

Look up this miniature
in one of our catalogues
to notice Brian’s cool
conversion work.

Chris did a
fantastic job
converting this
model to resemble
the cover of the
Sisters of Battle
44 beautifully painted Codex (shown bere
model, and a well on the right).
rendered banner
made Brian’s Night
Lords Dreadnought
stand out from the
j crowd.

% S A f-:::’);;esoq;‘:h‘igzzg andi Z?e{zz:f;‘;ftZZt don’t
| ——— ) look th . & either
i 40,000 SQ UAD p e ; =] O;e’ 00k the great conversion work either.

1st Place
Best Warhammer
40.000 Squad
Bobby Wong
Ultramarine Terminator Squad
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BEST WARHAMMER UNIT iy

ure

1st Place A These aren’t just any old Dragon Princes. With a unique colour scheme and
Best Warhammer Unit real jewels affixed to their belms, this is one unit of Dragon Princes that
James Ball the 2nd demands your attention.
BEST WARHAMMER SINGLE MINIATURE
8\ 1st Place 4
. w0k Best Warhammer _ S
Single Miniature
Drew Williams

The Green Knight

« Steady bands and a
good deal of patience
made the model of the
Green Knight come
to life.

3rd Place

Best Warhammer
Single Miniature
Bryan Shaw
Bretonnian Knight

The great looking painted P
pattern and awesome
conversion made Bryan’s
Bretonnian Knight a
winner.




BEST GORKAMORKA MOB

“We iz battling for equal rights
‘cuz we iz green too!” A great
Rebel Grot gang from Joseph
Cavanaugh. Not only bas be
done a great paint scheme but
Joseph bas also constructed a
rather fitting display base.

1st Place
Best Gorkamorka Mob

Joseph Cavanaugh

YOUNGBLOODS

Patrick not only picked
an ambitious model to

1st Place
Youngbloods

Patrick James Southern P@int, but did some
The Lord of Change marvellous conversions

as well.

N

BEST EPIC 40,000 BATTLEFORCE

1st Place A Not only do we get to see Drew’s great, painted

Best Epic 40,000 Battleforce miniatures, but an incredible diorama as well.
Drew Williams

Ork Warband




e

Best B Scne BEST BATTLE
~ SCENE

Brett K. DeWald
‘High EIf in Isolation’

V What better place to find

festering corpses and the
walking dead than in an
eerie swamp!

2nd Place

Best Battle Scene
Bryan Shaw

‘Last Stand’

A In this diorama, 3rd Place
Bryan bas Best Battle Scene
recreated the Nick Fontaine
cover of the old ‘Cornered’
Games Workshop . )

In Nick’s diorama, a P>

book Rogue Tech e and a Tech
Trader. echmarine and a Tech-

Priest corner an escaped
Tyranid beast.

Well, those were the U.S.A. Golden
Demon winners for 1998! Great job
8uys! Check out next month’s White
Dwarf for the UK Golden Demon 98

winners!
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SUBSCRIBE TO INFERNO! FOR JUST $55
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— INSIDE THE LATEST INFERNQ|

Great news for all fans of Bij)
King! This month’s Inferno! seq
Bill turn his hand to the Spac
Wolves in a new story entitled In
the Belly of the Beast, which sey
the Space Wolves investigating,
strange alien craft that seems g,
be slowly coming aliy

Also, in a follow-up to his a¢
Marauder Bomber feature, Ky
Kopinski gives us an absolutely

brilliant illustrated feature of the

Ork fighta-bommerz and thejs

insane crew. Be amazed at the

savage ferocity of these, the moy
battle-crazed of all Orks

The Affair of the Araby Exbhibit is
the latest tale from Gordon
Rennie. It tells the tale of Zava
Konniger, Altdorf’s most renows
sage and detective, as he sei

about solving a dire mystery sit
in the bustling Empire iy 1

All this plus another helping
mayhem and bolter-fire wilh
David Pugh’s Obvious Tactics all
more stunning artwork frof
Ralph Horsley, Jeff Waye aid
much more:

NAME: ..ot e eerree e
F o[ 1=t TP

Postcode Telephone no: ..............
Please choose your method of payment:
1. [ Cheque (payable to Games Workshop Ltd)
2.[] Visa [] Mastercard
3. [ Bankcard

Card no: .. Expires: ...........

SIGNAUE: ...oveceeerere e Date: ....covevrnnne

| susscmp'non FORM HERE'S THE DEA

Return this coupon to:

Games Workshop
Mail Order,
PO Box 576

Ingleburn
NSW 1890.

Or call Mail Order on (02) 9829 6111
and ask about subscribing to INFERNO!

o Six issues delivered
direct to your door

* Free post & packaging
(saves you $30/)

¢ You'll save more money
(almost $1 off each issue!)

e You won't miss an issue!

POST THIS FORM OR CALL THE
MAIL ORDER TROLLZ ON:

= (02) 9829 6111 7

[l PLEASE TICK HERE IF YOU DO NOT WISH TO RECEIVE
INFORMATION ON OTHER OFFERS.
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WARHMAMMER
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Chapter Approbed

By Andy Chambers

Greetings citizens. This month’s Chapter Approved is a compact

|
11

fans of Bjj and bijou affair in order to make space for the final part of Tuomas

rfernol seg Pirinens’ Mordheim articles and your free Arena of Blood game.

O the Spacy Nonetheless we have some succulent extras for Warhammer

'e‘ﬁt.“llfd’“ 40,000, including Gav Thorpe’s Death Company army list plus

,ev:ﬁ;ﬁffg": ' mission, and Jervis Johnson’s ‘Dry Run Tournament Rules’. There

\at seems are also some changes to the Ork warbike rules to encourage !
>ming alivet them into a more appropriate spearheading role. :
\p to his ace -

‘eature, Kad

n absolutely
-ature of the
rz and thejr
nazed at the

=s = 2 -

' ORK WARBIKES ‘

I've been watching Ork warbikes in games recently and | don't think they really work like they should. Because warbikes have

se, the mou twin-linked big shootas they have the range to stay back and act like long range artillery. They also tend to stay back out of the
i of all Ok way because they’re vulnerable to enemy fire (yeah they're Toughness 5 but they have virtually no armour save, come in small
units and make big, tempting targets). This just seems wrong to me. Warbikes should be the outriders of the Ork advance,
Y Exhibit s spearheading the attack with a blaze of fire and the meaty roar of their engines. Anyway this got me to thinking and | cooked up
-om Gordoy the following army list entry fo replace the one for warbikes in the 40K rulebook. It's intended to encourage the warbikes
le of Zavaﬂ to push forward and get in amongst the enemy. Comments welcome please.
1OSt renowi e = = —— = e e
‘e, as he seis | WARBIKE SQUADRON ;
‘E‘z';tif;yc:_[ Points |WS BS S T W _ 1 A Ld Sv
'f Boyz 30 4 2 3 4(5) 1 2 2 "7 6+
:r helping N
ob +22 4 2 4 45 2 3 3 7 6+
Iter-fire with 5)
; Tactics and
wrtwork froff Squadron: The squadron consists of 3 to 5 Ork warbikes.
eff Waye and Weapons: Twin-linked big shootas.
much mo® !

Options: Some warbikes are stripped of their big shootas and their nders fight as
pure assault troops instead. In this case the warbikes cost 20 points and the riders
E mq are armed with sluggas and additional close combat weapons (chains, tire irons
). etc).

Character: At an additional cost of +22 points one of the bikers may be upgraded
to a Nob. The Nob may be given any equipment allowed by the Ork armoury with

red the exception of mega armour,
i SPECIAL RULES

. Short ranged: The bouncing, rattling progress of Warbikes is not conducive 1o
aging hitting accurately at long range. Therefore the warbikes’ big shootas are limited to

a maximum range of 18"

Hard to hit: As warbikes careen across the battlefield they kick up vast quantities
of dust and oily exhaust fumes. This gives them a 5+ saving throw as if they were
in cover. Furthermore if an enemy shoots through a unit of warbikes to hit another
Ork unit behind it, the Ork unit behind counts as in cover too. The warbikes'
poliution cover has no effect in close combat.

Psycho blastas: In an assault warbikers use their big shootas to blast the enemy
at point blank range, breaking through their lines in a storm of shells and shrapnel
This means that Ork warbikes charging into close combat strike first and make a
shooting attack on the enemy in the first round instead of fighting normally (ie. roll
3 dice, hitting on 5+ but with a reroll to hit, any hits are resolved with a Strength of Ork Warbiker
5). Once the warbikes have resolved their shots their opponents may fight back.




Blame Gordon Davidson. It was all his idea. Okay, now I've got that out of my system, I'll explain myself a little ;|i
better. Whilst writing Codex Blood Angels, Gordon and | were talking about the Death Company and, quite’
innocently on his part I'm sure, Gordon brought up the concept of a whole Blood Angels army that has :|‘
succumbed to the Black Rage. That's right, an army of Death Company! Initially my well-honed Games
Developer instincts recoiled in horror from such a mad idea, but the more | thought about it, the more | couldn’t '
escape the obvious appeal. So, to vent my troubled soul I've put together this short article.

- o- g ajo ¢ -u.u A--‘ ap -‘: e fo ;.‘“ Al-. g o-nu-o -. g -‘o. 2 es O g
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IN THE WARHAMMER 40,000 GAME o

So it's perfectly feasible in the background, but how do you field a
Death Company army in a Warhammer 40,000 battle? Well, for a
start you can fight only with the agreement of your opponent — you
can't just turn up with a Death Company army for any old battle!
Secondly, it's unlikely that any but the most frenzied Blood Angels
player is-going to have enough Death Company models to field an
entire army of them!

I've come up with the ARMY OF DEATH! Mission which follows.
Forces are chosen as for the Battles scenario, with the following
exceplions to the Blood Angels army:

1. Novehicles except Dreadnoughts, Rhinos and Razorbacks may
be taken.

2. Al Dreadnoughts follow the rules given for Moriar the Damned,
the Blood Angels special character (although their weapons and
vehicle upgrades may vary).

3. Al units add +25% to their cost (rounding up). For example, a
Tactical Space Marine will cost 19 points instead of 15, an
Assault Space Marine will cost 31 points, and so on.

4. Chaplains cost 75 points each but'are not accompanied by any
extra Death Company.

5. Asall your units are Death Company, it is pointless rolling at the
start of the game fo see if they become Death Company again...

In addition the following rules apply
during the game:

1. All units add +1 to their Attacks and
Leadership. All characters add +1 to their Attacks

2, All units automatically pass any Morale checks they ﬁgve 1o
make.

3. All models benefit from the Ignore Injury rule as detailediin the
Death Company entry of the army list.

4. Librarians may not use their psychic powers or a force sword.

5. Do not roll a dice at the start of each turn for the Black ?.__Eage =
every unit moves towards the enemy as if you had rolleda 1.

As the whole army has gone mad at the same time, it's assumed tha!
they'll go to battle wearing their normal armour — there's no I]me 10
paint it black and adern the armour with symbolic woulfids of
Sanguinius (though if | know some players, they will anywayl)

Well, there you have t! As | said earlier, blame Gordon Davidsen af”—‘
address any letters to him, not me, | wasn't even in the countmyat ine
time, | was looking after my poor old, grandmother on the magn, with
the radio and TV switched off, with my fingers in my ears, Himming
loudly, and | never heard nuffin' so don't listen if anyone: tells you
otherwise...




OVERVIEW

A large force of Blood Angels has succumbed to the Black Rage and falls upon the enemy in a whirlwind of
destruction. Their only consideration is to annihilate their foes, while their enemies must do all they can simply to
survive.
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SCENARIO SPECIAL RULES

Army of Death uses the Victory Points, Random Game Length, Infiltrators and Deep Strike scenario special rules.

b

W

SET-UP

The defender deploys his entire force up to 24"
from one of the long table edges.

DEFENDERS

4"
DEPLOYMENT g

The Blood Angels player deploys his entire force at
least 24" from the defender’s deployment zone. Any
units which deep strike may be kept in reserve. Any
Blood Angels Infiltrators may deploy anywhere outside of
the defender’s deployment zone. /

BLOOD ANGELS
DEPLOYMENT

18"

The Blood Angels get the first turn as they launch
their assault.
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RESERVES

None.

MISSION OBJECTIVE

The Blood Angels must wipe out their enemies,

totally destroying them if possible.

At the end of the game, work out victory poinis as
normal, with the following addition. The Blood
Angels score double the normal number of victory
points for every enemy unit wiped out (not units that

" GAME LENGTH

The game last a random number of turns.

are falling back or have already fallen back off the

table edge). Each defending unit that has not been
destroyed, or is falling back off the table, is worth its
points in victory points to the defender.

LINE OF RETREAT

Units which are forced to fall back will do so towards
the long table edge of their deployment zone, using
normal fall back rules.

humming
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40000

The following special rules will apply to the games
played in the Warhammer 40K tournament.

All models used must be PAINTED Citadel
Miniatures, of the approptiate type for the troops they
represent. I'm not going to write a legalistic definition
of what constitutes an ‘appropriate, painted Citade}
Miniature’, as you know what | mean as well as | do.
Suffice to say that an undercoat is not enough...

All weapons, armour options and upgrades chosen
from the army list must be shown on the models
themselves. For example, if you pay the points to
upgrade a model to be equipped with power weapon,
then the model must have a power weapon. By the
same token, equipment shown on the model must be
included in its points cost. For example, if a model in
a unit has a lascannon, then you must pay the points

' TOURNAMENT RULES

By Jervis Johnson

for it. The intent of this rule is to make sure that when
an opponent looks at your army, then ‘what he sees is
what he gets’. You may use converted Citadel
Miniatures to represent troop types that are in the
army list but are not yet available in the Citadel range.

You must bring a copy of your army roster which you
should keep with you when you are playing. The
roster must include all of the models in your arrny,
their points value, the points value of any upgrades,
and must specify which model is carrying any special
wargear that you decide to take.lt is also important to
remember that when you use a points limit in
Warhammer 40K you can only spend up to the limit
agreed — this means that in a 1,500 point game you
must spend 1,500 points or less. Remember, if you
make a mistake you will lose points, even if the
mistake was a completely honest one.

WARHAMMER 40K TOURNAMENT LIMITATIONS
No more than 1,500 points may be spent on the army.
The Standard Force Organisation chart will be used.
The army lists in the Warhammer 40,000 rules and any published Codex army

lists may be used.

The army may not have more than one ‘detachment’. No allies are allowed.
(Detachments are described on page 131 of the rulebook).

Rules and options published in White Dwarf may be used.

No Special Characters are allowed. Special Character models

may be used to represent ‘normal’ characters if desired.

All tournament games will use the
Dawn Assault scenario from White

Dwarf 227, with the following
modifications.
THE OBJECTIVE

Both forces are seeking to clear the
area of all_enemy forces, securing
ground’ as they go. The player that
breaks/the enemy first or occupies the
most quarters of the board at the end
of the game wins i

To occupy a table quarter, there must
be no enemy units of troops, bikes or
cavalry over half strength 'or mobile

WARHAMMER 40K TOURNAMENT
SCENARIO - DAWN ASSAULT!

vehicles in the area, whiist you must
have at least one unit of troops, bikes
or cavalry over half strength or a
mobile vehicle in the area.

Breaking the enemy is described
below, but basically you need to
reduce them to a quarter of their
starting strength.

ARMY BREAK POINT

An army is broken when it has a
quarter or less of its starting number of
models left alive at the end of any
player turn. For example, if your army
started with 60 models it would be

You may include the =
Commander Azrael model
in your tournament armiy

but he must be used to~

represent a normal Spage
Marine hero.
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broken if there were 15 or less models
left in play at the end of a player tumn.
Round any fractions down.,

Models with more than one wound,
vehicles, and characters riding bikes or
other mounts all count as a single model
for this purpose. Models that are falling
back are counted as being ‘alive’ until
they have left the table, as are models
that are in reserve. It is possible for two
armies to break if casualties are
suffered by both sides in the same
player turn. In this case both sides break
and the game is a draw!

TOURNAMENT POINTS

The following system is used to work out
how many tournament points you score
in your game. Further points can be
added for things like how well painted
your army is, etc. At the end of the
tournament the player with the most
points is the winner.

Win game = 14 points
Drew game = 10 points
Lose game = 6 points

+1 per game your opponent has won
and/or drawn more than you so far in the
fournament (not including this game).

+1 if you won the game by breaking the
opposing army, or if the opposing army
was within five models of being broken,
or your opponent conceded.

+1 for each opposing HQ character that
is killed. (Characters with a command
squad or other form of bodyguard are
worth +1 point if slain, even if the
bodyguard survives).

+1 if the enemy unit (not character with
the highest points value in the opposing
army was dead, falling back or had left

PLEASE NOTE THAT THIS IS A MARK 1 VERSION OF THE TOURNAMENT

RULES AND SLIGHT CHANGES MAY OCCUR IN THE FUTURE. |

WARHAMMER

the table at the end of the game. If there
are several units that tie for ‘most
expensive unit’, then you earn +1 point
if one or more of them is dead, falling
back or fled.

+1 if you have units in the opponent's
deployment zone at the end of the
game, and they have none in yours
{units falling back, immobilised vehicles,
and characters don’t count).

-1 if no enemy unit has been reduced to
half strength or less. or is falling back or
has left the table, at the end of the game

-1 if your army includes more Elite
choices than it includes Troop choices.

-1 if your army includes more Fast s
Attack choices than it includes Troop {f
choices.

-1 if your army includes more Heavy . i
Support choices than it includes Troop
choices.

-1 if, in the opinion of an umpire, you act
in an manner likely to bring the honour §: :
of the hobby or the race of your army ¢
into disrepute, when playing a game on
one of the top ten tables. This includes
things like arguing with the umpire about
the rules or being rude to an opponent,
and also doing things like hiding your
Khorne Berzerkers behind a wood for
the entire battle so your army can’t be
broken. Don’t worry, you'll get at least
one warning about such behaviour first,
so you'll have a chance to mend your
ways!

Example: It's the fourth round and you
win by breaking the opposing army
(killing the army commander in the
process), against an opponent with a §; .
better winfloss record than your own. {°
You score 14 (win) +1 (broke enemy
army) +1 (opposing character killed) +1
(tougher opponent) = 17 points.

" NIGHT FIGHTING

A quick one from Gav Thorpe

Two things led me to this idea. Firstly, |
thought that the night-fighting rules
aren't used that much, which is a shame
because they make for a very tense
battle. Secondly, the Dark Eidar Slave
Raid mission allows them to attack at
night if they wish. Well, I thought if they
can do this, why can’t other armies? So,
| think that in the missions in the
following list, the attacker can choose to

night-fighting rules applying if they

attack during day or night, with the } =
wish:

ADDDON

Any Battle or Raid missions; Breakout,
Blitz, Blood Angels’ Frontal Assault;
Space Marines’ Planetfall.

That's it...




In this amazing
competition issue...

Wi must be crazy o even think
about it, and you'd be even
crazier to miss it. This month
WETC BONNHN BiVe awWay every
single page of comic artwork

contained within issue 11 of

Warhammer Monthly.
Miss it at your peril!!

INQUISITOR

Scripl: Dan Abnell Arl: Simon Celeby

This month sees the stirt of a
fantastic new Warhammer 40,000
series from Dan Abnett and
simon Coleby. The first episode
of Inquisitor sees the enigmatic
Inquisitor Deliy investigating a
seemingly deserted planet. ..

DAEMONIFUGE

Script: Jim Gampbell Art: Kev Walker

As Ephrael Stern and Silas Hand
near the end of their ¢pic
journey, all will be revealed in
the cataclysmic conclusion o
Book One of the incredible
Daemonifuge.

DWARFLORDS

Script and Art: Paul Davidson

Our Dwarf heroes find a refuge
deepin the Mountains of
Mourn. But all is not as it seems
and an old crone proves to be a
dangerous foe for the intrepid
Divarflords.

SHADOWFAST

Script: Michael Brawne Arl: Simon Harrison

The Wardancer Shadowfast has
become inexplicably linked 1o a
mystical staff — a staff that is
capable of raising the dead
spirits of Elves. Unfortunately
such a powerful artefact has
attracted the attention of his evil
cousins the Dark Elves.

Available from all good
newsagents, comic
shops and Games
Workshop stores
dcross the planet.
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THE EMPIRE MARCHES TO WAR

Picking an Empire army isn't
normally that troublesome for me.
Once I’ve tooled up my general and
stuffed him on some suitably scary
monster, then got some nice big units
of Ogres and Flagellants to duff up
the enemy, and lined up plenty of
Helblaster volley guns, mortars and
great cannon (lest my opponent
entertain any foolish notions of
Jim Butler getting involved in a shooting
match), it’s really just a case of
working out how many units of Pistoliers I can afford to mop
up the survivors. Now don’t get me wrong, Halberdiers and
Swordsmen are all very well, but any Empire General who
treats them as anything more than artillery guards is just
asking for trouble in my book (Okay Jim its time for your
‘special’ medicine now...— Paul Sawyer).

It was with mixed feelings then, that I was asked to fight a
battle report (hooray!), to show off all the new plastic
regiments of Empire Soldiers that the "Eavy Metal team had
just finished (gulp!). Under strict orders from the Fat Bloke I
picked big units of Halberdiers and Swordsmen, with a hero
for the Halberdiers, as I expected them to bear the brunt of the
fighting. I would keep the Swordsmen close by, and if possible
charge them into my enemy’s flank. I chose units of ten
Crossbowmen and Handgunners with standards (very cheap!)
but no champions, as I intended to keep them out of combat. I
originally planned to take a unit of Reiksguard Knights, until

B
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Alan Merrett pointed
out that the unit we had
painted was one short of
the minimum size
(thanks Alan). I took the
Reiksguard captain as
my general, and the
standard bearer as my
Army Standard. This
would make them
vulnerable to bowfire,
as they wouldn’t be
able to hide in units, but
Goblins aren’t noted for
their accuracy with
bowfire. I’d just have to
hope that the Doom
Diver didn’t manage to
hit them.

One regiment I’ve been
desperate to see in
action is the Birdmen
of Catrazza, so my
spies went out, and
managed to secure the
services of Daddallo
and four of his
Birdmen. I finished off
my army with more
familiar (to me,
anyway) selections. A
unit of five pistoliers
would be my flanking
force, to slow down
the Goblin advance. 1
chose a Helblaster (to
calm my nerves more
than anything), and a
Steam Tank, to draw
out any Fanatics (let’s
see them ftry to dent
that!). Lastly, I picked
a Master Wizard with
the Skull Staff, mainly
to try to suppress the
enemy wizards, and
some magical armour
for my General and
Army Standard
Bearer.

comfort.
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WARHAMMER ROSTER SHEET
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Models/Unit

M{WS|BSIS|T

w

I

A

Ld

Save]

Notes

Points Valee

GENERAL KURT HEIMWALD
Empire Lord

Army General

Hammer & shicld

Barded Warhorse

CAPTAIN SCHWARZHELM
 Battle Standard Bearer
Sword, heavy armour,
lanoe & shield

Barded Warhorse

CAPTAIN DETLEF
pire Hero
Halberd, shield & light armour

CAPTAIN LEROY

Empire Champion

Sword, shield & light armour

.LOTHAR THE SILENT

§Empire Wizard Champion
Sword, spear & light armour

Warhorse

MIDDEN PISTOLS
Empire Pistoliers
Sword, brace of pistols
*horse $ light armour

!MIDDEN HALBERDIERS
19 Halberdiers
Halberds

MIDDEN SWORDS
16 Swordsmen
Sword & shield

MIPDEN CROSSBOWS
10 Crossbowmen
Crosshows & hand weapons

MIDDEN ARQUEBUSSES
(10 Handgunners
Hand guns & hand weapons

HELBLASTER
Ilrw

STEAM TANK
Empire Crew

THE BIRDMEN OF CATRAZZA!
Daddallo
: Birdmen
2 Hand weapons & Crosshow

6644

4
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2+

*

5+
5+
6+

5+

6+

Magic Armour; Armour of Forfune (5+ re=rol)

Magic Armour; Enchanted Shield (+1 shield)

Magic Arcana; Skull Staff
(reveals enemy magio ifems with 12
*+ o 1o dispels)

Unit containg a musician and standard
Unit contains a musiclan and standard
Unit containg a standard

Unit contains a standard

Special rules; see Empire bestiary
Spectal rules: see Empire bestiary

May Fly
Special rules; see Dogs of War
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My tactics would be a variation on the ‘Refused Flank’, with
the Handgunners and Crossbowmen holding my right flank.
The infantry and Steam Tank would march (or trundle)
steadily forward in the centre, while the Birdmen and
Pistoliers scooted round the left flank. The only exception to
this plan was the Helblaster, which I placed on my left flank,
to cover the advance of my infantry. Hopefully, I would
whittle down the Gobbo’s and then bring them to battle in the
middle of the table, where I could outflank them and rout them
off the field. Although I had initially been sceptical about
placing my faith in ordinary infantry, the sheer spectacle of all
of those massed ranks of uniformed troops gave me some

TOTAL
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NOT ENOUGH GOBLINS TO GO ROUND!

Owen Branham

First things first —
choosing the horde.

Night Goblin
Spearmen are
always the best

starting point for a
Goblin army. You
need lots of them.
Whoops, only got
twenty painted, oh
well twenty it is.
Next, a solid wall of
Night Goblin
archers. They
couldn’t hit the
broad side of a barn
but who cares -
they’re cheap. Not
only that but your
enemy’s  always
going to be scared
they might be
hiding  Fanatics,
even if there aren’t
any. Now I want
that Doom Diver
but I have to take a
unit of regular
Goblins to get it.
That’s no problem,
Goblin Wolf
Riders are one of
the best units Orc
& Goblin armies
can have. They are
the fastest thing
with four feet, er,
paws. Stick a good
leader in with
them and give him
the Crown of
Command so they
will  hopefully
hang around for a
while. Hmmm, I
need more
Goblins. We don’t
have any more
regiments, so I
guess I’ll have to

Goblins can be great fun to play but
I would have preferred some hard
Orcs to support them in battle. When
I was asked to play a game using
only Goblins I refused (just kidding).
Actually I did have a long hard
think about it. But I really wanted

to have a game with the new
plastic Goblins and that great
looking Doom Diver, and this
was my chance...

WARHAMMER ROSTER SHEET [SPINNY BLACKSTAB'S HORDE

Models/Unit MI|WSIBS| S | T (W!I|A |[Ld{Swwe Notes Points Value
WARLORD SPINNY BLACKSTAB
Night Goblin Warlord 45 '6 4:4,315(4/7 2+ Magio Weapor: Heart Seskor (re-roll mistes in HTH) 161
:mrmy General i Magic Armour: Metsoris iron (2+ save)
eld $ sword Maglc ifem; Ruby Chalice
(Enemy -2 fo hif shoating, -1 1o hit In close combat)
BI6 BOSS CHUCKA '
Night Gobfin Big Bose 414:5/4/4/2/4|%5]6 6+ Magic Weapor: *Biads of Leaping Bronze (42 Attasks) M
Sword, light armour ;
el Magic Hem: Amulet of firs (4+ Digpel)
:lo: BO'SI;E ‘URP’ BONEBREFF
fin 8ig Boss 4 514141243 "0j5+ Maglc Weapor: Ogre Blade (+2 Strength)
Sword, spear & light armour Htem: *Crown of Command Ueadership
‘Dalsy’ Wolf 94033 [1/3/138]- e e ) b
{1 80ss pnamy
Night Gobiln Blg Boss 414(5(414(2143 6 5 Magic Weapon: Blads of Emsorcelled Iron (+ o hit)
Sword & light armour Magie Armocr: Charmad Shield (st wound auto,saved) 60
SHAMAN SHIM SHAM
Night Goblin Shaman Champ. |4 13 {3 14 {5 |2 3i17¢- Magic Weapon: Blade of Sticing (~2 Save)
Staff Magic ftem; Dispel Soroll 128
ﬁmgxmsrm BLACKNOTCHES .|
4121313/3/1(2{115](6+ unt confaing a musician and standard 108.5
Shield & spoars Mmmm :ad Moon Banner
at -1, sirke firt Ineloss combat)
3 Goblin Fanatie 204 9.74‘1“1r 41531 |- p6| - Hidden in Blackstab's Blacknotches 90
Ball & chain 3mh|mles:m0m$ﬂobllmbmhry
: 'GQHW'S STICKAS . ‘
Goblins 412i3/3(3!/1/211 - confalns
ek o ortbow 5 Unit amuslolan and standard 63
glv(;“LHF oYz
Riders 4121331311211 + oontaing standard
Heslind) 55 Unit amusician and 109
Wolf 914i0{3i{3/1/311131-
o
Hoppers 4121313/3i/1/2(1{5!6¢+ 0
Bounoing Squig 2064 (05 i3{1|5{2{2}- T G (gl bty ) L
DIMMIES TROLLS .
3 Stone Trofls 6(3/1/5!4/3(1/3!/4]- Vomit attack, Regenerate each wound on a 4+ 195
Blg clubs Natural Magic Dispel of 4+
gl%cmm
Wolf Chariofs === {77811 ¥
Goblin orew : 4121313312151 - Sl 0 2t 0
Wolf 9i4/0(3(3/1/3/1]3]-
DOOM DIVER
Doom Diver Catapult S === iT 8- -1-1]- Virect hit Strength 10, No save, 06 wounds 100
Doom Diver 4(2(3/3(3!1l2/1i5/]- Other hif Strength 5, -2 save, | wound
Aashanmes is & registered radamark of Gimes e, 1 ; 3 :
| EnGLISH TR E Nmﬁb:msaon‘ u:mmmwmﬂme' TOT‘AL 14995 points
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take some fun stuff. Trolls — dumber than Goblins, and they B
can vomit too. What more could you ask for? Stick some e .;‘{

“ -
A

-
PO

Squig Hoppers in the army for £
some random excitement and >
three Goblin Fanatics to mow

£

afy !

25‘;?:/ down the troops (his and mine) and Y
I’m almost done. What about a Chariot or two? Two i

with scythes, I’ve just got to have "em. I’ll put my Warlord

in the spear unit so they can really hurt the enemy, a g

Shaman Champion to throw around a few spells and I'm =

ready to go. b

MAGIC .

Wait, how about some magic items? Goblins are a weak
bunch at the best of times so some tooled up Big Bosses are
in order. The Heart Seeker, Ogre Blade, Blade of Leaping _
Bronze, Blade of Slicing and Blade of Ensorcelled Iron. -

These are just a few of my favourite things. Throw in a Bad 4 il
Moon Banner, Ruby Chalice, Crown of Command, Amulet 1
of Fire and a Dispel Magic Scroll and I'm just about done.
Oh, and armour such as Meteoric Iron and a Charmed
Shield should finish things off nicely. That’s got it. o o

TACTICS?

My tactics, what tactics? They’re Goblins! Shove ’em
across the table and hope for the best. When you’re using
Goblins you can’t sit around. Get across the battlefield as &
fast as you can.




ARMY OF
MIDDENHEIM

Steam Tank

16 Swordsmen

with champion

ZQ Halberdiers Helblaster

with hero

5 Pistoliers Kurt Heimwald,
General

10 Crossbowmen Battle Standard

Lothar the Silent,
10 Handgunners Wizard
Birdmen of
Catrazza

SPINNY

with short bows

Goblin
BLACKSTAB’S N Chariots
HORDE %
Fanatic Squig Doom
' Hopper Diver
20 Night Goblins
with spears
8 Wolf Riders
3 Trolls and
Big Boss

.




DEPLOYMENT

Goblin
Chariots

Doom
Diver

Joblins
bows







GOBLIN TURN 1

A high-pitched “WAAAGH!” echoed over the field
as the Goblin horde began its advance. The image of
an unbeatable mass of green-skinned warriors was
only spoiled by the spear-armed Gobbos, who
started a huge ruckus over the quality of the fungus
beer. Warboss Blackstab stepped in to intervene, but
before the order could be restored it was too late.

“The Doom Diver pilot
joyously prepared for
‘da long bomb’ but he
stretched the catapult
too far until with a

thunderous ‘CRACK!’

the catapult snapped
in two.”

The Stickas on the left flank shouldered their short
bows and marched towards the massed Empire
crossbows and hand guns, while the erratic Squig
Hoppers bounced towards the large Halberdier unit.

The howling Giant Wolves carried their Goblin
riders swiftly towards the Empire’s left flank, closely
followed by the Wolf chariots.
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In the shooting phase the Doom Diver pilot joyously prepared
for ‘da long bomb’ but he stretched the catapult too far until
with a thunderous ‘CRACK!’ the catapult snapped in two. The
Goblin was thrown high in the air, while his comrades were
scattered around the battlefield along with broken pieces of
the catapult.

With no hand-to-hand combat to resolve, we moved straight to
the magic phase. The Winds of Magic gave the players nine
cards, but Warboss Owen decided to marshal his strength and
did not cast any spells. Finally both players stored a magic
card in preparation of the next magic phase.

EMPIRE TURN 1

Middenmarshal Butler saw the Goblin horde advancing
towards his troops and gave his men the order to start the
attack. The disciplined Halberdiers and the flamboyant
Swordsmen marched forwards alongside the Steam Tank. The

commanders of the Imperial army spurred their warhorses
forward as well, forming an echelon with their troops.

The hot-headed, young Pistoliers spurred their steeds to a
gallop and headed towards the right flank of the Goblins,
boasting to each other how many Goblins they could slay with
a single shot.

Daddallo and his Birdmen started to pedal furiously to
activate their mechanical wings and soon they soared ahead of
the rest of the Empire troops, their eyes set on the Wolf
chariots.

In the shooting phase the master gunner saluted the General
and then fired the Helblaster volley gun. Cracking noises
filled the air, but when the smoke cleared, only three Goblin
Wolf Riders lay dead and the volley gun had jammed.

Daddallo and the Birdmen cocked their crossbows and sent
the deadly missiles whizzing towards the Wolf chariots. One
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of the crossbow bolts damaged the body of a chariot, but
otherwise the Wolf chariots remained unscathed. Next the
Empire Crossbowmen and Handgunners levelled their
weapons, and showered the lumbering Trolls with a hail of
missiles. One of the giant creatures fell, pierced by several
bolts. But the other Troll, despite being cut to ribbons by the
lead bullets of the Hand Guns, stumbled back to its feet, with
its terrible wounds closing in an instant.

With all the shooting resolved it was time for the magic phase
again. Seven cards were dealt and the deadly exchange began.

Concentrating his energies, the Empire wizard cast
Destruction on the Wolf Riders. The regiment seemed
doomed, but the Shaman Shim Sham, picked his nose and
burped the counter-magic incantation of Destroy Magic.
Owen made his dispel roll, picked up the dice and promptly
rolled a 5. Thus the Destruction was destroyed! Depressed,
Jim decided not to cast any more spells.
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GOBLIN TURN 2

The turn started as the Stickas began an argument about
the virtues of mushrooms growing between your toes,
and the Trolls decided to lie down for a bit of sleep
despite the shouting of Dimmy, their Goblin Big Boss.

The Goblin Wolf chariots, in their eagerness to get to
grips with their enemy, declared a charge against the
Pistoliers, but the Empire cavalry were just outside their
charge range, and now it was the chariots that were in
danger of being charged.

The Blacknotches advanced and got within 8" of the
Birdmen. This triggered the release of the Fanatics, and
the maniac Night Goblins wiped out the Regiment of
Renown in a swirl of chains and heavy iron balls!

With the Doom Diver destroyed and the Stickas
squabbling, there was no shooting to resolve, so it was
time to see how well the Goblin Wolf Riders would do
against the skilled Empire Swordsmen.

Big Boss Urp howled something which the Empire
champion deciphered as a challenge, and he stepped
forwards, only to be beaten to a pulp by the Goblin. Two
more Swordsmen were torn apart by the Giant Wolves,

but gritting his teeth together the senior Swordsman called his
men to stand firm, and the proud soldiers passed their Break
test.

The magic phase offered nine cards. Owen cast Mork Wants
Ya! on the Empire general, but Jim held the Drain Magic card
and ended the magic phase. He even made the roll which
saved his Wizard from losing a magic level, much to Owen’s
disgust.

Blaededlly ™ SR A

The Wolf Riders find themselves engulfed by the Empire trops.

EMPIRE TURN 2

The Pistoliers, racing with each other, charged the Wolf
chariots, which stood their ground and received the charge of
the young noblemen.

The Empire general recited a prayer to Sigmar, and holding
his hammer aloft, charged the Wolf Rider mob. The crew of
the volley gun (rather foolishly) thought that his battlecry was
a command for them to charge as well, and engaged the
Goblins, wielding their chart books and tapers!

The rumbling Steam Tank barged towards one of the Trolls,
but the Troll, despite all the odds, dodged the bulldozing
Steam Tank!

Following the barked order of their captain, the Crossbowmen
took aim and sent another cloud of bolts towards the
lumbering Trolls. One of the giant creatures was wounded,
and even its regenerative powers did not help it.

The Handgunners followed the example of their comrades, but
failed to even hit the Trolls, and received a barrage of catcalls
and insults from the Crossbowmen.

In close combat the Pistoliers let rip with their weapons, and
amidst a cloud of black smoke and the deafening roar of
pistols, two Wolves and one Goblin were shot to death. The
chariots failed their Break test and fled. The Pistoliers gave
chase and chopped down the crew of one of the chariots, but
the undamaged chariot outran the pursuing Pistoliers.

The Swordsmen and Wolf Riders carried on with their battle.
The Empire general completely missed the Goblins, and the
Swordsmen did likewise. Only the unarmed volley gun crew
managed to kill any Goblins! In return the Goblins slew three
humans, but the ranks and standard of the Swordsmen won the
combat. Following the howling of their Big Boss wearing the
Crown of Command, the Gobbos passed their Break test.

In the magic phase the Battle Wizard summoned the awesome
energies of the Blast spell, and Owen was forced to use his
Dispel Magic Scroll.




GOBLIN TURN 3

R

While the Fanatics and Squig
Hoppers milled around, the spear-
armed Blacknotches turned to
face the Pistoliers, and the evil,
little creatures hurled insults at
the young noblemen. Incensed,
the proud Pistoliers vowed to
make short work of the Goblins.

The Stickas strung their short
bows and sent their crooked little
arrows towards the Handgunners,
but most of the Goblin arrows fell
short. Only one unfortunate
Handgunner fell, his throat
pierced by a barbed arrow, his
life-blood oozing out.

In the struggle between the
Swordsmen and Wolf Riders the
Empire general issued a challenge to the Goblin Big Boss. The
stupid, little creature agreed and thus the battle was joined.
Numerous blows were exchanged, but neither character
suffered any wounds.

The Wolves once again pulled down one of the Swordsmen,
but they lost the battle thanks to ranks and the standard. Again
the Wolf Riders passed their Break test, but by now they were
completely surrounded by the Emperor’s troops.

The impassioned howling of the Goblin Shaman called the
Mork Save Uz! spell to protect the surrounded Wolf Riders
from enemy magic.

EMPIRE TURN 3

The Empire general announced no new charges, but the
rumbling Steam Tank ran over the Trolls once again. One of
the giant creatures was wounded, but the other showed a
stupendous mastery of Troll acrobatics and dodged the
clanking metal husk. The Pistoliers tried to manoeuvre into a

The unit of Trolls, led by Dimmy the Big Boss, dodge the trundling Steam Tank.

better position, but as their march moves were hampered by
the closeness of the Blacknotches, they were left in an
awkward position in the front of the Goblins.

The rest of the Empire army was either dead, stood
immovable or was locked in hand-to-hand combat, so we
proceeded to the shooting phase. The Crossbowmen and
Handgunners opened fire on the Trolls once again. The hail of
lead bullets and crossbow bolts virtually ripped apart the
remaining Trolls, leaving the confused Big Boss wondering
where the two giant creatures had gone.

The Pistoliers let rip with their pistols, but failed to hit any of
the Goblins. Things looked grim for the young noblemen who
would have to withstand the charge of the main Goblin unit
next turn.

The deadlock between the Wolf Riders and the Swordsmen
finally came to an end as the last of the mounted Goblins was
cut down by the skilled Swordsmen, and the Empire General
crushed Big Boss Urk in single combat.

In the magic phase the Empire Battle Wizard raised

TURN 3

his hands and called upon the destructive powers of
the Blast spell. Unable to stop it, Goblin Warboss
Owen could only watch in horror as one of his
Fanatics was roasted and toasted!
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GOBLIN TURN 4

The howling Wolves pulling the
last chariot ignored the shouting
of the Night Goblin Warlord, and
fled the field. Even worse, the
Goblin archers started squabbling
and refused to move. Determined
to vent of some of his anger, the
Goblin Warlord ordered a charge
against the Pistoliers. The Empire
horsemen received the charge,
and would have to face the best
Goblin regiment.

Big Boss Dimmy, having
carelessly lost his Trolls, joined
the Stickas, taking command from
Chukka by banging him on the
head while he was looking the
other way. This would make the
unit far more formidable in close

combat.

There was no shooting to resolve, so it was time to see if the
Pistoliers could hold off the charge of the Night Goblin
Warboss and the Blacknotches.

Unfortunately for the Pistoliers, the Goblins cut down four of
them and broke the unit. The Goblins pursued after the fleeing
Pistoliers, but failed to catch the remaining horseman.

“Big Boss Dimmy, who had carelessly lost his
Trolls, joined the Stickas, taking command from
Chukka by banging him on the head while he
was looking the other way.”

In the magic phase Shim Sham cast Mork Wants Ya! on the
Imperial Battle Wizard, and Jim failed his dispel attempt, so
his only wizard was lifted high in the air!

EMPIRE TURN 4

While the lone Pistolier ran from the battlefield, the rest of the
Imperial army prepared for the final clash. The Halberdiers
and Swordsmen slowly
advanced, wary of the
dreaded Night Goblin

Fanatics and Squig
Hoppers.

The Steam Tank
trundled forward,
though a minor fault
occurred, that would
slow it down for the next
turn.

Having finished off the
Trolls, the Handgunners
and the Crossbowmen
turned their attentions to
the  Stickas.  Four
Goblins fell, three
skewered by  the
crossbow bolts, but the
Goblins pressed on.

With no hand-to-hand
combat to resolve, we
moved on to the magic
phase which proved to
be uneventful, apart
from Jim dispelling
Mork Wants Ya! and
managing to wound his
own wizard as he fell
down from skies.

Warboss Spinny Blackstab leads his Goblin spearmen against the Pistoliers, who are routed.

-E?A_




GOBLIN
TURN 5

There were no charges to
be made, and neither the
Fanatics or Squig Hoppers
hit any units. So in a
desperate bid to lure their
opponents to battle, both
the Stickas and
Blacknotches advanced
towards the Empire
troops, shouting vulgar
insults and making faces.

Again there was no
shooting or hand-to-hand,
and in the magic phase the
Goblin Shaman once
again cast Mork Wants Ya!
on the Empire Wizard,
and with that the last
Goblin turn was over.

EMPIRE TURN 5§

Determined to slay as many Goblins as possible, Marshal by the Goblin Warboss. Perhaps not the wisest thing to do, but

The Empire general makes a last ditch attempt to smash the Goblin mob.

Butler declared numerous charges. certainly the bravest!
P The Handgunners attacked the Stickas, and the general led the The Crossbowmen opened fire on the remaining Fanatic and
| stalwart volley gun crew to battle against the Blacknotches led hit it three times, but failed to cause a single wound!
[

In close combat the Stickas killed four
Handgunners, and suffered no wounds in

“The general led the stalwart volley return, The Handgunners broke and fled,

gun crew to battle against the Goblins who. ersthed ‘on into. he

BlaCknotcheS led by the Goblin Crossbow regiment.

o . The Warboss and the Blacknotches struck

Warboss. Perhaps not the wisest thing  uefore e Empire goneral, thanks to their
o i3 Bad Moon Banner, and managed to kill

to do, but certainly the bravest! two of the volley gun crew. The Empire

. general struck back and inflicted three
i wounds, but still lost the combat badly
because of the massed ranks of the Night

' TURN S Goblins. Everything depended now on
whether the Empire General could make
his Break test. Jim picked up the dice and
rolled double one! The General was safe!

With that the battle was over and all that
was left to do was count the cost...

VICTORY Poﬂ

Empire: 71
Goblins: 556
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LONG LIVE THE EMPEROR

Jim: The forests of Middenland will be free from Goblin
raiders, for a while at least. I have to say that the dice really
went against Owen today. Actually I don’t have to say that at
all, ’'m just nice that way (and maybe if I do Owen won’t
mention the complete mauling I got the first time we played
this battle!).

My deployment and overall plan worked reasonably well. The
only real mistake I made was pushing the Birdmen up too far,
so that they got walloped by the Fanatics. That was
unfortunate, but their job was to silence the Doom Diver
catapult, and luckily for me it did a good job of that itself. This
meant the Steam Tank didn’t do its main job, but it was funny
watching it run over the Trolls. Steam Tanks have a nasty habit
of blowing themselves up, and you double the chances of this
happening every time you fire the cannon. In general, it’s best
to avoid firing the cannon unless you really have to. If you
want a cannon, buy a Great Cannon, not a Steam Tank.

The Helblaster’s performance was a little disappointing, but
crucially it killed enough Wolf Riders to stop them getting a
rank bonus. The Pistoliers did a fine job of diverting the
chariots away from my main battle line. They died in true
heroic fashion! ’

What impressed me the most though, was the performance of
my rank and file infantry. While not being spectacularly good
at anything, humans are decent all-rounders. Empire troops
have access to some good equipment (especially halberds and
hand guns), and when well led, in reasonable numbers, they
have a good chance against any foe. This battle definitely
changed my mind about the value of ‘ordinary’ troops. Owen
and I have decided to fight a deciding battle with our own
armies (3,000 points this time). While I’ll probably take some
Flagellants, I'll certainly be fielding at least a couple of
regiments of Halberdiers, and if I’ve got time, I'll be adding
some Swordsmen to my army. Long live Karl Franz!

ARRRGH!

Owen: Steam Tank, Steam Tank! A 1,500 point battle with a
Steam Tank! Arrrgh! The Chief Engineer must have been on
holiday and left the door open. There are only eight of these in
the entire Empire, so to see one in a 1,500 point battle was a

B

YOO cqh kee
Sfunfy - but

B

BIG surprise (You see Jim we ALL thought it was dead beardy
— Paul Sawyer). Still I can only blame myself for losing. What
was I doing with my chariots? Nothing, that’s the answer.
These war machines are one of the best things in my army and
I squandered them. What a waste. They should have been in
there with the Goblin Wolf Riders, who with a little help could
have won their combat against the Swordsmen.

The Warboss finally got into the battle at the end, but after
seeing his chariots disappear in a cloud of dust, his heart just
wasn’t in it. Besides he had to keep an eye on that darned
Steam Tank. Trolls make a horrible squashy sound when they
get run over. What could I do against one of the Empire’s
toughest war machines (Toughness 10)? Absolutely nothing.

Squig Hoppers, what Squig Hoppers? I know they are not that
reliable but you would think at least one would do something.
Oh well. The Doom Diver, ah yes the Doom Diver. I told those
guys not to wind the thing so tight but would they listen?
Apparently not.

Fanatics are a Goblins best friend, especially when they work.
There were metal balls and wings everywhere. I love these
guys. They certainly sorted out those poncey flying Birdmen,
that’ll teach ’em. The Stickas failed their Animosity test so
many times I suspect they were fighting over a bribe from the
Empire general. Finally the Shaman Champion did a great job
of picking up the Empire Wizard and just letting gravity do its
work. What fun!

Next time I want more troops and better dice rolls! The troops
part being the easy bit, as I'm in charge of the 'Eavy Metal
team. Jim and I are planning a 3,000 point rematch to see
who’s the best, so just watch this space. Oh yeah, the first time
we had this battle I kicked his butt real good. He told me not
to mention it but he’s the one who took a Steam Tank in a
1,500 point battle. I'm not bitter!

Note: This was the second time this battle was fought. The
first time was an utter and complete victory to the Gobbos.
Unfortunately as it was such a total thrashing for Jim it
would have made a really dull battle report. Still, it was
funny to see Jim blubbing like a big girl and trying to find
a reason to refight the battle... Paul Sawyer.
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(( ‘Adeptus Arbites...’
The full army list for the ruthless, black armoured

defenders of the Imperium’s laws, plus a whole ioad of
/4 _\\ conversion ideas.

___________
N
.....
~~~~~

) ./_r ‘ 3 . ,
Unfair Tales...
Campaign tips and scenario ideas for the Dogs of War,

|l as the Tileans give us their own brand of campaigning in
the Warhammer world.

S DAMES UL Y

&

I . 6 . ’

~, || ‘At the Trading Post...
4 || Sheds some light on all the newly discovered
_, || Archeotech, not to mention the new hired guns in towl

Did you know that every issue of the Citadel Journal is
crammed full of loads of exciting articles, covering all aspects
of the hobby - gaming, modelling, painting tips, scenarios and
much more - all written by gamers, for gamers?

: J

AVAILABLE FROM ALL GAMES WORKSHOP STORES & MaAiL OrDER

96 pages of hardcore _J:mbliy for only $15.95 - Out




R' ORDER ‘T (02) 9829 6111 MAIL ORDER T (02) 9829 6111
¢ .

e Did you know that Mail Order can supply all the games,
books, and miniatures from the current range?

 Did you know that post and packing in Australia is set at
$10.00 for Deluxe, $5.00 for Standard, no matter how
many miniatures you order?

h\fg @

‘

A D ) ANYTHING AT ALL - GIVE US A CALL

3 “ _“"

T (02) 9829 6111 ©

Lines are open from "
8am to 10pm Monday to USING MAIL ORDER IS AS

Friday and 10am to 6pm EASY AS FALLING OFF A LOG!

If you have access to a credit card (either Bankcard,
saturday and sunday- Mastercard, or Visa) then you can place your order by phone...

Just ring the number above and the Troll on the other end will

Fax= (02) 9829 61 61 be only too happy to help you out. If you don’t have access to

one of the above cards, don’t despair. Simply write your order

Post: Games workshop out on the page opposite and send it with a cheque or postal
u order made out to Games Workshop OZ Pty Ltd to the address
Mail Order, PO Box 576, on the left.

Ingleburn, Nsw Still stumped? Well then, pick up the phone and call Mail Order.
1 890 We’re never too busy to help!

Did yOU ANOW.. v ous

.that the Trollz get up early from Monday to Friday (8am EST)? € . ’ 2
and So if you live in New Zealand you can call us from 10am! e
..that the Trollz don’t go home until late from Monday to '«.\"’N
. - Friday 10pm EST)? So if you live in Western RS
'DEF Australia you can call us until 8pm! ) k)
ow

.ORDER 73 (02) 9829 6111 MAIL ORDER 3 (02) 9829 6111
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SPACE MARINE : .

TERMINATOR > %  $17.95
CAPTAIN » S 00N !

$17.95 (Banner not included)]

Deslgned by Jes Goodwin
BLOOD ANGELS
CHAPLAIN LEMARTES,

GUARDIAN OF THE LOST
$17.95

Designed by Mike Mc Vey

. SPACE MARINE
| TERMINATORS

$44.95 ' BLOOD ANGELS CHAPLAIN LEMARTES,
Boxed set includes GUARDIAN OF THE LOST
enough components to
make 5 Space Marine

Terminators
Designed by Jes Goodwin

SPACE MARINE
BATTLE FORCE
$125.00

Space Marine Tactical
squad (includes enough
components to make 9
Space Marines and 1
Sergeant), 5 Space Marine
Terminators, Space Marine
Land Speeder, 3 Space
Marine bikes and a
Warhammer 40,000 Gothic
Ruins sprue

$125.00

BOXED
SET
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ULTRAMARINES
ASSAULT MARINE

DARK ANGELS
ASSAULT MARINE

BLOOD ANGELS
ASSAULT MARINE

SPACE MARINE,
ASSAULT
SQUAD $29.95

1 Space Marine Assault
squad (enough parts to

S make one 5-man Assault
squad with assault
weapons and jump packs)

BLACK TEMPLARS
ASSAULT MARINE

'95 Designed by Jes Goodwin
ED

WOT ’APPENED
TO ORL DA .

. CE NE AUT SQA |

With this deal you can pick your
own 10-man Assault squad. All you
have to do is buy two Space Marine
Assault squad boxed sets (above)

and one Space Marine Sergeant
from below for $65! Saving $6.85

DEN'S MORE OF DESE
ARMUMNRNED OOMIES NEXT
MONTH WwIV DER BLOOCD
ANGELS ASSAULT SQUAD

COMMAND GROUP!

ASSAULT SQUAD ASSAULT SQUAD
SERGEANT . SERGEANT

" . Designed by Jes Goodwin
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D/* RK ELDAR '

5 "'F

| $49.95 _DARK ELDAR
BOXED B SCOURGES $49.95
§ Box includes one 5-man squad.
{ - H‘ = ' Designed by Gary Morley
{
| S% o OB T | DARK ELDAR TALOS
T\ S By 9l . $44.95
1 o ;_ % el T, - ;_' - ﬂw 4 .', = Designed by Mark Bedford

MY 11 o5
WARMAMM) 35"

ADDDND

19.95 v/ conix EVWYNW CODEX DARK ELDAR

] $19.95
DAR K ELDA R The background, rules and
W army list for the Dark Eldar

DARK ELDAR
BATTLE FORCE
$125.00 /
20 plastic Dark Eldar Warriors, %
1 Dark Eidar Raider, 5 Reaver Jk
jetbikes and Warhammer

40,000 tree sprues (enough
components to make 4 Jungle

..........

$125.00

BOXED
SET




11y

RDER T (02) 9829 6111 MAIL ORDER T (02) 9829 6111

Wych armed Wych armed with Wych armed

Wych armed with : j ; .
with shardnet & impaler razersnare & falchion with-shardnet & impaler

razorsnare & falchion

5 ) - ] wm!{\\uﬁa - $2995

e o Pt G i ot 3 e e

Wyeh armed with Wyeh armed with
hydraknives hydraknives

Dark Eldar armed Dark Eldar armed Dark Eldar armed

with shredder with dark lance & with dark lance
Build up your Dark Eldar gLDAR = $17.95
' army. When you buy a :h:\‘c‘ﬁn F.N- AMM. \\q‘\ﬂ“‘% Box:—:n

w* Dark Eldar Warrior box oNLY /40,000
& set (16 warriors) and two $80.00 =~ =%
. Reaver jetbikes you e W A ~ A
L o can then buy a third  ~—=sr (S ' |
R Reaver jetbike for & —
.-"[\'-Irlr- g 1 ! . ; J_'._. 1 . . fudl
@ half price < Vatesia ‘ - _

i Il T R R ELDAR REAVER JETBIKE “EW
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v NIGHT GOBLIN

This month sees the
$3 4 95 release of the Night
X » Goblin Warhammer
Boxed - .. Regiment boxed set.
set il ; . This is just one in our
amazing range of
Warhammer
Regiments. Inside
each boxed set is a
complete Warhammer
regiment, made up
from multi-part,
plastic kits, and
including special,
metal parts needed to
model a leader,
standard bearer and
musician. Your Night
Goblin Warhammer
Regiment can be
assembled with
either spears (shown
in the picture on the
left) or bows.

Examples of the Warhammer Regiment
Night Goblins armed with bows.

BLISTER e 4 NIGHT GOBLIN
e SQUIG HOPPERS

NIGHT GOBLIN
NETTERS & CLUBBERS

e ol $17.95

g BLISTER
W A

SKARSNIK, NIGHT GOBLIN [ P el NIGHT GOBLIN
N WARLORD OF THE EIGHT e 2 SQUIG HUNTERS
PEAKS & GOBBLA Models not shown at actual size

 MAIL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 61
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aone (02) 9829 6111 to add any o_f_ these models to your collection

| WAAAGH! SKASKUL
[ NIGHT GOBLIN
) ARMY $320.00

! In this month’s White Dwarf, Nick
. talks about collecting a Gobbo army.
. The Black Gobilin liked it so much, he
put together this fanatic Night Goblin
army deal, so you can have a Night
Goblin army as your own or add it to
your existing Orc & Goblin army. Buy
the whole army for $320 and get a
FREE copy of the Orc and Goblin
army book.

2 NIGHT GOBLIN WARHAMMER
REGIMENT BOXED SETS
3 NIGHT GOBLIN FANATICS

1 GOBLIN DOOM DIVER
BOXED SET

! 1 GOBLIN WOLF
RIDER CHAMPION
9 GOBLIN WOLF RIDERS

5 SQUIG HOPPERS
) 2 SQUIG HUNTER TEAMS & 6 SQUIGS
12 NETTERS & CLUBBERS

FREE ORC & GOBLIN
ARMY BOOK

WhO 2ed dat Gobbo2 wele
2+00pid - we waR dq firer
wunz +q leahn rq fly!

$320

ARMY
DEAL

"/AIL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 611
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THE ORKS
VIRSRST E

Ork Warboss 72pts
Ork Warboss armed with a big chopper
and a shoota.

Warboss’s Bodyguard 146pts
5 Ork bodyguards including Mekboy
and Mad Dok. 2 Grots & WAAAGH
banner.

TROOPS

Slugga Boyz 162pts
This mob consists of 18 Boyz armed
with sluggas.

Gretchin Mob 69pts
20 Gretchin led by an Ork slaver.

The Gretchin are armed with blastas
and the Slaver has a shoota and a
grot-prod.

FAST ATTACK ‘

Warbike Squadron 90pts
The squad consists of 3 Warbikes armed
with twin linked big shootas.

\ '*i:\ mw\-w n"““/x)ﬁ
’T" FQ,J :
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ADDDND
Captain Chenkov of Valhalla 97pts
Captain Chenkov is armed with a bolt pistol and power weapon.
| The 4 Guardsmen that accompany him are armed with a lascannon,
meltagun and grenade launcher.

BUY THIS IMpgRia;

RD ARMY
TROOPS $220. you GE'IF‘: 326'%%
CHENKOV AND THE

#1 Command Section 61pts
Valhallan Lieutenant and four Valhallan
Guardsmen. Two of the Guardsmen are
armed with a meltagun and a flamer.
Infantry Squad 63pts
Valhallan Sergeant and nine Valhallan
Guardsmen. The squad is equipped with a
flamer and an autocannon.

#2 Motar Squad 90pts
3 Valhallan mortar teams.

LIEUTENANT FOR FREE!

HEAVY SUPPORT

Leman Russ Battle Tank 175pts
The Leman Russ is armed with a
battlecannon, a lascannon and two

heavy bolters.

*40K COMPONENTS

The gothic ruins and jungle trees to the
left are available in thegWarhammer
40,000 box AND ALSO SEPARATELY as
are the weapon templates shown to the
right. So if you're after more destroyed
R : buildings, Oan island of palm trees or
¥ _ some extra templates for the battle of all

¢ . . . Dbattles give us a call.
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ADVANCE ORDERS...

CODEX

CHAOS SPACE MARINES

: How can you
not only get all
the newest Games
Workshop boxed
sets, models and
books when they
come out, but also
ensure you get them
before anyone else?

A: By taking
advantage of
Mail Order’s
monthly Advance
Order deals! Don’t
forget that if you

navmce ORDER S

place an Advance 7 E A ) 0S %
Order with us we ~ERT 'Lq SCP?\%EEXM ARINES vt
only charge $5.00 . v\ Sk | 4 AING MAIL ORDER FOR

P&P - that’s half DETAILS

THE CITADEL
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. SUBSCRIPTIONS

Games Workshop’s
professional fanzine
featuring gaming
ideas for gamers by

IQ\“"”WH\ H

SUBSORIPTIONS

Take out a 2 year subscription
(24 White Dwarfs) for $230
and we'll give you a box set to the

! value of $59.95 or a Codex plus |

SUBSCRIPTIONS

Games Workshop’s action
comic featuring stories
about all your favourite
Warhammer armies.

Subscribe  to  Warhammer
Monthly now and not only do
you get 12 issues for $55 but
you save heaps on postage and
you don’t have to leave the
house to get it! That leaves more

8," gamers.

With a 1 year subscription to

| the Citadel Journal you can geta
| $22.95 boxed set free!

| one $34.95 boxed set FREE!

OR
Take out a 1 year subscription |

| (12 White Dwarfs) for $120

and we'll give you a $11.95 or
$19.95 Codex absolutely FREE!

This means that if you took out a

subscription you could pre-order |
| Codex Chaos and pay nothing for it |
| when it is released.

ONLY

time for painting and gaming!

Look for Inquisitor Defay in
issue 11.

CALL ME ON
(02) 9829 6111

w: CITADEE
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of extra miniatures were smuggled in. There are also all the classic star players for
Blood Bowl and some variants of Commissars for your Imperial Guard army.

STOP PRESS.

After going through the box of parts we have discovered that somehow or other a lot

CORRESPONIIZNCE  We welcome
comments about White Dwarf, Games
Workshop games and Citadel miniatures.
Al letters except subscriptions and Mail
Order should be addressed to: The White
Dwarf, Games Workshop, Willow Road,
Lenton, Nottingham NG7 2WS.

Please mark your envelope clearly with the
name of the game you are writing to us
about. If you want a reply you must enclose
a self-addressed stamped envelope
{overseas readers should include IRCs).
We receive an enormous amount of mail.
We do read every letter, but it may take a
little time for us to reply to you, so please be
patient!

You can find Games Workshap on the
World Wide Web at the following Internet
address: http:/iwww.games-
workshop.com

SUBMISSIDNS Al material submitted to
us for publication is only accepted on the
assumption that the copyright in it is, by the
very act of submission, unconditionally
assigned by the author as beneficial owner
and with full title guaranteed to Games
Workshop Limited. We also retain the right
to edit and/or amend all material as we see
fit. So, if you do not wish to assign copyright
in this way, please do not send us your
submission. We're afraid we cannot work in
any other way!

REGISTERED TRADEMARKS The
following are all registered trademarks of
Games Workshop Ltd. Armageddon, Blood
Bowl, Chivalry, Citadel, the Citadel logo,
Dark Angels, Dark Future, Deathwing,
Dungeonquest, 'Eavy Metal, Eldar, Eldar
Atiack, Epic, the Games Workshop logo,
Games Workshop, the GW lego, The GW
Flame logo, Genestealer, Slottabase
SpacesFleet, Space Hulk, Space Marine,
Talisman, Tyranid, Warhammer and
Warmaster. Marauder is a registered
trademark of Marauder Miniatures Ltd
Used with permission.

TRADEMARKS The following are alf
trademarks of Games Workshop Ltd
Adepta Sororitas, Adeptus Astartes,
Adeptus Mechanicus, Aekold Helbrass,

Amon 'Chakai, Arbaal, Archaon, Archon,
Aspect Warrior, Avatar, Azazel, Banna
Waver, Black Library, Blood Angels,
Bloodletter, Bloodthirster, Cadian,
Catachan, Celestian, Champions of Chaos,
Codex, Count Mordrek, Culexus,
Daemonette, Dark Eidar, Dark Reaper,
Death Zone, Dechala, Digga, Digganob,
Drachon, Dregmek Blitzkart, Egrimm van
Harstmann, Eversor, Exarch, Eye of Terror,
Falcon, Farseer, Fire Dragon, Fire Prism,
Flesh Hound, Gargant, Gobbo, Golden
Demon, Gorkamorka, Gorthor, Great
Unclean One, Gretchin, Grey Knight, Grot,
Hasmonculus, Head Honcho, Hunter
Stayer, immolator, Incubi, Inferno, Journal
Keeper of Secrets, Knazrak the One Eye
Khorne, Knights of the White Wolf, Knights
Panther, Legion of the Damned, Leman
Russ, Lichemaster, Lord of GChange
Madboy, Mandrake, Man O’ War, Marauder,
Mekboy, Mordian, Necromunda, Necron,
Nob, Nurgle, Nurgling, Ogryn, Old World,
Ork, Painboy, Plaguebearer, Plague Fleet,
Predator, Psyker, Raider, Ratling, Ravager,
Ravenwing, Rebel Grot, Red Gobbo,
Scourge, Scyla, Sea of Blaod, Sentinel,
Servitor, Skaven, Slaanesh, Slann, Snot,
Snotling, Space Wolves, Spanner, Squat,
Squig, Striking Scorpion, Succubus,
Swooping Hawk, Sybarite, Tallarn, Tears of
Isha, Terminator, Troll Slayer, Tzeentch,
Ultramarines, Valhalla, Valnir the Reaper,
Vyper, Warhammer Quest, Weirdboy, White
Dwarf, the White Dwart figure, Worldeater,
Wraithlord, Wych, Yoof and Zoanthrope
The Citadel paint pot is UK registered
design No. 2033236. Scatter dice ate UK
registered design No. 2017484,
COPYRIGHTS AND TRADEMARKS
All subject matier in White Dwarf is ©
Copyright Games Workshop Ltd 1998,

All artwork in all Games Workshop
products, and all images contained thersin
have been produced sither in-house or as
work for hire. The exclusive copyright in the
antwork and the images it depicts is the
property of Games Workshop Lid. ©
Copyright Games Workshop Ltd 1998. All
rights reserved

e (02) 9829 6111 to add any of these models to your collection

LEGENDS FROM

' THE PAST

For many months now we’ve been receiving frequent calls for some
character models that are no longer part of the current range of miniatures.
Being the good Trollz that we are, a limited number of older miniatures have
been smuggled into the country. So if you have been trying to acquire
Inquisitors in Terminator Armour or Leman Russ with his wolves, then Mail
Order may be able to help you. For a more complete list give us a call on

(02) 9829 6lIl
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WHATS THIS THEN?

This is your Mail Order form. Now that you've seen all the models

MMGS @ and new releases in this issue, we know that you can't wait to get

WORKSHOP

your hands on them. All you have to do is fill out this form,
stick it in an envelope with your payment and post it to

the address shown at the beginning of the Mail Order section.

DESCRIPTION

| PUBLICATION/PAGE

TOTAL

PRICE PRICE

WARHAMMER 40,000

E DWARF 226 |$139.95 $139.95

/

CODEX DARK ELDAR 3P WHITE DWARF 227

$19.95 $19.95

DARK ELDAR RAIDEH

WHITE DWARF 228 | $39.95 $39.95

Please start my WHITE DWARF

subscription with issue number: ..............

Use this form to mail order Games Workshop products and Citadel Miniatures from
this or any recent issue of White Dwarf. When you have totalled up your order,
piease 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 Workshop Ltd.
Alternatively, we take Mastercard, Visa, and Bankcard. If you wish to pay by credit
card, pleass fill in the relevant details on the form overleaf. If you have a credit
card, you can place an immediate order by phoning our Mail Order Hotlines — but
make sure you have your card with you when you phone.

SUBTOTAL

POSTAGE & PACKING

GRAND TOTAL (TOTAL + P&P) -

DISPATCH & DELIVERY

So that you get your games and miniatures as quickly as possible we always
dispatch your order via our express delivery service. All orders placed before noon
are dispatched on the same day.

POSTAGE & PACKING

Within Australia: Add $5.00 for Standard deiivery {3-7 days, in Australiaj
$10.00 for Deluxe delivery (1-3 days, in Australia)

Overseas: Add 40% of the order value. it you pay by credit card, postage &

packing will be charged at cost if less than this (minimum P&P $10.00)

NAME: ... e ADDRESS: ...

Method of Payment: Cheque _] Money Order ]

VisaL] Bankcard ]

Mastercard [_]

earane: ] LA LI 0000

Card expiry date: ..........c.cceeeevveeeenne. Cardholder Name: ...,

SIGNAtUre: ... s

Please feel free to photocopy this form.
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'SUBSCRIPTIONS

1 Buy a ONE Year subscription (that’s

s - your choice of any box set to
4 the value of $59.95 FREE!

12 issues) for only $120 and you’ll
receive your choice of any box
set to the value of $22.95 FREE!

" Buy a TWO Year subscription
(24 issues of the best hobby
magazine in the world) for
just $230 plus we’ll send you

RIGHT NOW,

THANKS VERY MUCH!

) CITADEL ]OURNAL

ONE year Subscription - $95.00 will get

you six issues of some hardcore hobby Call us now and ask about our
st 1o Cliada) 13;"0’;3;)2 L i e SIX month and TWELVE month
¥ va .95.

| MAMMOTH

. WARHAMMERMONTHLY SUBSCRIPTION
% ONE year Subscription - $55.00 will get DEALS!

twelve issues! This means you only pay
for eleven issues.

INFERNO!

A $55.00 ONE year Subscription will
secure you six issues of Inferno!

Call us on

delivered to your home, saving you $5.00

. | (02) 9829 611 )
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