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DAVE TAYLOR
“Looney of the Month”

JUSTIN KEYES
The “Go To” guy

This issue of White Dwarf is a rip-snorter, even if | do
say so myself. Why? Well, if you're sitting comfortably,
Il begin...

First and foremost we feature the release of the superb
Codex Imperial Guard. This army list allows you to take
huge regiments of valiant human soldiers supported by
lots and lots of tanks (of which there are new variants!)
— who could want for more? Not me I've got loads. I've
been steadily filling every room in my house with all
manner of Imperial Guard bits, but more about that in
coming issues.

Then, of course, we have the third edition of Town Cryer
presented by that renowned page thief, Tuomas Pirinen,
as he reveals more dark secrets for our new game,
Mordheim City of the Damned. Check out the new
Marienburger and Sisters of Sigmar warbands and
marvel at the constructions of that most esteemed of
architects, Nigel Stillman.

If you're a fleet admiral, this issue will either be great
news or a reason to retire, as we proudly present full
rules and background for the most destructive ship in
the Gothic Sector, Abaddon’s flagship, the Planet Killer!

Leigh Carpenter, our 1998 Golden Demon Slayer Sword
winner chimes in with an interview with Paul Cairncross,
winner of this year's Slayer Sword and “Treadhead
Extraordinnaire”. If you've got any painting
questions for Leigh, please send them in to us
here in the bunker, we’ll forward them on.

We've also got the first installment of “The
Warhammer Challenge”, myself against Matt Weaver
in a frenzy of Hobby activity.

PLUS more for 40K Necron players, collecting Orcs &
Goblins, Warhammer tunnel troops, and loads more!

Phew! See you again next month...

Cheers
Dave Taylor

Merry Christmas & Happy
New Year from us all!

MATT WEAVER
The “Run Away From” guy

Well it seems our old friend, the

White Dwarf, has tripped over

. again (too many late nights in

" front of the computer perhaps,
or too busy with silly hats)!

On the front cover of last month’s
White Dwarf (WD239) we put

completely the wrong information
about the magazine’s content. Sorry
about that, we hope you enjoyed it anyway.

Obviously the Ork Battle Report and the Jetbike Duel
have already appeared (in WD238) but we’'ll be featuring
the Necrach Vampires vs High Elves Baitle Report in a
couple of issues time, keep an eye out for it!
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IMPERIAL GUARD

NEW CODEX RELEASED THIS MONTH

Imperial forces receive a
boost this month with the
release of the Imperial Guard
Codex. The Codex gives you
hew options, troop types,
extra equipment and special
characters, all invaluable in
your mission to crush the
enemies of the Imperium.

The author of the Codex, Jervis
Johnson, explains all the cool new
stuff later in this issue. Look out for
Hardened Veterans — these battle-
experienced warriors are better
shots than average Guardsmen and

are better equipped too. Storm
Troopers have a whole new range of
battle equipment, making them
really useful elite troops. Imperial
Commissars now demonstrate their
zealous loyalty to the Emperor by
summarily executing any officer that
tries to desert the field!

The other big news is the release
of our latest Battle Squad set,
Catachan Jungie Fighters. This is
the latest in our range of multi-part
plastic kits, which can be stuck
together in literally thousands of
different ways to make up the core
units of your army.

An example of a
Catachan Jungle
Fighter made up

from the multi-part

kits in the new
Battle Squad
boxed set.
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BATTLE REPORT

This month’s battle report is entitled
The Defence of Missile Silo 51.

It features the Imperial Guard battling against
a savage Ork horde, determined to overrun
their position and take control of the Imperial
arsenal. Find out who wins later this issue.

More examples of Catachan
Jungle Fighters made up from the
new Baltle Squad boxed set.

A Catachan Command HQ
occupies a fortified position.

NEW RELEASES

JUERDBIN

Descnption AUS$ NZ$
Staven

Rat Ogre (1 model per blister) $24.95 $29.95
Mexcenaries

Marienburger Captain (1 model per blister) $11.95 $13.95
Marienburger Champion (1 model per blister) $11.95 $13.95
Marienburger Youngbloods (2 models per blister) $13.95 $15.95
Bisters of Sigmay

Sisters of Sigmar (8 models, metal boxed set) $39.95 $44.95
Sisters of Sigmar (3 models per blister) $14.95 $16.95
Sigmarite Auger (1 model per blister) $11.95 $13.95

Sramatis Pexsonae
Veskit, Clan Eshin Executioner (1 model per blister) $14.95 $16.95

Johann the Knife (1 model per blister) $14.95 $16.95
®
WARHAMMER
LW, | L LSS LT
AN DDD
IMPERIAL GUARD
Codex Imperial Guard $19.95 $22.95
Catachan Jungle Fighters (plastic boxed set) $34.95 $39.95
Leman Russ Exterminator (metal & plastic boxed set) $54.95 $59.95
Praetorian Command (3 models per blister) $14.95 $14.95
Praetorian Sergeant & Assault weapon (2 models per blister) $12.95 $14.95
Praetorian Troopers (3 models per blister) $14.95 $16.95
Praetorian Heavy Bolter team (2 models per blister) $17.95 $19.95
Praetorian Autocannonr team (2 models per blister) $17.95 $19.95
Praetorian Lascannon team (2 models per blister) $17.95 $19.95
Praetorian Mortar team (2 models per blister) $17.95 $19.95

Praetorian Missile Launcher team (2 models per blister) $17.95 $19.95

BATTLEFLEET

GOTHIC

Planet Killer (metal boxed set) $39.95 $44.95
Repuisive class grand cruiser (1 model per blister) $22.95 $24.95

Warhammer Monthly 23

Warhammer Warriors: Kal Jerico $4.95 $5.95
Warhammer Warriors: Captain Leonatos $4.95 $5.95
Gorkamorka Gubbinz 1 $7.50 $9.95
Inferno 15 $9.95 $11.95

Calendar 2000 $19.95 $22.95




* the form of goods for

The Repulsive class grand cruiser is
ideal if you can't afford the points for a
battleship but want something with more
punch than a normal Chaos cruiser. The
Repulsive has a firepower that rivals any
battleship (14 on each side) as well
as a good spread of lances and
torpedoes. It can sustain
more damage than
other  cruisers
too, making it

OUT OF THE WARP

Chaos fleets receive some heavy reinforcements this month, as two new vessels move

in-system to wreak destruction — the Repulsive class grand cruiser and the awesome
Planet Killer. Full rules for using the Planet Killer, and Abaddon, appear in this issue.

outstanding value for its points cost.

The Planet Killer is a unique vessel and
was Abaddon’s flagship during the
Gothic War. As you will see when you
read the rules later in White Dwarf, it is
VERY destructive! There are also rules
for having Abaddon on board one of your
ships. This makes the crew extremely
efficient (as they are terrified of him) but
watch out for the special “You have failed
me for the last time” rule.

The Repulsive class grand cruiser,
sculpted by Tim Adcock.

‘Cownt Crper .

The second issue of Town Cryer l,
documents the arrival of the rich |
men of Marienburg in the city of 1
Mordheim, along with the |
re-emergence of the anctimonious
Sisters of Sigmar.

of Paul Sawyer's own
Possessed warband, the
Brotherhood of the Dark &
Moon, which features all 19
converted models. Plus
there are new rules in

wealthy warbands

to purchase,
including banners,
tarot cards and even
opulent coaches. Get

out your groats! Marienburger

Champion

| NEXT
ISSUE

i
Also this month there is an examination. ‘&“‘a LAST CH ANCERS

Colonel Schaeffer’s
Last Chancers are
due for release next
month in a special
boxed set.

To go with the new
models, Codex author
Jervis Johnson has
written rules for using
the Last Chancers on
their own in ‘special ops’
missions — including
special rules for every
member of the squad.
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MAJOR EVENTS IN
OUR STORES DURING

DECEMBER

SIGMAR’S FURY

“Sigmar’s Fury” continues
throughout November and the
beginning of December.
Ask your store staff
for more details.

LANIENA Il

Matt Weaver’s Warhammer
40,000 roadshow has already
visited our Greensborough,
Brisbane, and Belconnen stores.

On the 4th and 5th of December
“Laniena III” goes to our Castle
Hill store, call the store on
(02) 9899 8188 for more details.

On the 18th and 19st of
December “Laniena III”
goes to our Perth store, call
the store on (08) 9322 3895
for more details.

TWELVE DAYS |
OF CHAOS ..

In the twelve days before %
Christmas our stores will F
be a complete frenzy of activity, =
pop into your local store
for a Chaotic surprise!

HAPPY BIRTHDAY
TO YOU!

On Saturday the 4th of December
our New Zealand stores will be
celebrating their birthdays!
Auckland store turns two, while
our Wellington store turns one.

Contact the stores
for more details!
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NZ§59.95

LEMAN RUSS BATTLE TANK $54.95 N2859.9;
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LEMAN RUSS EXTERMIN

g

HELLHOUND $69.95 NZ$79.95

S sscnmsis  IMPERIAL GUARD TANKS
LEMAN RUSS DEMOLISHER $69.95 N7579.95 AVAILABLE NOW!
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COMMISSAR
GENERAL
J. Johnson

make it through basic...

Right... The fun bit about working on a Codex or Army Book
for an existing army is deciding what your focus will be, and
what new spin you will bring to the army in order to keep it
interesting and fresh. This is something of a balancing act, as
you also have to keep in mind that some players will already
have the army you’re working on, and will get all upset if you
decide to change or do away with their favourite troop types.
But on the other hand you want to improve

the character and feel of the army,
which means that sometimes a unit or
two has to go. Fortunately, with the
Imperial Guard there weren’t any troop
types that | wanted to get rid of (quite
the reverse in fact — | wanted

to add more options in!).
Instead | wanted to
change the focus of
the army list so that
it concentrated on a
particular type of
Imperial Guard
formation, namely
the Imperial
Guard
Infantry
Company.

ATTENSHUN!

b o

LISTEN UP YOU 'ORRIBLE LOT! Get back in line... Call yourself Guardsmep
You look like a collection of pointy-eared girlie Eldar! Stand up straight, heads y;
eyes front, shoulders back... That’s better. Welcome to your first day of militan'
service in the Emperor’s Imperial Guard. Commissar General J. Johnson is ahoy
to address you on the basic ideals of the Imperial Guard from the holy Codpg,
itself, which is more than any of you lot deserve! Listen close, what he has to sa)
might save your lives out in the field. Not that any of you Grox bait are going f;

The current army list in the Warhammer 40,000 rulebook, &
well as the old Imperial Guard Codex for the last edition of ti
game, both presented a sort of ‘generic’ Imperial Guard arm
list that allowed you to mix and match units pretty much g
you wished. The result is a pair of very flexible lists — to m
mind rather too flexible, especially for an army as unwieldy &
the Guard. What's more, the lists had little relation to th
higher level formations and organisation we'd described tiy
Imperial Guard using in the game’s background. So | decidg
to abandon the old generic approach, and build an army ig
that focused on allowing a player to collect and field a
Imperial Guard Infantry Company as his army. This approac:
created a much more focused and (to my mind) a much mon
characterful army list, while still leaving players with a wig.
range of choices as to what they couid field. It’s also allowe;
me to cover rarer formations like Imperial Guard Armourgl
Companies (allowing players to field all-vehicle armies!) an
Rough Rider Companies as separate army lists in their ow
right, rather than trying to come up with one list for all thres
types of formation (If we can blag them from Jervis these wi
appear in future issues of White Dwarf ~ DT).

I'l discuss the actual changes to the army list below, but first
there were two other themes | wanted to address in the neil
Codex. These themes where mainly addressed in terms &
the background rather than as changes to the army list ané
rules, though they did have an impact on what 1 included &
the army lists in a number of minor ways.

The first thing | wanted to get across in terms of th
background for the Guard was that this is an army ostensibli
made up of humans. Admittedly hardened, dedicated humai'
soldiers armed to the teeth but humans just the same. In thi
past we've tended to describe the Imperial Guard as som
kind of huge sledgehammer that only ever fights in vas
battles akin to the Somme or Kursk. While the Imperial Guar
is used in such a way, by only focusing on such battles we'v
tended to reduce Guard troopers to the role of faceles:
individuais or, even worse, cannon fodder. | wanted to tun’
this round a bit in the new Codex, and so I’ve emphasised th¢
human nature of the Imperial Guard and the fact that it
made up of people just like you and me, with the same fears
hopes and aspirations. Linking to this theme, | also wanted
make it clear that while the Imperial Guard does take part il
huge battles, this isn't the only type of battle they fight. Mort
often than not all that stands between citizens of the imperiun
and a raiding force of alien monsters is a smal
battered, Imperial Guard Infantry Company. Unde
such circumstances the Guardsmen are willing I
lay down their lives to save the people undé
their protection.

The other main theme | wanted to address wa
just how diverse and varied an organisation thé
Imperial Guard is. We'd gone one step along th
route with the last Imperial Guard Codex, whic!
introduced six ‘example’ Imperial Guat
regiments. We've tried to expand on this in thé
new Codex by including painting and unifor
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Give me a
thousand men crazy
enough to conquer
hell, and I will
conquer hell!

Attributed to
Warmaster Solan
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5 calendar contains twelve of our
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ame up year, plus a few classics dug up from
ale pa the Games Workshop art archives.
av a Chapie The artists include John Blanche,
out reso David Gallagher, Richard Wright and
0 . many more...
0aCcKgrove But the Games Workshop calendar
oned, doesn't just look good — it is packed
VO ". ; full of useful dates and holidays from
S around the world, not to mention a
o even o few special days from the worlds of
P - Warhammer and Warhammer 40,000.
e Gala Make sure you don't miss out on this
: fantastic celebration of
— - ) Games Workshop artwork.
and ie
O 0)
CALENDAR 2000 « $19.95 NZS 22.95
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You can cven
make Command
figurcs out of
the new plastic
Catachans, We
used this figure
as a Licutenant
in our 500
point Imperial
Guard army.
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Imperial Guardsmen, you are the last line of defence against the alien hordes that thraten

our Imperium. Each one of you brave warriors is part of a vast fighting force that will be

called upon to serve in the eternal war. You will fight on countless battlefields on a
thousand different worlds across the galaxy. And, whether you fight in our great crusading
armies or serve with the smallest garrison, you must be proud to sacrifice your life to save
Humanity from it’s enemies.

Commissar Yarrick, addressing new recruits

CODEX IMPERIAL GUARD $19.95 NZ822.95
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CATACHAN
JUNGLE
FIGHTERS
Reagiments raised from the jungle
deathworld of Catachan are
noted for their experiise al
fighting in heavily wooded terrain,
particularly the swamps and
dense undergrowth of a jungle
They are all considerably skilled
fighters and are stronger than
mast humans due to their world's
higher gravity, They are fiercely
proud and fight together out of a
strong sense of comman purpose
rather than for any respect of
authority. Unlike most regiments,
it is not unusual for a Catachan
officer to have been promoted
from within the ranks. Although
Catachan regiments fight in many
different types of warzone, it is
amongst the dense jungle that

they are most deadly,




MORDIAN
IRON GUARD

The culture of WMordian is
legendary  for s sfrict,
disciplinarian regime. Resources
are scarce on the night-shrouded
hive world, and an absolute
respect for authority is taught to
avery Mordian child from birth,
Far this reason, Mordian Imperial
Guard trust their officers implicithy,
using highly efficient and
regulated firing drills to vanquish
their enemies. It is a Mardian
claim that as leng as there was an
officer to lead them, the Iran
Guard would  fight  into
the jaws of hell itself. Few
would disagree
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I don't know
what they
will do to
the enemy,
but they
scare the hell
out of me!

Colonel Armitage an
the 34th Calachan
Imperial Guard
regiment

A Leman Russ emerges from the -jun-gl.c.
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DAVE TAYLOR

As many of you may
know, Australian
White Dwarf Editor
Dave Taylor is a mad
keen army painter.
He really enjoys
developing a theme
or background for
his next project
before jumping
straight into it,
boots and all.

When Matt
challenged Dave to a
‘hobby extravaganza’

Dave was only to
glad to accept, it
gave him a chance to
focus on an army he
had long desired to
build, those oh-so
cunning Skaven!

Ben shows Deave
bow to ‘bedard up’.

Here in the Australian White Dwarf Bunker Matt Weaver bhas a reputation
as a completely mad bobbyist, with bis leanings more towards the wild
and outrageous scenery building and modelling projects. Dave Taylor,
while also a completely mad bobbyist, tends more towards themed army

building, speed painting and not really performing too well ai

tournaments.

It was with these things in mind that Mait challenged Dave to a ‘hobby
extravaganza’, four frenzied montbs of challenging bobby stuff (Technical
term - DT). Their competitive spirits will lead them down a road,
destination: fully painted armies and some great display pieces. Each

month we’ll pop in and see bow they’re going.

—

7 'ye never been able 10 vesist 4 painfing chatlengel OF

Day 1 Wel, a challenge hey
coﬁfée Matt knew 'd accept We decided on a 2000 point Warhammer army

conforming 1o the Games Workshop staff
a fow Warhammer armies Over the past 18 m
Dogs of War, Dwards, Vampire Counts, Marienburg
ihat may show a leaning towards Warhammer as my

fournament restrictions. Pve painted quie
onthe (Beastmen, Chaos Warriors,
ors and Middenheimers). | hink
$avourite game, we'll see

how | go after four months of Skavenl

Day Z: Y've never played with (or aqainst) Skaven before, 80 |

10 a few gamers that have a long history of playing with Qkaven (as well as

siudying WOZ30 extensively). My first port of call was just ogmde the Bunkef'
Ben Lannan has always been able o come up with

door, Veteran Mail Order Trofl .
some pretty cheesy armies, just perfect for my mats. 'd like fo concentate on

thought | should chat

Clan Bt """ )}

S The Mardbeim Assassin Adept

. will lead my Tunneling Team
(see the rules in this month’s
Warbammer Chronicles)!

Top Tip
(from Roy Barber -
Tale of 4 Camers) '
What cver you do
Dave. don't ever start®

out with a Verminlord
Trust me, 1 found
out the hard way.

Roy Barber teaches Dave
bow to pull the Skaven face.

Top Tip
(from Laurie Goodridge — Tale of 40K Gamers)
Plague Monks are great Dave, make

sure you take some of thosc guys!

The Clan

To: Dave Taylor
From: Ben Lannan
Hi Dave!

Eshin
Sorcerer
will fitl in

Help you ask, and hel
for you, h p

Ashur)?

Censer Bearers,
sink to? And finally, when
many do you mean, you
Cheers

Mighty Mouse (Ben)

- o Yyou are given,
you many Vermin Lords wou
Magic items do you consider non-Ska;

: Are you sure you don't want
They're great! Frenzy, additional han,
mmmmmmm. What levels of sa

You say a few Rat Ogres, just how
know how impressionable I am.

Just some questions

Id you like? What

ven (ie.Book of

to use Plague Monks?

d weapons, Plague . l
dness shall 1




CHALLENGE

 pleture a man going on a journey beyond sight and sound.

witats
,hea;:iol: - He’s left this world, be’s entered the Garage!
" Taylor. 1&5 the place where all of my failed projects, half-painted armies and other toys go to die
d arm‘;; | {{h;;c’s a car somewhere in there as welll).
well q; It was on 2 nostalgic visit to this place of half realized dreams, that I stumbled across a box
| jovered in dust marked High EIf Army. after subjecting myself to a breif guilt trip of finding

i ‘bobby . . another failed endevour, I decided to open the box and let the flood of memories return.
echni Oh | had such plans! I began buying High Elves with the plan of having rank upon rank of

o soble Elves, their spearpoints glistening in the sunlight, facing down my opponent’s army on
% rogs whe ficld of battle, my enemy would be cowering at the sight of my perfectly painted army. . MATT WEAVER

’s,
Eac _ well that was the plan. In reality, not a single figure saw a drop of paint. Matt: Weaveris our

Promotions Officer,

Moments passed, and just as I was about :
to replace the dusty lid on the box, a the guy charged with
fiendish plot formed in my mind. How creating the most
could 1 possibly motivate myself to finish glorious displays
this army, I know. T'll get some and Roadshows

Matt's Seaguard
bhanner design

unsuspecting sap (Z wonder who this’ll be you've ever seen!

- DT) all frothed up into doing an army in i

‘competition’ with me! As he finishes a Looking for a focus
unit, so will I. And then we can begin in his own painting,
fighting with gradually growing armies, the Matt challenged Dave
daunting task of completing a huge army to a ‘hobby

~2"{ will be reduced, I'll be able to pace myself, extravaganza’, four

and my ‘opponent’ will do likewise. months of frenzied
' 22\ An altogether simple solution, it would collecting, painting,
4 almost be like therapy, only I wouldn't scenery building and
- have to pay a shrink by the hour for it. gaming. Matt had an
All T had to do was find somebody easy evil gleam in his eye

./ enough to convince to start collecting a new as Dave accepted,
and help me (albeit inadvertantly) with only time will reveal
motivation into finishing mine. has darstardly plans.

“Dave, what Fantasy army don’t you have yet mate?” [ — ;
B o i " vlanning, panning, planning. | fke o think I ing,

’ . ! : Pretty good at planni i
“Well've had an idea. If you and I started an army from | ihat ks e down Bt with a bt of effrt g that all o e h
Scraich, gradually building it up, painting a unit at a | .. ' oy g e by - 1)
time, would that encourage you into finish it quicker?” n.g oot ik 1 b a1 ovetcome 1y shoal -
“Ummmm . ” the trap was baited, “Yeah, T guess it | ° Fr e | gent a day on the ] ship HMAS. Bounty (e repica in Sy

would!” - ), I've been fascinated b
salfy . ated by
BIBr-7 was caught, now for the killing blow. 9 s, and | bave alvays waned 0 icorporate s fascintio i my Warhammer armies, Aftor

:l?e"w?-. about we challenge each other to do just that reading the High FIf book aga, ['ve decided 1o give my High EXf army a costal parol force 1 Which
B seems all 1o fitting wi i ==
He agreed (Dob! - DT), the rest you can imagine from | The obvioi hr!g th 'The e e

Us cnoice in this army was going fo be Lothern Sea Guard, 4 stout unit of about thirty should

bes Dave
taven facé.

what you see in front of you.
:::’ it was back to the garage to get that big dusty | 0 the rick expnsive yeg bt of versatile
Out again | magined i i
: fl :n:hir;e;i t:J: cowsnf:: p:t;o,l force 1o be light but fagt moving, they would set ashore upon findling signs
. and swittly deal with it. The army would not be made y ]

p of the usual units of White Ligns

;:d Swordma‘sters of Hoeth, nor would the Pheoriy Guard lower themsslves 1o cogtal patrol duty. Ellriyan

avers and lightly armoued Siverhelms seem 1o be a more fitting choice,

* Nthough the strength of B bows leaves 4 bit o

: questions be desired when it comes fo infliet i

st ol : ng wounds, | st

e re:ﬁ;[::fsme AL mfss"’ fr toops that | could muster, th bete this heme | had chosen would be

el ) .o a fow wnits of Ef archers wil e inchided, along with the best war machine n the gamg;

&125;,;3”1 ﬂ;ehfepeﬂﬂf;g balt thrower - two of those will do Just nicely =
_ L have a Tew more ideas floati i i ;

'sl’e ;}1 Ztnl: - g about, but nothing that really stands out Just et S0 in the meantime

1 get 10 work on painfing some Sea Quard, and mayte 4 cavalry unit or two,

Matr’s o051 scheming begins again

w




The Bretonnian army in combat with their arch
enemies the Lizardmen. The photograph above
features metal miniatures not available in the

‘Warhammer boxed game.
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Modé’ls supplied

5 The Warhammer boxed game contains everything you need to get started including
Citadel miniatures, buildings, rulebooks, dice, range rulers and much, much more.




ORC AND GOBLIN

| BOX SETS \
A Il,
ORC ROCH LOARA v
$54.95 NZ$b59.95 )
:, T
| ~
@ GOBLIN DOOM DIVER $39.95 Nzb4495

GOBLIN WAR CHARIOTS
$39.95 Nzb495 EACH




RAISING .,
WAAAGH!

A long-standing Orc Warlord, Matt
Nicholls shares bis ideas on bow to
assemble your very own Waaagh! With
the release of the plastic Night Goblins
and Orc Warriors Warbammer
Regiments, it’s never been easier!

-

rcs & Goblins have always been my favourite army (Night Goblins are my favourites, as they give
! . in Warhammer. For me they are the archetypal bad you the option to include unpredictable, but
“suvs of the Old World. They possess a low cunning potentially devastating units such as Squig Hoppers .

(especially the sneaky Goblins) and a healthy passion and Fanatics). Powerful artillery is also available in the
Jor violence. These psychological traits are faithfully form of Rock Lobbers and the frighteningly accurate
-.:mppesented on the tabletop, as Orc & Goblin armies Goblin Doom Diver. The only thing that the army
pedorm best when they get into the thick of the hand- really lacks is effective missile troops. I don’t see this as
‘l-hand fighting. a major problem. For me, ‘real’ Orc armies don’t worry
. about subtle tactics such as softening up the enemy
with bowfire — they are more concerned with getting
into hand-to-hand combat as quickly as possible. This
ethos suits my playing style perfectly, and is

%

'hen I was asked me to pen some of my own thoughts
how to put together an Orc & Goblin horde, I
haught “easy, 've beén playing with a greenskin army

or years”. However, just like Grand Warlord Adrian . e ch P g ¢ o

d. 1 pick virtually the same v for every battle. As repl:esented in the force. I've chosen for this article. I =,

i result I'd forgotten just how much choice is available you're already an expener,lced and battle.-scarred O 1

B ¢ Warlord Warlord, then I hope you’ll be able to pick up a few )
i ’ ideas that you haven’t already thought of. However if o

Utc armies have a plethora of hard close combat you are thinking about starting an Orc & Goblin army
Aroops available, including fast-moving Boar Riders, then you should be able to take a lot more from this
‘disciplined Black Orcs and frenzied Savage Orcs. article.

‘Goblins provide an excellent source of cheap troops

Greensieihs ready for batfi
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WARHAMMER ROSTER &

7
e e | T W) [ AL > DA ROSIA
| Mudels/Dsin A WE[AE _5 8 ol Bl : 1 A look at the roster sheet rey,
3 e P 5! 5 % 5 31 5 4? g 3 : ‘;Z/ i’;‘:ﬂgfgﬂ,’jfﬁ d 126pts several important _ things. Fir:;j:
- 5 Rpapant { : ] magic items are fairly few ang £
. | i i | between (the Warlord’s only mag;
reaths : | | ] i item is the Jade Amulet). This
tas ! | . | [+ Armour, Shield, Spedt actually quite a change for me ,
i Q:r Boar Bayz 4 4!: 3| 3 4 f": 47173 ;,,,; ' Wor Bawer ol usually I spend a lot more poin::
,’ : , | on magic items. However with the
! ! | points I've saved, I have been ap,
Shagulp’s Sritkas al 2l 3l gl &y II 2 1| 5 - | gpears 2 Famerics to buy more basic troops, and as;
20Night Goblirs cl el Il . |. l Bad Noon Baner result, even though the army opy,
) | ] | , comes to 1,500 points, it reg
ted by Nubgrt alal s ‘,.l 2 2 4 316 Blade of Leapitg Copper | 259t looks like a proper greenskj
Goblin Big Boss R :| " |I { Potionof 57‘r¢/1y7‘/1 i horde. '
| 1) | , 3! 4 ‘; 1 lospts Secondly, flying creatures - I ¢
3 5tone Tholls 3131713 97 i like flying creatures in Orc ang
. ! Goblin armies (a Wyvern g
20?5 Arrere Al sl 5o J,' 2 7| 5| | Stertsons Standerd Bearei Soots two can prove very effective)
20 Night Goblins #2271 " . I | ausician r however mounting a characte
. | i | on a flying creature can actualh
_ ' | | limit their effectiveness. This i
ﬂrﬁ/ﬁﬂﬂ!ﬂ £l 2l s 3'_ 3 /I 2 7| 5| - | Shertbows, Standarc Bearer, r 66p1s because the rest of your army
20 Night Goblin . i | | | austclon L can’t use the Leadership of youy
l | 5 general if he is flying high op
| [ | a Wyvern. Similarly, mountin
DaBoyz |« 3| 3| 3t 47 27/]7> L Arnous Shelds 1905515 your Shaman on aywyvern c;ugl
i50re Bofz ' . ' Standard Beares fusien also be counter-producti
] | ! productive. He
\ _ . | loses the protection of being
g | . | ! with a unit and, if you QOn’t
Orc Shanan I 5 2 3 /| 7 - | Digpeterol | remember to keep him within
Chonpio | 4| 3| 3| £ . range of your troops, he won'’t
I I have enough Waaagh! energy to
_‘ e ijwyﬁ%pm |1, 0. 1442 . cast any spells.
- 57u/y y \4_ 2 3l 3 3/ 217 5|6
: Hight Gosln . | |
| Norkbut- orc Batle ' b4 4' 4 41 3 2| 7| 5| A Shed | &"®
Standard Bearer . . |
| . %
|||
lI | 1
. | .
| | [ | ) 1 | | e
: .I. PpEp—— .'.-"i'\“"f‘"'"r o, R 55 e .r{-?‘qh'z*llu 1496.5 pts_—
Wyt w5 o e "hb;:",‘., ;-u-ap-‘ 1 sesserpy iy st by e v O S
o - tests, which
' DA WARLORD i
y e your Goblins
| A
e U An Orc Warlord is usually the biggest and toughest Orc Bun a?va}t'.h f £ hi
o in the area. Undoubtedly he will have muscled his way espiie the fear of him
to the top, and will stay there until he is killed in battle getting l:k}led, Lstill
or an even bigger Orc comes along. My Warlord is the gly t(;lm € sure
magnificently titled Graknob Elfslicer. I have decided at he gets into
to mount him on a boar (mainly because I wanted him coglll:lat as
to accompany the Boar Boyz unit), and have given him quic 'b)l, s ,
a spear, which gives him a +1 Strength bonus when he P (t)isrsr; .
charges. His high Toughness (5), combined with the ; li
safety of riding with a unit, should add to his tl(: ever
survivability — but just to make sure I've bought him Oatw lord
the Jade Amulet. This magic item gives him a special hr ¢ k;).r oras
2+ save against one wound suffered in battle. I think . d
that defensive magic items make great choices for Orc spen
Warlords. It is important that they don’t get killed, not as much
only because you lose a powerful model, but also of th'e battle: as ,
because the rest of your army will have to take Panic possible doing what they’re good at. That means only

one thing — smashing skulls in close combat.
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Roar Boyz are amongst my favourite Orc
units. They are very difficult to kill, and can
cause some real damage (especially if they
get to charge). 1 believe the key ingredient to
any Boar Boyz unit is actually the boars
themselves. The boars have a high Weapon
skill (4), and when they charge, their horns
give them a +2 Strength bonus, making
them Strength 5. This means that boars are
nearly as effective in a charge as a lance-
4rmed Bretonnian Knight! Their tough hide
and generally bad attitude also gives the Orc
rider an extra +1 to his saving throw (on top
of the usual +1 for being mounted), just as

by a Boss. These will form a solid block of

infantry along with the Gobbos in the centre of
my lines. With a Toughness of 4, light armour and
shields, these guys will take some killing, and

I have chosen a solid unit of fifteen Orc Boyz led D A BOYZ

their Boss will give them some
£xtra punch in close combat.
This unit should make it

into combat shortly after ¥
the Trolls and Boar Boyz. + 4
Hopefully this will mean
that the enemy has
been softened
sufficiently so that £
the Boyz can i
charge in and finish
them off. Even
though the Boyz
only have a
Strength of 3,
With three ranks )
and a standard
they will give
Most units

a good

Scrap.

/_;.'_-.__:_‘ S

- S-

if the boar was actually barded. The Boyz are
armed with spears, so the eight-strong unit
should pack a real punch. I'll use the Boars
to get into close combat as quickly as
possible, (hopefully in tandem with the
Trolls), and they should be able to survive
long enough for the rest of the army to catch
up and deliver the killer blow. For a finishing
touch, I've decided to equip the unit with
Gork’s War Banner. This gives everyone a
+1 Strength bonus when they charge
(including the Boars!), so there really are no
excuses for not charging them in!

Y WARHAMMER. §

o

o]

¢



2 L : v Night Goblins
SKAGNIB'S STIKKAS
e way to fill the
army out with
4% cheap but effective troops. I've picked forty of them for just this reason, as well as ;ﬂ
the fact that they can carry deadly Fanatics within,their ranks. Fanatics really
get opposing players worried (Fanatics can be deadly, but can also cause you
no end of problems. Remember, watch out for flying creatures landing within 8",
and forcing your Fanatics to come out in a random direction). With this in mind, I
wouldn’t rely on them to win you the battle. Just point them towards the most heavily
armoured unit in your A%
opponent’s army, and keep | '
# your fingers crossed. :
Goblin characters are @#H8EEE
really cheap, so I took !
the opportunity to '
invest in a Big Boss (Skagnib), T,
give him a real edge in close
o R combat I have given him the
LRSS Blade of Leaping Copper (+ 14)
and a Potion of Streng,
Hopefully he will be a really
nasty surprise for anyone
charging the unit, especially g
the Bad Moon Banner 1 have
chosen means that the unit, (including
Skagnib) always attacks first in close
combat. As well as this, the Banner also
inflicts a -1 to hit penalty on anyone
attempting to shoot at the unit (and all this for
only 35 points).

Two more cheap units of Goblins really bulk out the . j |
army. Their primary role will be to act as decoys and 1 OBL]N ARRERZ
draw enemy fire. “Who’s going to bother shooting at == == {

them, I hear you ask?” Well, as your opponent won’t
know which unit your Fanatics are in (as far as he’s
concerned, all three units could have them) he may )

well be tempted into expending a lot of \ ®

energy (and points!) into drawing
them out, or trying to destroy the
Goblin units. If this happens,
they have served their purpose.
At best they may make it into

combat — then with three ranks G
and a standard they always ag
stand a chance. To add insult bt
to injury, I have armed them B
with short bows, to shoot at any By
skirmishers sent to draw out re
your Fanatics. One final piece th
of advice is to position them - b 4 . e
well away from the Gobbo spears; you don’t want — =2 hi
your archers to run away and take the spearmen with them! n
t  Costing only 25 points
SQUIG HOPPAS it v Gl
- - - Squig Hoppers make 2
good choice. They are less p
devastating than Fanatics, but more reliable. People tend to ignore them as well, which t
is great, because when they reach the enemy, as long as they land on something, they C
get to keep bouncing. Against large armies they can really cause some damage, attacking a
several times a turn. And with two Strength 5 attacks from the Squig (hitting al
automatically), they can be really devastating. One note of caution when using Squig le
a

Hoppers would be to position them carefully. If you leave them in front of your other
units, one bad roll for movement and they can really slow your whole army down. My al
advice would be to place them on the flanks of your army, or leave gaps for them in
between your units.

k]
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I have chosen three Trolls with a particular
TROLLS role in mind. Trolls have a Movement of 6".
D — This means that they are just about fast enough
to keep up with my Boar Boyz, who
have a Movement of 7". This is
¢ for two reasons. Firstly, they should make it into combat about the
me as the Boar Boyz (the potential carnage that these two units
is horrendous). Secondly, as the Trolls are subject to
jong as they are within 12" of Graknob they can
his Leadership.

e 1
;;all-ld cause

lity, as
smajpi{‘c the test on

I never go into
battle without at
least one  Orc
Shaman. Orc magic
is really aggressive and great fun to use (especially if you get
the Hand of Gork). Make sure Wizgub is positioned near some
of the Boyz so he has enough power. Don’t worry t00 much
about him ’eadbanging (Orc Shamans get to add their magic
level to the roll, unlike weedy Gobbos). I would treat Wizgub
in the same way as the Fanatics. Don’t rely on him to win you
the battle, but then again, he just might...
benefit from a

= DA BANNA BOY

Bearer. This is especially true when your General goes charging off, leaving the
test of the rabble out of his Leadership range (who would ever think of doing
that?). The Battle Standard will come in really useful if it’s positioned in the
centre of my lines (probably with the regiment of Orc Boyz). This will allow
him to advance with the units on foot, hopefully preventing them from

tunning away (especially those cowardly Gobbos).
increase the size of his warband. An extra 500

DA UVVER BO
points will take the warband up to 2,000

points in total (big enough for most battles you will fight.) So, what troops will compliment
fhe force we have already got? A unit of sixteen Big "Uns will make an ideal addition to the
centre’ of the army — combined with the Goblin Spearmen and the Orc Boyz, they will create
a really solid block of foot troops. The Big *Uns’ increased Strength and Weapon Skill will
also provide an extra edge in combat. It will also be really fun to add a Giant. As well as
looking suitably imposing on the battlefield, a Giant will be able to keep up with the Trolls
and Boar Boyz. These three units combined will be all but unstoppable. A Rock Lobber will
also be very useful as it will provide some much needed missile fire (and it’s great fun
8uessing ranges). Finally, with the few remaining points I will buy an extra Fanatic for the
Goblin Spearmen.

Orc & Goblin
armies  really

The next step for any Orc Warlord is to

aagh! tests can be
ly nasty. I've

 the last thing you
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Right: Stone
Trolls, and a
lone Squig
Hopper
Dbrepare to
charge a
unit of
Bloodletters.

Above: The entire
Orc & Goblin
borde, ready to
take on all comers!

Left: Night Goblins
unleash frothing,
whirling Fanatics
towards a unit of
Chaos Warriors.




The entire
oblin Right: Orc Boyz
2ady to charge into

all comers! battle in a
muderous frenzy.

bt Goblins

frothing,

Fanatics

a unit of Below: Boar

arriors. Boyz, led by
Graknob bimself,
smash into a unit
of Silver Helms.
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SPACESHIP BATTLES IN THE 41ST MILLENIUM

attlefleet Gothic, the

game of spaceship
combat, is set during the
Gothic War in the 41st
Millennium; a grim time
when the Imperium of Man
battles for survival in a
hostile galaxy. Battlefleet
Gothic allows you to
command fleets of warships
in deadly conflict among the
stars, though whether as
Mankind's saviour or its
destroyer is up to you!

Available now, the Battieflget
Gothic boxed game contains
everything you'll need to get
started. You can choose to
command the fleets of the
Imperium or one of its deadly
enemies. The game provides the
rules, scenarios and all the flegt
lists you need to fight a battle, and
guides you through how to paint
the highly detailed, plastic Citade!
Miniatures spaceships includedin
the box and then how to put

vt - " ]

The Battiefleet Gothic
boxed game contains:
Battlefleet Gothic rulebook with
campaign nies
4 impetial and 4 Chaos cruisers
(mutti-part kits)
12 assorted dice
Fleet Registry roster pad
2 plastic range rulers
» Over 100 game counters
Two reference sheets
Getting Started guide with
. exclusive comic strip
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The Planet Killar, sighted near the Fort Maw system, -
in formation with an unidentified Chaos fleet. -
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History

of the Origins and Activities of the Planct Killer',

Flagship of Abaddon the Despoiler during the Gothic War [MAI].
Compiler Athrix Hesemongh, by Order of Inquisitor Horst

he f@ﬂo‘m@; :.bms@*’“g»‘ Las  been

corspiled fom ¢ avambas of sonross, placed
at my dispossd by the revered lnguisiter Honst.
Although deciocd frow a wide sowrce of
evidence, #hiz chromegraphy fa by o meass
exhapetive, aod oxly ‘,cmmle sccurzcy can be
achicved in pliciog cventz which oecurred
outride of Imgecial peesences, where little or no
corroporstion. wxists. Some scopdiy events
whith schie o the acorritiss of Abaddoa are

incloded, to plice the movemens of Plaaez

Killer into confesi.

MAJOR SOURCES:

+ Interrogation of captuved Repegades of the

- Bureaw of Stellis erstagraphiy.
Mundi;

- Lord Milsasvis, ¥mpesis! Neval Adiarhe,
Port Maw:
« Numerons intervicws of lopesial pesonnel
eye witnesses, inclitding Navv, Tmpesisi
Guard and Flisatsry Defenee
« Orbital chroanfogictic i b
- Ships' logs of fmpecisl Mawa} veseels

78 M40 - Abeddon everthrews Lond Tekues
of the rcm:gad: Forge World of Bafi IV. The
fraitor teck-prinats swesr aliegizaes w0 Abaddse
sod retucn with him fo the Eye of Yesror.
cI82M4S - 'i’”‘xc. iech-aeizers  begis
cogstruction of 2 mawsive steliue veseed within
the Eyc of Teror. vsng (im socarved by
Abaddon’s forces from the fado world of
Lanamorgatein.

cINMAE - Abaddes’s advivor, Zamaphiston.
leads Abuddes 0 e Demes world of
Spawndeath Abeddos returor and wigzs she
fech-peiests ¥o fncerse sheir efferia o somploin
constrection of the Pianee Kifler

cO00-LI505 - Almddos’s sgents amd forees
scarch for romones which will .::ui to the
locatioa of encient artelscts bnown as the Hand

of Daghuess and ithe Eye of Night Aomlr!m
ord:rs hip forses to capauee these it ot ofi
cogte,

Progimas

1614304l - Whilst consivuction costinues
apace on the Planct Killee, Absddos awnits the
secavery of the fems e secks

139M4] - Zspaghistor's visiors shiow bim the
Arx Gap, 2 siekie voute oui of the Eye of
Terror cm.h bypasses the vy a,:;c.wd..d
Cadize Tate, Abeddon soeds a mymax fieet $¢
destroy the Imperizl monitoring wation on Arx

cI39.M41 ~ The Phoet Killer is compleicd 20d
3 massive cffert beging to fiad cnough crew 1o
man it Zaaphisios binds swveral dsemons to
the huge vessel, gfeiﬂv reducing the manpowes
needed to rea i, As wasp storms begin 1o
engulf the Gothic Sccior, Akaddos commands
his subservient Warmasters to attsck.

c40M4i -Abaddon lesves the Eye of Terror
thvongh the sow-clesr Arx Cap, ordering the
tesfi-priests 2o follow onee the Planet Killer js
aparational.

143M4 ~ Abaddoa caters she Cothic socton,
vsing the Haed of Dhckoess o copivee dhe
Blackstose Forizess st Rebo V. He then makes
a rendezvous with the Planet Kiliee and tskeg
it as his flagship. His first target is thie woeld
of Ssmwsn, populated by mewbes of e
Eechusisscly, Carding! Klein orders the Lopesial
Communder v wivs: Abaddon’s demand for
vuconditionsl smemader. Abaddon eees Swvivea
a9 4 toiad for the Planet Kiflee, destroying the
plast v less shen so howr vod kilitag fouricen
Silitng people

Lo

:f,!.-.n wrives 28 Savicur,
hm.d; sl

commantler of .Mvn. 2 i‘u-.; m-‘l:. dwac ::s,t t©
agres. the it of eloves billicz people are
2t siake,

14
144

A4 - The Comenn
gia nmml rorgives

aG 'r?‘wmp. fo cagEuee
| communisations are Sost
whih '?mu g2 m",ﬂl',r abteronnds, A patvol vessel
porss that the edenors of Priesg wm no
Songar be confismed.

HAMAL - Absdden salue
Fulizis, where Blackstons I orbive Trdaris 7L
Whils ¢he coprored Bixhsiope  Foriresasa
dstiey Fulois 1L Abeddon aess the Pleaes
Eiler ssd #e ottendast fleet o shaties
hosilcgrons Melin which protects the eyeica,
r..cf.mrnsm che Ploes Kifler ‘9-'%0% ihe
scond mioon of Fularis 111, long swepected of
cing the laie of an Edder pireie band

ihe Ploss Miller

6041 - The Phioet Killer is spotted moviag
iowards Stwaniver in Bhein Morr, Sivaeivay fias
beer blockaded for two yesrs, but silf mafeses
w sucrender. Commusicstions are fost with
Seniver, a0 favestigetiog fect discovers much
of the live world devestatsd by meseors coested
By the dastruction of sif shree of i moons,

M7MAL - Ao Bmgerial getrod Sotills socouazens
she Piansg Kiler 29 2 fosves waspepace, catering
the Comis wstem. They asiack edintely
before the rest of Abaddos’s flect eam svvive.
Alser covelng coasiderable damage. e Impozial
fleet is f.‘ﬂﬁ?v drivin off by the Planet Killer's
) Abaddorr  lome  wde
Conin Vi wnd uke over its mives. Loyaiist

eills l--affte;r fepors  that coesidensbic
smovats of ik coymial sre shipped jate
oibit, where the Phse Kiliee 8 siationed
Teikali cowmtal f8 emsindy wred s the spii-
magachie coniaiument Uelde of warp geaeeators
and plsms seaciors.

P i I R P e R R S e e e e e e e e T e

MEMA - Abaddon jsvedes Drakuly ewvtem
aad zasleves the vwo miiflicn inhabitanis of the
systee’s wais piseet, ao agsi-worid, & e widely
Befieved ot maey of thews ead g 28 sacsifices
for Zarsphizton’s magics. the wmaindiy being
foseed inte sereice 28 frews on the Pl
Killer sad other vessels,

ISM4) - Zaeaphiston predizin thut the vagp
womms wilh gmi soon. Absddos quickly moves
bin Jeet ot of Dieshuls and mests with the
Blackstoze Fortresses, News zeaches Abaddon
of ielaforcemests gethesing i the Tamahl
Sector. mady to cometer-aitsck thromgh the
Tarestis wmp point. e seads the Blackstone
Foriesses 10 dm’.ny the Tarantis star and
therehy proveet spsmics from using the jump
poit, whils be tkes the Plaet Killer to
acighbooriag Fowtis Ulsleg the power of ihe
Planey Killer, Aboddoa eradicazes i&.ﬂ Adegens
Aoten Telepathica Dacility i Pociias axteroid
belt, cmtviag off the mmfmﬁa. feacon shas
would have .M!peu any »zzpe:,m} sbipa dseing in
mmp through the warp storms

BLM4 - Absddon eaves the Planct Killer
apder the commend of Warmaster Malefics
Ackbaen aod tesvels with the Blackstone
Forteeeses 1o S;.M:gcist to attack Blacksionc
V. The Pliser Killer is despasched o artack

Asimasphs a3 s diversion, Abeddon s defeased
# Schindlegein, but the Plaset Killee suceseds
in demvoying two of the five pliei tha mebe
Gp the Avimuspio systom,

40 - Molelica Ackhem, havisy hees
sbaadopzd by Absddon, iries 1o wse the laee
Kilizr 20 carve 20 empire of his owe. The
woild of Goppscessh in the Qeiniox Sound
sweats soversignty fo hiv rele, bus, o3 e moves
the Plagst Kiler t0 Khados I Askham is
discovered by Omega squadson, freshly asvived
from outede the Gothic Swucicr. With no
veasels 3¢ amppeye him, Askham siill decides to
aiteck, By the Plasst Killer is oweutmally
desteaved b;r the contiggors iorprde fusillde
of the four Lussr clase cruisers

LaMd - An cxpedition 5 fusched by
Taguizitor Homi to resover the hull of the
Popa Killer for aedy by ihe Adepims
Mevhsuicns, No irzce of it con e fovsd. sad
there age worrvieg rumoves of : Bisck Zegios
vense! heing sighted in the vicieity,

The shumzie desimction of the Ploos Killer
cannci Be confiemed, yoi in the yeaws siace the
Cothic War there have baee se coofirmed
sightings of it cither, Whither this devertatisg
wapon o still a0 Abuddes’s disposel 1 B
iapessiblc fo cocivsively say 2t shis poiar. X
i e still operations), thcw she fmperiom mry
once sgaiz shudder belore fis vwnsome mighe

REPORT ENDS
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Appendices to Report of the Scribe Historicus |
Part the Second: Technical Data '

All Technical Details that are Known or can be Deduced from Close Range .
Obscrvation of the Renegade Vessel Known as the Planet Killer' \

Compiler Athrix Heremongh, assisted by Magos Technologis Ginaf Chero.

A

' Unidentified Structure o a |
ol Peasibly m cxtrr-sputind pickup device of sarts, Some have bypothosined that thet are i
] simply commmaications snd/or semsory atrays, in which case their configentios &
such that isterferesce from the warp core would makr them all bot meciem

Macro-Projectile Weapons Systems

Hﬁhuwﬂ:@ﬂ:&ﬁﬁqhﬁnﬂha
[ wwﬂ&ﬂ&nﬁruﬂdimhamoﬁ
1 ﬂ-mmiﬁu‘ d oo other racgade vessels

‘Execratior P&mﬂ

Tri-diotic Lscr Armay Torpedo Tabes
This weapon syeten fus been in Usssmally cosfigared 1o allow 3 wider arc of
conting woe since mid MZ3, althongh busch thes i standard o our own wesscls
'8 & caratly clessified Perdite by These arc capable of lmaching 2 torpedo spread

Armageddon Gun Projection Barrels Vestral Stabilisation and

!

c'
.

'\ Thess clemests arc unique to this vessel and we are a3 yof 50 . .
| dhoser 1o fully wadcrstanding the manecr of their operstioa. That Trans-Etheric Relay
they are capeble of focussing and projecting aa cacrgy baam of LT“"“:‘_‘“?_'?""!;‘P@;
| B ¥ T L s
h-n:pm-bqudduh}hmﬁ:qycdmu o s i cmiat wilh e bt smten ok ot

plved 2d cxacely where it i gescrated remain 3 mystery, The =

B for the lager i of the | barrel i couall Tﬂmu?gu-'iﬂ:&nuhqu-nlh
e a isty. Maay hypotheses have bees pes forward iscorposated faty thee strectars

bt poe: bor up o close scrutiny or sustained logic.

kst W
oiid, Vb

Unideatificd Struocture

Note Regarding External Dimensions Postalued functions inclade tertnry warp-core phasing acesleszsor @z
; y 80 relisble assay has beea made of the ﬂ_ud_'wh&mwﬂr:m
¥emels gize, jut it is withost doubt significantly Lrger Certuinly no identifisble system ca s apble gesetiog
'h,'“'hﬂ!nﬁi;;m&puh\rmddnm”l the phesomenal levels of cocrgy which the weapos mwet coquire.
.'Mm&pkmubﬁghmd“
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ABADDON THE DESPOILER

Scourge of the Gothic Sector

Alf)addon is known to be the driving
orce behind the Black Crusade
which - ravaged the Gothic Sector
between 142.M41 and 160.M41. What
means he used to bring together the
fleets of so many different Chaos lords
and warmasters is unknown, but even
his unholy gift of leadership must have
been stretched to the full coordinating
the attacks of such an anarchic coalition.
Abaddon’s own warfleet was the most

1 in the sector and one of the last
to be defeated. This was in no small part
due to the awesome power of the Planet
Killer at his command, to say nothing of
the Blackstone Fortresses he succeeded
in corrupting to the service of the
Dark Gods.

Abaddon was once a Space Marine, a
captain of the Lunar Wolves’ 1st
Company during the Great Crusade,
over 10,000 years ago, conquering
distant stars in the name of the Emperor.
The Lunar Wolves battled across
uncounted worlds to free them from
alien tyranny or the taint of Chaos, and
Abaddon was ever at the fore. But at the
time of the Great Heresy, Abaddon chose
to betray the Emperor and join with the
forces of his Primarch, the Warmaster
Horus, in his attack on Earth. Upon
Horus’ defeat, Abaddon rallied the

...And lo the beast issued forth to assail the righteous and cast down their works. Though the beast stood clotheq n
buman form, no flesh could conceal the corruption of bis damned soul, and the foul denizens of the outer dary
Jlocked to bis banner. The righteous cried out for retribution, but the beast would not be laid low. The name of the
beast became a curse upon the lips of the righteous, and that curse was Abaddon.

Orations of Saint Josephus, apocalypt of Savayg,

remnants of the hordes which had
fought on Earth and fled to the Eye of
Terror, where the powers of Chaos
welcomed him as their champion.

For ten millennia Abaddon has
continued to harry the Imperium at
every opportunity, raining fire and
destruction on the empire of Mankind
that he helped to build. The Gothic War
is one of the most recent of his terrible
works, but his history of bloodshed
extends as far back as the Imperium
itself During the Gothic War, Abaddon
took personal command of the Planet
Killer in many engagements, although he
escaped its destruction at Kharlos 1L

ABADDON AS
FLEET COMMANDER

Abaddon can be chosen to act as fleet
commander in any game in which the
Chaos fleet is worth 1,000 points or
more. You may not place a Chaos Lord
on the same ship as Abaddon (you don’t
get to be a Chaos Lord by spending lots
of time near a bloody-tempered
maniac!). He has the following
characteristics:

Leadership: 10
Abaddon is an exceptional commander
in all respects. His crew and fleet live in

mortal terror of arousing his anger gy,
perform at peak efficiency when be |\
aboard. He is also aided by y,
Dpropbecies of the Sorcerer Zarapbistoy,

Re-rolls: 1 per turn.

Abaddon’s fleet is allowed to re-roll ; i
single Command check or Leadershyy
test each turn.

Abaddon’s awesome reputation gy
dogged determination ensure there gy,
seldom any failures in the chain of
command. When there are, b
consequences are likely to be dire.

Special Rules

Boarding Actions: Abaddon
accompanied by his company of Blac:
Legion Traitor Marines aboard the ship
he is commanding. This, combined wit),
his own abilities, means the ship doubles
its value in boarding actions and gains an
extra +1 Boarding modifier.

Hit-and-Run Attacks: Abaddon wil
have his own ship sealed tight agains
hit-and-run raiders (he knows every trick
in the book). Therefore, hit-and-run
raids deduct -1 from their dice roll
against Abaddon’s ship. If Abaddon’y
vessel makes any hit-and-run telepost
attacks, add +1 to the dice roll for the
attack as it will be undertaken by elite

o
== . oL

o

he envoy stood in front of the ormate throne,
visibly shaking with terror.

! “Re... regrettably, Imperial Commander Lorcus has

| instructed me to mform you that your demands for
the surrender of the Imperial world of Savaven
cantiot be considered,” the envoy said, his voice

| quavering with fear. “This world is the sovereign

' domain of the almighty Emperor of Mankind,
biessed may He be in His benevolence”

“The Emperor of Mankind?” Abaddon growled,

leaning forward in his skull-encrusted throse to

| glacc at the eovoy. “Soom, I will be the new
| WEmperor of the galaxy. That weakling fool on Terra
- will be no match for me whea the full power of

o Chios sofuses me Even Horus will pae m

<. comparsson to my might 1 shall be a living god!”

0 2 e A e 1 L R e

moment, decp in thought, or perhaps communing
with some unseen cntsty. His eyes snapped opened
again and 3 fierce light burncd in them,

“You darc to resist me? Abaddon stormed,
stepping ot of the throne, hus bulky Terminator
armour grinding loudly “I will crush you for this
impudence! I will scc the stars extinguished with
the blood of your kind"”

With 2 bestial roar, Abaddon smashed his right
hand into the cavoy's chest, the Talon of Horus
ripping through flesh and bone with a splintering
noise. With 2 sparl, the Warmaster closed his fist
and wrenched his hand out Turning to Zaraphiston,
the Sorcerer of Tzcentch, Abaddon held up the
envoy's heart, blood running down his arm and
dripping onto his face and chest.

v

“Power up il main weapon 1 will destroy Savaves i
for her impudeace. I shall send a message of terret B
to 2 hundred worlds!” declared the Warmaster, hi &

cyes staring madly at the Sorceser.

With 2 gesture Zasaphiston sent renegade tech B
pricsts scuttling arousd the bridge The deck begit
1o throb as the mghty battleship's cugines pushed
the huge vessel into orbit, while the whne ol
power building up reverberated off the bulkheds
For several minutes the gigantic starship forged
through the void towards the Tmperial phioct
About the world were several orbiting stations, 10
3 Abaddon's flagship approached, the defences B8
opened fire. Missiles streaked across the cther only

1o be oblterated by fictce volleys from the dozeos B

of turrets studding the ship's hull Orbital defencs B
Lisers opened fire, most of their epergy beamé B

scaftering harmlessly off the powerful protectift ‘l




baddon §
uty of Blag!
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mbined wit
ship doubls
and gainsay

baddon wil
ight againg
’s every trick
hit-and-rug
ir dice roll
Abaddon'§
un telepan
roll for the
ken by elite

! _ oion Terminators. Boarding

plack d:;zsg : and assault boats from

1w0rPe s ship will be manned by more

S dane minions and do not receive

'-;;nmodiﬁer.

wyou bave failed me for the
fdme...”

mtd don the Despoiler does not tolerate

many of his followers have
wmc,::i to t_h’;u' cost. If Abaddon’s re-
il is ﬁsed for a Command check or
» adership test on another ship or
umdmn and the test is failed a second
" he will become angry — very, very
| In the Chaos shooting phase
Won will direct at least half the
lable firepower and lance strength of
ship he is commanding against
ihe weaklings who have failed him
(assuming the worthless scum are within
! and fire arc). Resolve the attack as
ormal, just as if Abaddon’s vessel were
an enemy.
The victims of his wrath (assuming they
sunvive) will be suitably chastised and
gain 4 +1 Leadership increase for the
remainder of the game. The Leadership
ponus will only take effect once (after
that the crews are working as hard as
ey canl). If the object of Abaddon’s
wrath is not in range and/or fire arc he
will leave them to their fate — Abaddon’s
re-rolls may no longer be used on it. This
means that no further Commander re-
rolls may be used on the ship or
squadron unless it is carrying its own
{haos Lord with a Mark of Tzeentch.

Should this dreadful failure occur on
Abaddon's own ship, it will lose one
damage point as the Black Legion
massacre those who failed him. No
Leadership increase is gained.

ABADDON THE DESPOILER,
WARMASTER OF CHAOS

destroy Saw

shilds of he battleship, the few hits that managed

essage of teme i 0 penctrate barely leaving 2 mark on the massively

‘Warmaster, B

dmourcd hull
- A few beavily armed defence monitors clumsily

senegade teck & MAs0cuvied into position to attack the approaching
[he deck begu @ ¥8¢k but, ss the Chaos ship closed the range, it
cngines pushdd fE0med fire A fusiflade of destruction lit up space
the whine @@ 8 1he Planet Killer's batterics targeted the defence
the bulkhedt b SMpS smishing them aside in 2 few deadly salvoes
starship forgd | WIpedoss roared from the battleship's dozens of
mperial plis 8 1806 emupting across the surface of a defence
1g stations, wil  M6on i blosoms of fiery destruction, the

the defesc b reckige tumbling out of orbit to burn up in the

the ether oBlf
om the dozet
Orhital defest
coergy bead

rful protesti®

r 2 ; :
* I;m‘lhmg within range Even as 1t entered fow

“Mmiphere of Savaven  Still the bartleship
| So8tibued  ris  rlentless advance, the ravemisg

of [ances slicing through orbital docks.
¢ plasma drivers and fusion cansons obliteratcd

the  gigantic vessel  continued  its

bombardment, its powerful weapons strikiag against )

erupted, the massive release of enesgy thrusting the

—

F

——

bukers  and  missile  silos  on the
planet’s surface, feaving palls of smoke dozens
of kilometres long drifting across Savaves's
night sky.

An aura of encrgy built up around the core of the
ship, a storm of lightning arced from the edges of
the aperture until, with a blinding flash that
eclipsed the light of Savaven's star, the Planct
Killer fired A storm of destruction struck Savaven,
it's atmosphere began to  boil away, the
immessurably powerful beam boring through its
crust causing carthquakes and tidal waves to sweep
across the Cardinal world’s surfacc The e caps
began to mcht and chains of dormant volcanoes
erupted across the globe. vaporising the seas and
sending scorching steam billowing into the thin air.
With a continent-sized detonation, the planet’s corc

'.-‘pkw o, of ;bit and sending it

e
spinping wildly
off its axis With a final death-spism Savaven
disintegrated into a billion shards of molten rock,
which spread across the heavess like glowing dust

Zaraphiston laughed out loud s he Jooked at the

twinkling remains of Savives on the hololithic

projector.

“sp’t that beastdal?” he crowed, turntag to look

at Abaddon beside him

"It is yust.the boginaing,” the Warmaster replied "1

shall writc my mamc across the stars with the

blood of my cneosics Death cries beyoad couating .
shall sing a hyma of doom to herald my divine

ascension




PLANET KILLER RULES

THE ARMAGEDDON GUN

The Armageddon Gun may not be fired if
the ship has been crippled or is on Burn
Retros, All Abead Full or Brace For
IPmpact special orders. The Armageddon
Gun can only be fired directly ahead of
the ship. To fire the Armageddon Gun,
place the Nova Cannon template so that
it is touching the Planet Killer’s stem
then move it directly ahead 90cm. If the
hole in the centre of the template passes
over a ship's base (friend or foel), that
ship suffers D6 automatic hits. If any
other part of the Nova Cannon marker
moves over a ship’s base then the ship
suffers one automatic hit. Hits take down
shields exactly as normal. Ordnance
touched by the template is destroyed.
Once the Armageddon Gun has fired, it
must build up another charge of energy
and you must use Reload Ordnance
orders before it can fire again. If you roll
a double 6 for a Reload Ordnance check,
then the Armageddon Gun has
disastrously malfunctioned, inflicting a
critical hit on the Planet Killer and
rendering the Armageddon Gun useless
for the rest of the battle. On a roll of any
other double, the Armageddon Gun can
be fired once more before it must be
shut down to prevent overloading. Note
that as the Planet Killer also has
torpedoes, it is possible that you will
need to use Reload Ordnance orders for
these at the same time as for the
Armageddon Gun. In this case, only
make one Command check but apply the
roll equally to both weapons systems (eg
if you roll a double six, then the Planet
Killer suffers an automatic critical and
will also be out of torpedoes for the
remainder of the game).

FIRING THE ARMAGEDDON GUN _

A - g
Manstrou

[mperious

The Planet Killer in Exterminatus
The Planet Killer, as its unsubtle name
suggests, is designed to attack worlds,
This makes it particularly appropriate for
the Exterminatus scenario. If the Chaos
fleet is attacking, it can include the
Planet Killer instead of using modified
exterminators or a Blackstone Fortress.
The Planet Killer does not lose any of its
weapons for being an exterminator, but
if the Armageddon Gun cannot be used
for any reason then it can no longer act
as an exterminator and the Chaos player
loses the battle automatically.

INCLUDING THE
PLANET KILLER IN
OTHER BATTLES

Below is an additional entry to the Chaos
incursion fleet list so that you can use
the Planet Killer in your Battlefleet
Gothic games. However, the Planet Killer
isn’t particularly suited to general fleet
engagements and is much more

appropriate for special scenarios or
certain types of games. In fact, the Planet
Killer is very likely to be the whole
reason for a battle. For example, you

fron Duke

could play Scenario three: The Raiders, J
with the Chaos fleet defending the Plane; ©
Killer. Instead of the normal victog
conditions, the attacking player mus
cripple or destroy the Planet Killer

Another variation on the ‘destroy the
Planet Killer’ scenario is to use Surprise
Attack. Rather than orbiting a world, the
defending Chaos fleet is stationed
around the Planet Killer (perhaps it is
undergoing repairs or something
similar). The defender does not have to
pay any points for the Planet Killer, but it
starts the battle on standby like the other
defending vessels. The attackers must
cripple the Planet Killer to win.

Similarly, you could fight a Convoy
scenario, with the Planet Killer counting
as eight transports. The Planet Killer's
unwieldy size will make it difficult to
manoeuvre in the dense celestial
phenomena, offsetting its far greate:
offensive capabilities. If the Planet Killer
moves off the opposite table edgs
undamaged then the Chaos player wins
If it is crippled before it escapes it is 4
marginal attacker win and if 1t 1
destroyed the attacker gains a major win,
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to manoeuvre and so cannot use the Come -
Raid cw Heading special orders. B - =
':‘,‘ N o - ~ - . q : ,
) 5 P OV O s 0 ‘.
ML el 2 cd = "
e flag p of Abaddo ) 1 L
ko d o o 0 W3 \
0 - 3
1A DO cl
o ‘.A d oyed by B rroup Omeg : \\
cl O b \
- ; P s ./ =, N\
t Kharlo ouzh - z N
3 ; . : : / \\.' .
{ nation of th L A o f . b
b d f = =
; v :
|
| |
O «
! D) O O AQ
i g S O D ) A DER AT A ’
f Spcak not to me of Abaddon,
< blackest of hearts. basest of i & asgaaa SRl o Aty O 000 po { 4 4
o ; 7 e 7 7 7 719 7 Plai
fiends. Who clsc amongst the hosts , 3 s
3 '.' of the traitors embraced Damnation | P
with such'a fierce glee?” DACAO d 10 95 p
p D5 p
~ Auributed to Roboute Guilliman, ADaado O Ol p
AjOT Wil Primarch of the Ultramarines Qo p C d

L And furthermore it is our conclusion
that such a machine therefore does
not exist and any personnel claiming to
have seen it are deluded. ;
It has been proven.to a hngh degree of
probablltty that the destruction of Kharlos
Il 1s wholly thc result of coincidental
seismic activity.”

« From the conclusxons of the prtllmmary
report on the destruction of Kharlos II by the
Imperial Commissioner for Moral Truth




WARMAMMER’
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mhc craftworld-dwelling Eldar are the last survivars
a race that once ruled the universe. Now the Eld,
battle against the lesser races of the galaxy, even res ting
to piracy in their fight to avoid extinction.

i
— e Ty S -

ELDAR FALCON GRAV TANK
AUs$59.95 Nz$64.95

ELDAR WRAITHLORD JETBIKE WITH SHURIKEN ¥
. CANNON Aus$22.95 Nz$24.95 .

AUS$39.95 Nz$44.95

ELDAR GUARDIAN SQUAD aus$34.95 nz$39.95

Eldar Guardian Squad contains: 16 plastic Eldar Guardians

ELDAR VYPER JETBIKE ELDAR WAR WALKER ELDAR AVATAR
Aus$39.95 nz$44.95 AUs$39.95 nNz$44.95 Aus$39.95 Nz$44.95

+ Eldar armoury - available now!

Eldar models designed by Jes. G.oddywn. Guardians designed by Jes Goodwin and Mike McVey.
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Well met, warrior, and
welcome 1o the third
issue of Town Cryer!
While you were gonc,
1 completed my trip
beyond the sea fo
preach the true word
of Sigmar to the
strange folk who live
in the continent called
the ‘New World' 1
will detail my
horrifying expericnces
and the weird and
unfathomable folk
which inhabit that
land in later issues.

Meanwhile. this
edition of Town Cryer
brings you a treatise
on the little known
Sigmarite Sisterhood.
It also includes the
very latest offerings
from the wares of the
Merchants’ Guild, for
well funded warbands
such as the ncwly
arrived Maricoburgers.
But that's not all The
Witch Hunters have
dragged into the
daylight the Possessed
warband of Magister
Coronarius, and those
with pure spirit can

marvel and gasp in
horror at the dark
splendour of the
Possessed (rumour has
it that the masked
leader of this warband
is in fact the
Burgermeister Paulus
the Fat). Nigelius.
chief architect of
Albion, will also give
you hints and tips on
the construction and
painting of ruined
buildings:

Finally, Id like to
answer a couple of
queries about the
fanciful and bizarre
game known as
‘Mordheim'. 1 have
noticed there are two
different values given
for the number of
marksmen a Mercenary
warband can have in
its ranks, In fact they
can have up to seven.
Also; there seems to
be some confusion
concerning whether
you arc allowed to
roll an extra dice
during the
exploration

phase if you

win the batle The
answer is that the
reward for winning a
battle is indeced onc
extra dice when trying
to locate wyrdstone
and rare items; The
seribes responsible for
the mistakes are being
soundly flogged. 1
have found this
improves their efforts
immenscly.

Should you have any
comments of
contributions, Town
Cryer welcomes your
submissions and
queries. Write to the
following address:

Town Cryer,
Games Workshop.
Willow Lane,
Lenton,
Nottingham.
NG7 2WS.

See you in
thirty. nights.

AT

il

Tl
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BEFORE THE COMET 4
The city of Mordheim before the
great cataclysm.

SISTERS OF MERCY 6
Out this month are the tough Sisters
of Sigmar. These deadly warriors have
sworn to clear Mordheim of the
deadly wyrdstone and save humanity
from itself.

DARK BROTHERHOOD 8
Paul Sawyer played throughout the
development of Mordheim using
this specially converted Possessed
warband. :
OPULENT GOODS 14
Tuomas Pirinen, with help from Tim
Huckelbery. gives details of some
extravagant items with which to equip

| your Mordheim warbands. N
; P
NEW IN TOWN 1)
Reinforcements arrive this month for A

the Skaven: The massive Rat Ogre and
the deadly Veskit will give any Skaven
warband the edge in hand-to-hand
combat. Also out is the deadly assassin
Johann the Knife.

MORDHEIM ARCHITECTURE 16
In our second installment of Mordheim
Architecture, Nigel Stillman explains just
how easy it can be to make your own
ruined buildings for your batles in the
City of the Damned.

)

CITY OF GOLD 22
J Marienburg is the richest of all the

® .. Cities in the Empire. During the game'’s
® o 0 development, Jim Butler led the
Marienburgers to many victories. Here
he discusses how to make the
most of your money when starting a
new warband.
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P Before the Comet

From the travels of Johann Munz

.the first thing I saw was the ancicnt and imposing city will of Mordheim
with its seventy-seven towers that are visible for miles around.

For a thousand years the city of Mordheim has stood on the banks of the River Stir.
My books tell me that the city was founded by the Knights of the Raven Order.
who conquered the arca from the Goblins and seitled the glades of Ostermark.
There, on the banks of the River Stir they built their stronghold and
named it Mordheim, in memory of the heroic sacrifice of Count Gotthard Angelos
who gave his life fighting against the Goblins of the surrounding forests,

I ’- From ancient times the city has been the capital of Ostermark and ruled by the von
‘ ) Steinhardt family. The ficlds and pastures of the peasants and the Count himself surround
(T Mordheim, along with several small villages. Around the ficlds, on all sides. stretches the t
"i’ & seemingly endless forest. Only the mighty River Stir breaks the impenctrable wall of trees as 2
{ i 4 it slowly and ponderously flows toward the heartlands of the Empire. The barges of the
g ri{:“w burghermeisters navigate the river, moving passengers and merchandise along it.

All manner of travellers come to Mordheim: Dwarfs from the mountains,
Kislevite trappers sclling their wares, smiths from Bechafen, hunters from Ostland and
lumberjacks from the surrounding forests, they all come here to trade and rest.
Now and then caravans from the far cast cross the Peak Pass guarded by Karak Kadrin;
these travellers from the lands of Cathay bring exotic wares of the ecast such as
spice and silk, and never fail to attract attention.

From the docks of Mordheim much merchandise is loaded on river barges and sent
to Nuln, Altdorf and beyond: lumber from the forests, gemstones and ore from
the mountain mincs, jewellery, armour and weapons forged by the

Dwarfs of Karak Kadrin, all these and more make Mordheim a rich trading city.

But Mordheim 1s more than a centre of trade in the castern Empire, for it is a city deeply
imbued in tradition and worship. Temples of Sigmar, Ulric, Morr and many other gods are
located here, but the Temple of Sigmar’s Rock, the home of the Sisterhood of Sigmar's
Mercy is the most famous of them all. Tt stands on a huge cliff in the middle of the River
Stir, and its glittering gold cupola is said to be onc of the wonders of the world.

All over the city, monuments and centres of trade and learning can be seen: the
Great Library of Mordheim attracts the finest minds of the eastern Empire

2% }‘ to study at the feet of the learned priests of Sigmar.
e The Merchants’ Quarter, known as the district of the Flying Horse. is a place
? buzzing with business as traders from all over the castern Empire rub
4 J shoulders with Dwarf smiths and merchants of Araby. '-]
y | i All in all. few cities in the Empire are comparable to Mordheim,
the guardian of the Eastern Provinces, the jewel of Ostermark.
; /) {'r;'-;-l_—%"'-
.'* ; {"_ Tow
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Mordheim has been in and around the Studio for some time now, apg 1
at every stage of its development there has been one warband that by,
- dealt death and misery to all who dared to enter the Studio campaigy .
% Paul Sawyer’s Possessed warband, the Brotherhood of the Dark Moon..,

Mordheim, City of the
" Damned - from its very
conception I was hooked.
b= The chance to take a small
. band of gallant (read greedy)
., individuals into a' desolated
city set in the Old World was
too much to resist — I had to
be involved!

Secisions, ecisions. ..
i The first step was to decide
¢ which warband to play. This
% was easy — I would raise a
ki warband in honour of the dark
i' _ gods of Chaos. The Possessed it
L  would be then. The only
problem was that as we
were only at the
playtesting  stage
there were no
models available.
Obviously 1 was
i in for some

serious converting (hurrah!) and so with the Citagg
Miniatures Annual tucked under my arm, I set off for th,
farthest reaches of the Mail Order Troll pits.

Gtarting at the top

The one model I had to have was the Magister and as he woulg
be the leader I wanted him to be really ostentatious ~ th¢
normally insidious cultists are unafraid of showing their face;
on the streets of Mordheim where the rule of the sword is the
only law. I finally settled on the Chaos Sorcerer, Ahriman, from
our Warhammer 40,000 range. A quick head-swap with a bacl
catalogue Chaos Sorcerer, the addition of a suitably brutal-
looking mace and Lord Coronarius von Redig was ready to
raise his warband.

T Be power Hefind the (Brone
The real power in the Brotherhood are the two Possessed
themselves, Gh’eelann and Panh’zzz. These monsters were the
two I enjoyed converting the most. Panh’zzz is based on a back
catalogue Nurgle Champion. I added a snake as one of its arms
and the other arm is made from the arm of an Ork Nob,
Slaaneshi Fiend claw and spikes from Chaos Warrior helmets.

Gh’eelann, the other fiend, was simply a matter of taking a
Pink Horror and a back catalogue Beastman and cutting them
in half vertically. I then pinned them together leaving plenty of
space between the two halves — I'd be using modelling putty
to give the impression of the monster trying to rip itself apart.
Once this was dry I added a tentacle from a Chaos Spawn, an
arm from an Ork Nob and even a leering face at the back of the
conversion. This pair of Daemon-ridden killing machines was
now ready to make Mordheim their new home.

TBe nightmare begins
I finally settled on basing my Brethren on Necromundi
Cawdor gangers, as they have an ostensibly medieval feel 0
them despite their weaponry. The cowls and masks, along with
the hangman’s noose, fitted my purposes perfectly and
although I'd need to remove their high tech weaponry and
replace it with something more suitable, I was more than
happy that I now had everything I needed.

, Do you know where the name of

1 Paul’s Magister came from? Drop

mompet‘uon' your name and address along with

your answer on a postcard to the

address below, and the first five drawn out of the hat on the

closing date, 17th December 1999, will be sent a copy of the
new Possessed boxed set! Send your answer to:

White Dwarf Magister competition,
Games Worksbop Oz, PO Box 576
Ingleburn NSW 1890 Australia




A e | T T e i e s T e i W)
3 1 e e _ —%vr.wrt. — il

. s | b !
bt 1 ) A

L@
5 ] T
- ) ’ oS
~ { | L o L L
e -

4 Jer 4 & iy
: AP...;.'\V@« ”m — ..%. . - :

Ty
=
2
-

)

o TS

8 YEE g

R A o

\
™)
S \S
() S
] N S
| N
o Q l
! C O
L (=
w A
1 v
3 R 8
) Q
i a N
a) S
._ ) N
4 R S
R Q
<)
S
N S 3
Q ) &
X
SRS
~ L &
‘ : 5 c = = = o =) 2
= - - O/ o = = s = " Q >
iy &0 S ~ = 2 & 95 a, 8 = P QR
- = = 5 - > (o 3]
5 g o) Q¢ T o0 B RS
A q
- & B o S
&S - O = ) ®) A o) - o < ) 8 a - 5 =
= g (> & -} (- ah 2 S
= 3 = = S

b=




S

——  —-

O
Ct O
O o
oe
2. (
Y
O
d D
V acad
oANeEe
PO
D -

Gl 1'-&f'l?ﬁiié_‘.t“'f'1 R

o2




GatBering the faithfuf T i
- _ 5€tt€ﬁman _

nposing the warband was easy:

to have a Magister.

.l.had
e g

f
_ ally wanted to have two Possessed because at [ TREASURY. WARBAND RATING: MRS
tesy of the i ;Oregold crowns it would be hard to afford hiring { ;"“‘ om0 Tond cxperiencs g0 | PR
from bry, them later in the campaign. , redine kv W :enzm_x 5 f
. ting: "
, | wanted as many henchmen as I could afford to ! ; | —
SPearshy, 'push up the numbers of models I had to lose NAME THE BLOOD MACES POUIPMERT
E-;le(d. The before having to take those dreaded Rout tests. NUMBER 2 | TYPE _ Brthven o piat T
and

Te 3 cin:: : _etled on tWO groups of Brethren; a trio armed with ;'
OWS, Wer, | gpedrs SO that they’'d go first in close combat when | = = || CONOOSCEGOCCGO0D G a1

with , © charged @it d.oesr’1’t matter hoYv well equipped your NAME _THE BLOOD ARROWS ~ Trauevant A7

= onent is if he’s lying bleeding at your feet before NUMBER 3 [ 1Y'E  Brthen | SPECIAL RULES %

ol Il’t gets 10 attack!), and a second group of two - !
s arkswmld " ihren armed with maces and bows, who would <4 I
bowsoul-_. e providing long range fire support as the rest of COUDOT OO0 5L G apmie

angl -

an’t bring EQUIPMENT SPECIAL RULES

Snto the vuins...

with the warband picked (see the rosters to the
t) I needed to think about tactics, and mine are
L eally very simple — I'd hug any available cover and
Jeep out of the enemy’s firing line. In addition, I
would keep my Magister safe and preferably
supported by the Brethren. The Possessed are
hard enough to send off as a pair to administer

4 swift kicking to any enemy groups which are
oo close or isolated.
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After a few games I wanted to add a group of SKILLS. INJURIES, FTC
‘Beastmen because of their Toughness of 4 and Landr - Mok b 107 15
wo Wounds. I'd also be adding more Brethren
\with missile weapons and a couple of Mutants to

Jhelp out with the exploration part of the game.

| must go now because Panh’zzz and Gh’eelann
are getting restless. I think they smell their next
‘meal — Sigmarites...
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1l extract from A As a warband gains experience and wealth iy
El | “The Fabulous the City of the Damned it will naturally acquire raye
| ' Cootle Available equipment and artifacts. A veteran warband will bave g
! ; _ manner of equipment, from expensive clothes to opule;

Ex ploring | Mordbeim. Tuomas Pirinen, with belp from Tim Huckelbery, gives
' the City ) details of some of the more extravagant items for you to add to the
- of ihe } existing chart on page 146 of the Mordbeim rulebook.
| : -

i oy

: to Warbands coaches in which to get around the surrounding settlements of
Damned.” ¢ & Banner 10 gc Rare 5 Toughened Leathers 5 gc Common
! Y : i Many more established Expert leatherworkers are able to turn leather coats intg
Available at i warbands carry a banner or armour (after a fashion) and those with limited funds oftep
; ] olann's : flag, not only to announce favour these jackets and coats, as armour is very expensive,
L their presence but to also act Covered with crusted salt, alcohol and other less savoury
i as a rallying point for the materials, toughened leather is hard to penetrate and offers
| | warband during a battle. some protection in combat.
| Special Rules: A banner Special Rules: Toughened leathers work exactly like light
il requires one hand to use and armour, giving the wearer a 6+ Armour save, but cannot be
| can be carried by any Hero in combined with the effects of any other armour except a
‘ the warband. Friendly warriors helmet or buckler. Toughened leathers cannot be sold back at
i within 12" of the banner bearer the Trading Posts, the stench alone is enough to drive away
| may re-roll any failed All-Alone’ even the most desperate of buyers!
| test (but remember you can’t re-roll
| a failed re-roll). Wolfcloak 10 gc Special
Ig‘[3 2 (Middenbeimers only)
Opulent Coach 250 gc Rare 10 In Middenheim it is still considered to be the feat of a true
I Truly successful warband leaders are quite man to slay a great wolf single-handed. Warriors who |
it willing to waste their money on extravagant excesses such as accomplish such a deed will command the respect of their
t rare wines, jewel-encrusted weapons and armour and peers, and their cloaks will be blessed by the High Priest of
i Cathayan spices. The height of such indulgence is an opulent the Cult of Ulric, the god of winter, war and wolves.
| coach, which the warband leader can use for driving around ) , 1
the settlements surrounding Mordheim. There are few things Special Rules: To acquire a wolfcloak a Hero must pay 10 gt
that will impress commoners, or incur the wrath and envy of (to represent the expense of travelling to Middenheim and

| 11 1 ) taking part in a hunt). In addition, the Hero must roll equal
" e e Shullcadets i imuchi aufagiopul Saticoach to or under his Strength on a D6. If successful, the Hero finds

Special Rules: The opulent coach impresses even the most and slays the wolf and can wear its cloak as a mark of his skill
suspicious merchant and they will flock to offer their most and prowess. Note that Middenheimers may buy wolfcloaks
exotic wares to the obviously rich warband leader. The when starting their warband without making a test for
warband leader gains+3 to any rolls to locate rare items. availability.

: e . -
H er of Witches 100 gc Rare 10 A model wearing a wolfcloak will gain +1 to his armour save

i (Witch Hunters only) against all shooting attacks.

The pages in this tome describe the servants of Chaos,

|
| . . . Tarot Cards 50 gc Rare 7
| witches, heretics, deviants, mutants, warlocks, blasphemers, . , . .
' necromancers, sinners and other enemies of Sign?a.r in all (Not available to Witch Hunters or Sisters of Sigmar)
i ou eclare: asphemous an e y the Gran
their foulness. Th declared blasph d illegal by the Grand
Theogonist, the Tarot of Stars is said to foretell the future for
|
Special Rules: A Hero with the Hammer of Witches will bate those who dare to consult it.

all models in P i ite Si :
models in Possessed, Skaven or Sigmarite Sister warbands Special Rules: A Hero with a deck of tarot cards may

consult them before each game. Make a Leadership test.
If successful, the Hero gains a favourable insight into
the future and you may modify the result of any one dice
in the Exploration phase by -1/+1 (even if the Hero with
Special Rules: If he was not taken out, the Hero using the the cards is taken out of action). If the Leadership test fails

Wyrdstone Pendulum 25+3D6 gc Rare 9
Pendulums made of wyrdstone can reputedly be used to find
even more of the magical stone.

i wyrdstone pendulum may make a Leadership test after the by three or more (ie, a Hero with Ld of 8 rolls 11 or 12) the
q 1. battle. If he is successful, you may re-roll any one dice in the cards show a portent of doom and despair and the Her0
Exploration phase. refuses to fight in the following battle and must miss

the next game.
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Aordfeim
Architecture

By Rigef Stiffman

_‘__.!.

In our second installment of
Mordheim Architecture, Nigel
Stillman explains just how easy it
can be to make your own ruined
buildings for your battles in the
City of the Damned.

The idea of fighting Warhammer battles with
small bands of warriors running about and
hiding in the streets of a ruined medieval city
opens up vast possibilities for fantastic scenery,
As a fantasy landscape, this is something
completely new. Playvers of Warhammer 40,000
and Necromunda have long been used g
playing games set in ruined cities, but whao
would have thought you could do the same
thing in an age of swords and sorcery?

The setting is Mordheim, a city of the Empire
ruined by the impact of a huge meteorite. The
city has not been entirely destroyed, but there
is a massive crater where part of it used to he
As you go outward from the crater, the
buildings become gradually less ruined,
varying from totally demolished to areas where
only part of a building has been destroyed
leaving the rest of it precariously intact. and on
into parts of the city which are only slighdy
damaged, but deserted and eerie. Here, there
are just holes in the roofs and walls made by
flying debris and fragments of meteorite. Stone
buildings survive better than timber ones and
often the stone built lower storles of buildings
still stand, while the rest has been destroyed.
This then is the setting we should aim to
recreate for our games of Mordheim.

The entire battiefield (an area 4x4', suitable for
a skirmish game) needs to be covered in ruined
buildings, separated by streets. To make the
battlefield interesting, the streets need to be
narrow and winding, opening up now and
again into a square or market place. There
must be open areas between the cover for the
models to run and shoot across, but the
battlefield should create the cramped
and menacing atmosphere of a fantasy
medieval city,

The key to creating a Mordheim battlefield 1s
the style of the buildings. Ideally we want a lot
of different buildings, such as houses, shops,
taverns, workshops. temples, stables,
archways, ruins, towers, graveyards, docks and
anything else we could think of that might be
found in Mordheim. They should look as if
they were built of stone or timber or a mixture
of both, and all be ruined
to varying extents so

that it is possible to -
move models into ) W
~

them. The doors and
windows should be
open to permit models
to enter and shoot.
There should be several
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puildings should also feature overhanging upper
, tall chimneys, high pitched roofs, balconies,
‘hways and anything else you can think of, and be
sellished with such things as grotesque gargoyles,
ern signs or lamps. The buildings should really
ok like they belong in the townscape of a John
unche painting!

81 ﬁ oustfu“ing
Basic Vuifdings

Matevials

o construct the buildings we used for playtesting
‘Mordheim I used foamboard. This is available from art
‘and craft shops. It consists of two sheets of thin white
\cardboard with a thin layer of polystyrene foam in
‘hetween. It is easy to cut with a modelling knife, and
5 quite strong even though it is very light.

‘Other materials which could be used instead of this
“are cardboard packaging of the sort which has two
layers of thin brown card with corrugated card in
between (like GW Mail Order boxes! — DI,
polystyrene ceiling tiles (which must be painted with
textured paint before spraying so as not to melt the
foam), balsa wood or thin card like that from
‘tornflake packets would all be viable alternatives.
‘Each of these materials has strengths and weaknesses
or modelling, so it’s worth experimenting.

The buildings which 1
made were constructed
entirely from foamboard,

but you could use a stronger,

heavier material such as MDF board, hardboard or
cork tile for the bases. By having a heavy base a
building can overhang without falling over.

Tonstruction

To make the buildings I cut out the shapes I wanted
from the sheets of foamboard using a modelling
knife. I drew the shapes on the foamboard
beforehand. It’s good practice to have a rough idea of
what the building will look like and work out what
shapes will be needed to make each storey These
shapes were basically squares and rectangles of a
standard size. I cut strips about 2" high and 12" long
that were then scored and bent at right angles to
create walls of buildings. Then I cut rectangles or
squares varying from 4" square to 6" square to be
used as bases, floors and roofs. I also cut out extra
shapes 2" high and varying lengths to be the inside
walls of the buildings. This 2" height is the minimum
height for each storey — any less and the buildings
may begin to lock a little too small, and more
importantly, your models won't fit inside. You could
make them higher than 2" or even vary the height of
the storeys within a single building.

When I had a pile of varving shapes I began
constructing buildings. I made them up as I went
along. To fix each of the pieces together I put PVA
glue on the edges I wanted to join together and then
pinned them with ordinary pins. The foamboard is
= casy to pin in this way and the assembled pieces are
@ held together firmly while the glue dries, enabling
3 you to work quite rapidly:

1 assembled the

1his 15 one of the finished bastc buildings. It was easy and
fitn to busld and took very hitle time to do. The more
complex buildings use exactly the same techniques but just

buildings storey by
storey. First I took a
2x12"  sirip  and
scored it in two
places, then bent it
along the score
lines. This created
three 2x4" walls.
Then I cut a door in
one wall, and
windows in the
others. I bent the
scored = section
around to create
three sides of a
square with the final
side left open. 1 then
cut the edges of the
open side to give a
ruined effect.

@ little more patience.
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Next 1
attached
the base,

using pins

to bold it
in place
while the
glue
dried.

storey was
made with
exactly the
same
technique
and glued
to the top
of the first.

\E
A W

The second

First I took a

2x12" strip of

Joamboard
and scored it

| in two

places.

I folded it
around 1o
N form the

. Wl After the
- basic shape

of the first

e sturey was

made, I

attached

what was to

be the floor

| of the next

| storey

Finally the
basic

3

structure was
finished with
| the addition
of the roof,
made from
three pieces
of foamboard
with a
window cul
into the
triangular
Jfront piece.

Then 1 fixed this onto a 4x4" square piece of
foamboard as its floor. I repeated the process o create
a second storey, which I fixed to the first ope
positioning it so that it overlapped the front of the firg,
storey. This creates the effect known as ‘jetting’ i,
medieval timber-framed buildings, where uppg;
storeys projected over lower ones allowing people
throw their muck out into the street onto passers byl

S

Top Tip: Safe use of Lnives
When wusing scalpels and modelling knives
remember to make all cuts away from vourself By
pressing lightly and scoring several times you do not
risk slipping or snapping the blade. Also change your
blades regularly, sharp blades are much safer to use
than blunt ones,

Next, I placed a further, third storey on the second i
the same way. 1 find that three storeys create the righy
‘look’ to buildings and the jetting makes it lean out
over the road in an appropriate squalid, medieval way,
The back of the building is open and looks ruined, a5
though half of it has collapsed. This allows models 1o
be put inside to shoot out of the windows.

TBe Roof

The roof was made by fixing two square pieces
together along one edge and inserting a triangular
piece at one end to be the gable. I cut a window in this
so that models could shoot out. This was mounted on
another rectangular piece and then fixed, jutting out
slightly, on top of the third storey. The house was now
very tall and in danger of tipping over. The best way to
counteract this is to stick something weighty in the
bottom storey, like some small rocks, but if you mount
the model on a heavier base, such as MDF board, it
should be stable enough. I made my subsequent
buildings more stable by increasing the length of the
bottom storey to counterbalance the weight.

Top Tip: Getting Scale Right

When making buildings it is useful o have a few
human-sized models to hand. These can be used to
measure and check the height and size of the model
buildings as they are constructed. The buildings in
Mordheim were built for humans and so do not have
to be easy for bigger models to get into. It is realistic
if bigger models find them cramped and humans can
use them as a safe refuge.
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EmbeflisBment

" the building was now ready for stage two ~
embellishment. This involves sticking on strips of
palsa wood or card to create the effect of timbering. I
just stuck on strips in logical places and a few bits
jutting out where half the house had been
demolished These strips represent structural timbers
of the beams and rafters. Then I stuck small squares of
card all over the roof in overlapping rows, to
represent tiles.

4

Painting
Then comes stage three, which is painting. I sprayed
the exterior of the model with Bubonic Brown, using
Bestial Brown spray under the eaves, on the roof and
inside the model. Then 1 sprayed the roof red. Finally
1 sprayed the inside and open edges of the model with
Chaos Black. 1 did this because it is meant to be a
burnt out ruin, so the interior would be dark and
charred.

When the spray paint had dried I proceeded with the
detailed painting of the timbering, for which I used
black. Then I drybrushed the exterior with

Bleached Bone and the roof

with orange to highlight the i
timbers and tiles. P i
With this done
the model was

finished!

Buifding Aove
Avanced Structures

All of my buildings were made using this method, the
main variation being in the basic design or size. Later
1 decided to represent stonework on lower stories by
sticking on card rectangles instead of balsa strips.
These areas were sprayed grey and drybrushed
with white.

A particularly good design was to join two buildings
together in such a way that they formed an arch over
the street. This would happen when two opposing
buildings jutted out so much that someone spanned
the gap and built an extra storey that bridged the
road. To make such an archway I first made a couple
of two-storey buildings as described above and
mounted them on a single base opposite each other
with a space between for the street. Then I positioned
4 third storey as 2 bridge across the jutting out second
storeys to link them. In other words 1 was using the
basic foamboard rooms as modules for creating more
elaborate buildings.

Ruind® Effects

The main thing to remember when making
Mordheim buildings is that they should be partly
ruined and accessible to models. The easiest way to
indicate damage is to leave all doors and windows
open and drybrush black around the openings. Other
holes can be created and treated in this way,
especially in the roof These provide openings for
troops to enter buildings and shoot out from, and so
will make for a more exciting game.

The streets of Mordheim are likely to be partly
blocked here and there by heaps of rubble, and some
buildings will have been totally reduced to this state.
Heaps of rubble make good small terrain pieces for
use anywhere among the buildings and are easily
made. Just cut an irregular base and stick onto it
stones, pebbles, bits of balsa wood, sticks and broken
bits of polystyrene packaging or tile. Arrange the
debris in a random pile and fill up gaps with PVA glue
and gravel or sand. Paint textured paint over any
polystyrene and the base, then spray the entire piece
with Chaos Black. It is now ready to be drybrushed.
The quick way is to simply drybrush the entire thing
with Bestial Brown followed by Bleached Bone, or
you could pick out different kinds of rubble with
different shades of grey, brown etc.

A partially destroved building, reduced to no more
than a corner, can be made using the same technique
described above. Just fix two pieces of foamboard
together along their straight edges and cut the other
edges at an irregular angle. This is then placed on a
triangular base. Windows can be cut wnto it and
perhbaps the remains of an upper floor. Such ruins are
useful for marking the corners of streets.

19
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Aooving AoVels About Jn T He Ruins

The most important function of the buildings
in the Mordheim game is as hiding places and
cover for models. Also they provide a vertical
dimension to the game since models can
occupy upper storevs. A building can even
become a mini stronghold if all of a warband
decide to defend it. Therefore a good building
for Mordheim is one that allows you to place
models inside it preferably on several floors,
and has windows and doors to shoot out of
Bridges, colonnades, walkways, balconies,
ruined sections and such like make buildings
even more interesting to fight in and around.

Bridges and arcades that pass over a street to
link buildings at the level of the first or second
storeys are very useful terrain pieces to make.
This enables models to move from certain
buildings to others without coming down to
ground level, and allows them to shoot down
into the street below, forcing opponents to try to
capture the building. Instead of taking the form
of a room suspended above the street joining to
two houses, bridges can be mounted on
archways or colonnades.

A colonnade can be made using plaster cake
pillars. Arrange these in a row, spaced a
couple of inches apart, and stick them to a
Jong flat base. Stick a similar floor to the tops
of the columns. Then put walls along the
top, cut at regular intervals with windows or
gaps. It works better to use only one partly
intact wall, with the other side so ruined that
models can be placed and moved from
behind. For the same reason, if you roof the
bridge, make the roof very ruined to allow
access for models,

An archway can be made by cutting half
circular shapes out of rectangular pieces of
foamboard. You can do one big arch or a row

A sumple walkway joining two buildings makes for an interesting piece of terrain

L
Y

of several to create an arcade. Two identical arch
sections are fixed to a base about two inches or more
apart. The inner part of the archway can be made by
fixing flexible thin card along the curved edges of the
interior of the arch. The arch can be covered in
rectangular bits of card to represent masonry. This
piece could be used on its own or as a support for

This large building bas been made from several modules
fitted togetber to bridge the street below

timbered rooms. Just fix partly ruined buildings
onto the top. These will look good if they
overhang the arch.

Gargoples And Gtffer LmbelfisPments

Empire buildings are decorated with gargoyles
and other carvings, such as heads, shields, runes
and symbols. Any piece of protruding
timberwork is likely to be carved into something.
These carvings are not only decorative, but are

evil. The effect is to make the narrow streets look.
grotesque and frightening, especially at night,
with gargoyles grimacing out of the gloom from

The street runming under the bouse bas been made
using textured wallpaper to dmitate cobbled streets

the corners of buildings.

done to bring good luck to the house or ward off

e
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Largoyles and such things are easily represented on

odel buildings by attaching heads of monsters,
sdel gargoyles, shields and other odd pieces from
¢ bits box. Fix them to corners, overhanging or
" orruding timber beams, gable ends and roofs.
Shields Jook good over the doors. Larger models can
pe put on 2 pedestal of their own and turned into
sratues Little paintwork is required, just undercoat in
plack and drybrush in brown for wooden figures, grey
for carved stone or dull bronze for metal statues.

Btaircases
How do models get into the upper storeys of the

puildings? There are three possibilities. One is that
they use remaining staircases. where they can find
‘hern, another is that they use makeshift ladders and
filing that, they climb. Staircases are easy to make.
Just stick varying lengths of foamboard, tile, thick card
" or balsa wood on top of each other so that each piece
is about 10 cm shorter than the piece below. Continue
doing this until the staircase block is high enough to
‘each the next floor from the ground. These staircases
can be stuck onto or inside suitable buildings to indi-
cate places where access to the upper floors is
allowed. As well as staircases, you can stick ladders in
suitable positions, piles of crates, barrels or rubble to
make access to upper storeys easier. Another way of
creating staircases might be to use several slotta bases
stuck together. Ladders can be made by cutting balsa
wood into thin strips, two long and enough short
ones to make the steps. There are also model ladders
in the Warbammer Siege Attackers box set, which you
can order through Mail Order.

L obbfed Stveets

Apart from just leaving gaps between rows of build-
ings, there are two ways of representing streets. One
i5 to make sections of cobbled streets to place
between the buildings. These could vary in width to
create wide or narrow streets or could be made to a
standard width so as to be certain of joining up. There
could be special corner sections, crossroads, junc-

tions, market squares and winding lanes. The other
option is to make several base boards or even one big
4x4' board and permanently mark the streets on it, or
texture and paint it to represent cobbles or bare
ground. Street sections can be made from foamboard,
hardboard, MDF or thick card.

Cobbled or paved surfaces can be represented either
by laboriously sticking bits of card onto the base as
paving stones or by using embossed plasticard. The
best option is to try to find wallpaper with a raised pat-
tern on it that looks like cobbles or paving stones.
There are several designs which can be painted grey
and drybrushed over to give the impression of cob-
bled streets. ‘This is the quickest and cheapest way of
covering large areas.

©Ws and Ends

The ruined streets of Mordheim are strewn with all
kinds of debris, especially since the populace aban-
doned their homes leaving behind plenty of stuff and
everywhere has been ransacked several times over.
This means that there are barrels from pillaged store-
houses, furniture, overturned wagons and carts,
lumps of wood and many other things scattered
around the buildings. It is 2 good idea to gather a few
odds and ends like this to place around the streets to
give extra cover and hiding places to models trying to
cross open areas such as market squares or wide
streets. Barrels can be made from corks painted
brown with black rings around them. Carts can be
made of balsa wood or matchsticks using plastic can-
non wheels from your bits box. Sacks of grain can be
made by modelling pillow shapes in modelling clay
and pressing several on top of each other so that they
appear to be sagging. Put them on a small base and
paint PVA around them, then scatter this with sand to
represent spilled grain.

Well I hope this has inspired you to have a go and cre-
ate your own Mordheim terrain. Just remember that
the only limitation on your creations is your
own imagination.

The stonework arches were made to look really effective just by gluing card squares o the basic foamboard structure
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Maricnburg is the largest and most prosperous trading city in the Old World,

P\‘*&““r Many call st the City of Gold. which alone conveys a good idea of the wealth
1]
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E\ﬁ of this sprawling cosmopolitan city, Many mercantile guilds have their head-
: quarters in Marienburg, and most important of all is the secretive High Order
of Honourable Freetraders. This large, rich and ambitious body of men feel
shackled by the old order and arc cager to scize power for themselves. Thei
champion for the Empcror's throne is the Lady Magritta. Thanks to the
unscen influence of Freetraders throughout the Empire, all the minor
I Electors were persuaded to support the Lady Magritta's claim. It was
i only the Grand Theogonist's refusal to crown her that denicd
Marienburg the throne, driving a wedge between the City and the
Temple of Sigmar.
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Warbands sent to Mordheim are sumptuously dressed and
armed. Though Marienburgers are often ridiculed as foppish
and cffete, their skill at arms and complete ruthlessness has
eirned them grudging respeet. Their chief skills lic in
duclling and in the use of potsons and other clandestine
fighting methods: Richer individuals dress flamboyantly and
wear jewellery, However, the bulk of most warhinds are
recruited from the dockland thugs, ships’ crews. and steve-
dores who favour 2 simpler appearance: leather coats, han-
dannas and short swords that are casy to conceal
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Secking the precious
wyrdstone to put them in the
Lady Magritta's favour, bands of
Marienburgers have been spied in

the City of the Damped.

Mavienhurg ¥ £ L Marienburg
Champions Youngbloods
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As you can see from the roster, Jim bas made full use of
the extra 100 gold crowns. He bas bired the full compli-
ment of beroes and as you would expect for a
Marienburger warband, bought them plenty
of equipment.
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Veterans of many bard-fought battles, Jobn-Paul
: 'qn.r.'r"s_ Marienburger warband is a dangerous
; of th
Wearbanuer Soldiers of the Empive plastic sprite
ar bis benchmen, and check out that converted
Ogre bodyguard!
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: DWARF
‘BLACK SWORD 4 A CHALLENGE OF STRENGTH
BLACK ' || BLUNDERBUSS _
- == The mighty men of the
| SWORDSMAN Exquisitcly crafted ‘Dwarf Middenheimer "White Wolves
' of ye Blunderbuss. 20 gold crowns invite any fools who dare to challenge them in a
i HIGHEST QUALITEE or will swap for Jewelled , ’ TRIAL °
| 1 : Dagger. OF
[ Contact Alexandra at the STRENGTH
| Inn of the Red Moon. The challenge will be held in
1l B 1 L L B U Mordheim Market Square on the day of Ulriczeit.
|
i SHIELD
3 eme=n Lodged at the ewws \% 2
1 RED WOLF TAVERN FORSALE OBITUARIES Y» ROREK &
3 Finest quality Shield. made

of the best Reikswald durk Madam Archeossi, Reader of DWarf Tl'OllSlaycr

f POISON' wood, for sale. :::s ﬂ:():::;&'gl Tarot. Didn't sce Mad Berserker Hired Axc
1 Winston Green, purveyer of ) -
poisons. chatcd at the sign ]ohalil'?ul;:xpi:rium Gerhard Hofmann, Witch Hunter| L ARGE MONSTERS |
of the Falling Skull. Burnt at the stake. » CPECTTY
I s D ] Count Hammacher, a kaifc in
I ° CEDRIC ~ the back. 25 gold crowns

Kurt Soderberg, honourable death Corrently rcsid%ng at the
at the hands of an Ogre. Drunken Goblin Tavern

The Scholar

i | Available to translate Lord Smythe, poisoned.

|| all ye olde text. IEWELLED DAG- Olga Sturm. lost in the ruins. WANTED

Dwarf _— ohann the Knife
| | L Wal’ GER Waulthir the Green, nipped to I
l ARIRPES) &5 2P cuﬂlty' Ornate Jewelled Dagger picces by Zombics:
| Currently residing at made by the fine cuftsmen | | Sl
; the ruined of Altdorf. 20 gold crowns | /0% '
i Library Vault. or will swap for = Ll el
[ T AT T T T ey Dwarf Blunderbuss. ;hc unll‘_;orn Ksc;ilalc't of
M - e aron Hal Kresglitz,
Contact Heinrich at the d in the heart
[ sword in the heart.
M ARCHERY TOUR- Inn of the Red Moos. N For the MURDEhR of
A ‘ NEY 1 AL R LT N LR Lkl Cou:thHam@ac er
1' and his retinue.
: Henryk Bergson invites all 22 THYSELF * TAVERN STAFF ¢ 200 Gold C s
men practised in the usc of WORSHIP 1s the Tavern Maids required at o TowWn
a bow to a challenge of A only salvation. the Golden Griffon Ing. Collcct'thc reward at the
skill Join us at the Church of Good rates of Mordheim Crypt after the
' Redeeming Power. All e ob pay. fall of Mannslib
Tourncy to be held at welcome. Minimum dona— Meet interesting people.
Griffon’s Gate on the Festag tion 2 Croats. No Mutants,

DIETER

the
DEATH TO ALL BLASPHEMERS BLACK

M f th ical arts.
Followers of Dark Gods, your end has come. The Order of the R T L

Templars of Sigmar shall bring punishment to the City of the fml Ch;,l,lg; tlll‘c eauisc) (l)f .
| | Damned with fire and cold steel. Fear not for the Witch Hunters AiLExNUTESEls B BPTCa sy
. shall bring death to all thosc who have strayed from Sigmar's light. Don't contact me Tl

contact you.
b Y




AUSTRALIAN CAPITAL
TERRITORY

canberra
Tuggeranong
Tuggeranong
Woden

Logical Choice Games
Toy Kingdom
Toyworld

The Games Cupboard

NEW SOUTH WALES

Albury
Armidale
Asquith
Batemans Bay
Bathurst
Bowral
Braidwood
Broken Hill
Brookvale
Byron Bay
Campbelitown
Camden
Cessnock
Charlestown
Clovelly

Coffs Harbour
Dee Why
Double Bay
Dubbo
Eastwood
Erina
Faulconbridge
Gosford

Glen Innes
Goulburn
Inverell
Kotara

Kurri Kurri
Lake Haven
Lane Cove
Leeton
Leumeah
Lismore
Lithgow

Liverpool
Maitland

Games ‘N’ Hobbies
New England Hobbies
Asquith Model Railways
Toyworld

Toyworld

Toyworld

Braidwood Newsagency
Models’n’More
Toyworld

Sunrise Hobbies
Megohm

Toyworld

Toyworld

The Games Shop

1Q Toys & Gadgets
Toyworld

Spectre Bark Games
Toy Villa Toy Kingdom
Angus & Robertson
Mega Games

Casey’s Toyworld
Signal Box

Wizards of the Central Coast
Carelles Young World
Toyworld

New England Hobbies
The Games Shop
Hunter Valley Model Railway
Toyworld

Beyond Toys Toy Kingdom
Leeton Toy & Hobby
Megohm Too!

North Coast Hobbies
Lithgow Outdoor

Hobby Centre

Phantom Zone
Toyworld

Macquarie Shopping Centre

Maytield
Merrylands
Mullatey
Mullimbimby
Mudgee
Newcastle
Newtown
Nowra
Orange
Parkes
Penrith

Toyland

Card Trek

Angus & Robertson
North West Hobby Supplies
Warpt

Mudgee Bookcase
Mainly Military Hobbies
Modern Times Bookshop
Uncle Pete’s Toys
Parkers Toy Kingdom
Parkes Bookcase

Tin Soldier

Port Macquarie Port World of Models
Raymond Terrace

Richmond
Sydney
Sydney
Tamworth
Taree

Tweed Heads
Wagga

Toyworld

Toy Barn

Games Paradise

Tin Soldier

Angus and Robertson
Mal's Toy Shop
Toyworld

Logical Choice Games

(02) 6248 7722
(02) 6284 8844
(02) 6293 1532
(02) 6282 4757

(02) 6041 6719
(02) 6772 0194
(02) 9482 3242
(02) 4472 5673
(02) 6334 3144
(02) 4861 2866
(02) 4842 2410
(08) 8087 9144
(02) 9938 6533
(02) 6685 8922
(02) 4628 8224
(02) 4655 8383
(02) 4990 4772
(02) 4947 8848
(02) 9315 8995
(02) 6652 7898
(02) 9971 6097
(02) 9327 7558
(02) 6884 6262
(02) 9804 6171
(02) 4365 1131
(02) 4751 2088
(02) 4324 0004
(02) 6732 1997
(02) 4821 2333
(02) 6722 5661
(02) 4957 1157
(02) 4937 2430
(02) 4392 7704
(02) 9418 6156
(02) 6953 2141
(02) 4628 2200
(02) 6621 3193

(02) 6352 3250
(02) 9601 2622
(02) 4933 5034

(02) 9887 3822
(02) 4968 8511
(02) 9637 6430
(02) 6743 7811
(02) 6684 4740
(02) 6372 3127
(02) 4929 1140
(02) 9519 6191
(02) 4421 0962
(02) 6362 1486
(02) 6862 5175
(02) 4731 4623
(02) 6584 1223

(02) 4987 6156
(02) 4578 1264
(02) 9267 2069
(02) 9231 5668
(02) 6766 4454
(02) 6551 3613
(07) 5524 5090
(02) 6921 5505
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Warriewood
Wollongong
Woy Woy

NORTHERN TERRITORY

Alice Springs
Casuarina
Casuarina
Katherine

Toyland
Tin Soldier
Book Exchange

Toyworld

Comics NT
Enchanted Worlds
Katherine Books

QUEENSLAND

Ashgrove
Aroona
Aspley

(L 13"k Boonah
Brisbane
Broadbeach
Bundaberg
Cairns
Caims
Capella
Carindale
Gladstone
Goondiwindi
Gympie
Hervey Bay
Innisfail

Kawana Waters

Mackay
Maieny
Maryborough
Mt Gravatt
Moranbah
Nambour

Nick Nack Nook

Top Video
Hobbyrama

Tow’s Toyworld

Ace Comics & Games
Gameatron

Hobby World

Cairns Hobby Centre
Toyworld

Here Be Dragons
Toyworld

Toyworld

Toy Kingdom
Toyworld

Toy Kingdom
Mellicks Centre
Angus and Robertson
Games Room
Zippity Doo-daa
Toyworld

Hobby One
Computer Centre
Toy Kingdom

North Rockhampton

Toyworld

(02) 9970 7199
(02) 4229 4534
(02) 4344 6206

(08) 8952 3949
(08) 8945 5655
(08) 8945 5544
(08) 8972 2530

(07) 3366 8228
(07) 5492 5799
(07) 3263 8122
(07) 5463 1033
(07) 3229 5197
(07) 5538 1711
(07) 4152 7286
(07) 4051 2676
(07) 4031 1763
(07) 4984 9447
(07) 3398 2360
(07) 4972 4405
(07) 4671 1622
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 4957 8055
(07) 5494 2333
(07) 4122 4411
(07) 3343 8655
(07) 4941 5511
(07) 5441 1669

(07) 4921 3121

Noosa
Nundah
Oxley
Pialba
Redcliffe
Robina
Rockhampton
Salisbury
Southport
Toowoomba
Townsville
Townsville
Warwick
Wynnum
Zillmere

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
Toyworld

Toyworld

Capricorn Model House
Wargames Warehouse
Toyworld

Mack Campbells
Games Exchange
Toyworld

Toyworld

Wynnum Hobbies

The Turn Table

(07) 5474 1511
(07) 3256 7560
(07) 3278 3333
(07) 4124 5945
(07) 4328 4291
(07) 5578 7588
(07) 4922 1507
(07) 3216 6499
(07) 5591 6255
(07) 4638 2030
(07) 4725 4661
(07) 4779 0277
(07) 4661 1144
(07) 3893 0043
(07) 3216 5716




Z!PPETY DOO-DAA has been stocking Games
Workshop games and miniatures for over a year
now and stocks a comprehensive range of exciting
stuff! They’ll also “customer order” anything not on
display.

They're currently in the process of establishing a
gaming club (Andrew Jones is the co-ordinator) and
games are held each Wednesday from 3pm in the

-
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ZIPPETY
DOO-DAA

7 Maple Street
Maleny QLD 4552
Phone/Fax:

(07) 5494 2333
Left and Far Left:
Andrew Jones is the
co-ordinator of the
new wargaming club
in Maleny (he’s the one
in the striped shirt).

Maleny Community Centre. Anyone interested is
welcome to come along and join in the fun!

As the photos show, an enthusiastic group attended
the first gaming day in Maleny (on the Sunshine
Coast) and we reckon group will grow quickly.

For more information, contact Kelly or Margaret at
Zippety Doo-Daa on (07) 5494 2333

- TOYWORLD
1 ROCKHAMPTON

| Located in Northside Plaza,
Toyworld Rockhampton is

celebrating its 26th year.
Drop in and talk to Shannon
and his team (Luke & Tracey)
to find out more about the
local gaming club...or ask
Shannon to show you some of
the great new releases and
check out the great range of
B MORDHEIM miniatures...you
@ could even win a T-shirt!
There’s plenty of parking so
we'll see you there!
Left:
Luke, Shannon and Tracey are
| ready to help you out at
Toyworld Rockhampton.




SOUTH AUSTRALIA

Adelaide
Blackwood
Elizabeth
Inglefarm
Millicent
Morphett Vale
Morphett Vale
Mt Barker

Mt Gambier
Murray Bridge
Naracoorte
Renmark

Tea Tree Plaza
Unley
Whyalla

Military Hobbies

Leisureland

Toyworld

Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

Toy Kingdom

Toyworld

Zappers Entertainment Centre

Video Magic
Games World
Imagine If
Toyworld

TASMANIA

Burnie
Devenport
Hobart
Launceston

Toyworld
Toyworld
Ellison Hawker
Birchalls

VICTORIA

Ballarat
Beaumaris
Beechworth
Belgrave
Bendigo
Berwick
Casterton
Castlemaine
Chadstone
Croydon
Dandenong
Doncaster
East Preston
Echuca
Frankston
Footscray

Geelong
Geelong West
Hamilton

Model World

Toyworld

Fractured Realities
Toyworld

Bendigo Sports and Hobbies
Toyworld

Dee Jay Hobbies
Hobby Castle

Games World

Mind Bogglers

Games World

Games World

Games World Northiand
Toy Kingdom

Games Court

Ultimate Science
Fiction & Fantasy

Mind Games

Tates Toy Kingdom

Toy Kingdom

(08) 8231 4772
(08) 8370 0300
(08) 8287 0900
(08) 8264 5650
(08) 8733 3500
(08) 8382 4957
(08) 8382 6722
(08) 8287 0900
(08) 8733 3500
(08) 8532 1111

(08) 8762 1400
(08) 8586 6181
(08) 8395 7771
(08) 8272 4282
(08) 8645 9838

(03) 6431 7244
(03) 6424 8622
(03) 6231 0271
(03) 6331 3011

(03) 5331 1642
(03) 9589 2118
(03) 5728 2991
(03) 9752 5200
(03) 5443 5086
(03) 9707 1734
(03) 5581 1901
(03) 5740 6233
(03) 9568 8002
(03) 9723 2293
(03) 9793 9955
(03) 9848 9180
(03) 9471 2211
(03) 5482 2172
(03) 9783 8330

(03) 9362 0788
(03) 5222 2133
(03) 5222 4201
(03) 5572 2313

Hawthorn
Hawthorn West
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Mildura
Moonee Ponds
Moorabbin
Mornington
Newborough
Portland
Sale
Seymour
Shepparton
Swan Hill
Traralgon
Wangaratta
Warrnambool
Werribee

Mind Games
Melbourne Hobbies
Wimmera Hobbies
Mind Games
Games World

Mind Games

Toy Kingdom
Toyworld
EmanuelsToyworld
Military Simulations
Toyworld

Fantasies in Miniature
Tunza Games

Toy Kingdom
Toyworld

Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi's Sportsgoods
Futuristic Games

WESTERN AUSTRALIA

Albany
Belmont
Booragoon
Broome
Bunbury
Bunbury
Claremont
Esperance
Exmouth
Geraldton
Hillarys
Kalamunda
Kalgoorlie
Karinyup
Mandurah
Mandurah
Morley
Perth
Perth
Rockingham
Yelbeni

Hobbytronics

Games World

Games World

Yuen Wing Store
Games World

Youngs Bookshop
Claremont Toyworld
Toyworld

Toyworld

Toy Kingdom
Toyworld

Kalamunda Toys & Hobbies
Games World

Games World

Games World
Toyworld

Games World

Tactics

Valhalla Games & Hobbies
Games World

Yelbeni General Store

(03) 9818 8593
(03) 9818 3866
(03) 5382 2319
(03) 9509 3174
(03) 9317 0977
(03) 9663 4603
(03) 5022 1970
(03) 5023 4494
(03) 9370 3206
(03) 9555 8886
(03) 5975 4413
(03) 5126 3111
(03) 5521 8077
(03) 5144 3417
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(03) 5174 2088
(03) 5722 2362
(03) 5562 2325
(03) 9742 4493

(08) 9842 3123
(08) 9479 4707
(08) 9316 0330
(08) 9192 1267
(08) 9721 8487
(08) 9721 5004
(08) 9385 1220
(08) 9071 2504
(08) 9749 1482
(08) 9921 1353
(08) 9402 5044
(08) 9293 1169
(08) 9091 7475
(08) 9244 1159
(08) 9535 3528
(08) 9535 3184
(08) 9375 3751
(08) 9325 7081
(08) 9321 2909
(08) 9592 5442
(08) 9682 5012




TOYWORLD
GLADSTONE

Kevin & Rosemary Perkins
are very proud of their new
Toyworld store at
Gladstone and so they
should be. Their great
store is on the comer of
pPark Street & Dawson
Highway, and you will be
very welcome when you
drop in. There is a great
range of Games Workshop
miniatures, scenery, box

sets, paints and games, in |
fact everything you need. [
So if you need help or want |
to play a game or join the |

local gaming club talk to
Kevin.

TOYWORLD
HERVEY
BAY

168 Boat Harbour Dr
Pialba QLD 4655
Phone:

(07) 4124 5945

Left and Above:

Toyworld Hervey Bay, on
Queensland’s coast, is full

of staff who can help you out!

If you want latest details on the very
newest product release every
week, orif you need to pick up the
latest issue of White Dwarf the day
its released, or if you want find out
what's happening in the gaming
world as it happens, come and see
Jim and his staff.

It's the place you need to go.

Don’t go dragon ya feet.




Auckland
Auckland
Auckland
Auckland

Toymagic Royal Oak
Toymagic St Lukes
Toymagic Wairau Park
Vagabonds Novelties
and Collectables

Auckland (North Shore)

Balmoral
Browns Bay
Hastings
Green Lane
Hamilton
Hamilton
Howick

Levin

Lower Hutt
Manukau City
Meadowbank
New Lynn
Newmarket
New Plymouth
Pakuranga

Vagabonds Novelties
and Collectables
Santa Fe Models
Toyworld

lconix

Modelair

Frankton Models
Mark One
Hobbytown Howick
Sciascia Books & Souvenirs
Model Craft Hobbies
Toyworld

Toyworld

Toyworld

Toyworld

Outer Limits
Toyworld

Palmerston North

Papakura
Pukekohe
Raumati
Rotorua
Tauranga
Upper Hutt
Wanganui
Whangaparaoa
Whangarei

Heroes for Sale

Toy Town Toyworld
Toyworld

Kapiti Games & Models
Red Checkers Models
Home Entertainment Centre
J & N Gifts & Hobbies
Toyworld Rivercity

Toyworld

One Stop Models

(09) 625 1482
(09) 815 3129
(09) 441 2463

(09) 309 5523

(09) 489 2750
(09) 620 6786
(09) 478 9464
0800 426 649
(09) 520 1236
(07) 847 5292
(07) 839 3728
(09) 537 1259
(06) 368 6891
(04) 570 1881
(09) 263 4175
(03) 521 8306
(09) 827 4654
(09) 529 5200
(06) 757 4655
(09) 576 7415

(06) 356 6779
(09) 298 7449
(09) 238 5853
(04) 297 9350
(07) 346 3929
(07) 578 6239
(04) 528 3456
(06) 347 9664
(09) 424 4515
(09) 438 8778

NEW ZEALAND}

NORTH ISLAND

SOUTH ISLAND

(03) 448 9494
(03) 379 7866
(03) 366 9502
(03) 479 2818
(03) 477 6614
(03) 768 5758
(03) 218 4314
(03) 489 6891
(03) 544 8079
(03) 434 9077
(03) 442 5296
(03) 343 0330
(03) 684 8540

Alexandra
Christchurch
Christchurch
Dunedin
Dunedin
Greymouth
Invercargill
Mosgiel
Neison
Qamaru
Queenstown
Riccarton
Timaru

Alexandra Paper Plus
Comics Compulsion
Hobdays Cycles & Toyworld
Comics Compulsion
Toyworld

Toyworld

Mark One

Cagneys Toyworld & Sports
Cycles & Hobbies

Victor Nelson

Queenstown Paper Plus
Toyworld

Toyworld

Above and Left:

Some of the gamers who go to
the regular gaming nights at
Vagabonds Novelties and
Collectables, located at:

Shop 26 Takapuna Village
Huron Street Takapuna
(Auckland North Shore)
Phone: (09) 489 2750

Opposite page:

John, from Comics Compulsion,
shows off the gaming tables in
his store. Comics Compulsion
is located at:

18 Manchester Lane
Christchurch

Phone: (09) 489 2750




WWANNA PLAY GAMES IN NZ???

As you all know there is nothing more fun
than playing a Games Workshop game,
whether it’s 40K, Warhammer, Battlefleet
Gothic or Mordheim, the fun is just as
good!

Now not everybody can get to Auckland
or Wellington to use the terrific gaming
tables at the Games Workshop stores,
but the good news is that there may be a
stockist near you who has a gaming table
in the store, or even organises regular
gaming nights through the store or a
local club!

So, here is a list of all the stores in New Zealand
who will be able to put you in touch with other
gamers or let you run riot on their own gaming table.
Give them a call today — and hey, if you don’t have
a club near you then why not start one up — it's very,
very easy... If you need some help drop a letter to
HQ over here in Sydney and we'll mail you out a
special Club Starter Package — and it's all free!!!
Simply mail your letter detailing as much as you can
about your plans and where you would like to run
the club, to:

Roy Barber. NZ Club Information Request
Games Workshop HQ

23 Liverpool Street

Ingleburn NSW 2565

AUSTRALIA

STORE NAME LOGATION ISLAND GAMINGTABLE? CLUB? STORE GAMING NIGHTS
Vagabonds Takapuna North Yes Yes See in-store.
ModelAir Green Lane, Auckland North Yes - Fri 6pm-8pm.

Mark One Hamilton North - Yes N/A.

Home Ent. Centre. Tauranga North Yes Yes See in-store.

lconix Hastings North Yes Yes Saturdays.

Outer Limits New Plymouth North Yes Yes See in-store.

Heroes For Sale Palmerston North North Yes See in-store.

J&N Hobbies Upper Hutt North Yes N/A.

Comics Compulsion  Christchurch South Yes Fri/Sat display games.
Small World Models  Dunedin South Yes N/A.

Area 51 Invercargill South = See in-store.




The stockists listed in the pages all carry these
great Games Workshop games and miniatures.

S

LR WARMAMMER
40,000 | i

{boxed game)
Aus RRP

$139.95
NZ RRP

$159.95

DESCRIPTION AUS RRP NZ RRP
Warhammer 40,000 Paint set $34.95 $39.95
Codex Space Marines (rules supplement) $19.95 $22.95
Codex Dark Eldar (rules supplement) $19.95 $22.95
Codex Eldar (rules supplement) $19.95 $22.95
Space Marine Tactical Squad (plastic boxed set) $34.95 $39.95
Space Marine Assault Squad (plastic boxed set) $29.95 $34.95
Space Marine Combat Squad (plastic boxed set) $17.95 $19.95
Space Marine Bike (plastic boxed set) $17.95 $19.95
Dark Eldar Warriors (Battle Squad) $34.95 $39.95
Dark Eldar Reaver Jetbike (plastic boxed set) $17.95 $19.95
Eldar Guardians (Battle Squad) $34.95 $39.95
Eldar Jetbike (plastic boxed set) $17.95 $19.95
Space Ork Boyz (Battle Squad) $34.95 $39.95
Chaos Space Marines (plastic boxed set) $17.95 $19.95
Chaos Space Marine Bike (plastic boxed set) $17.95 $19.95
Khorne Berserkers (Battle Squad) $34.95 $39.95
Nurgle Plaguemarines (plastic boxed set) $17.95 $19.95
Genestealers (plastic boxed set) $17.95

W ZEALAND

,
4

WARHAMMER

(boxed game)
Aus RRP

$139.95
NZ RRP

$159.95

FOR AUSTRALIA & NI

DESCRIPTION AUS RRP NZ RRP
Warhammer Paint set $34.95 $39.95
Warhammer Armies: Bretonnians (rules supplement) $34.95 $39.95
Warhammer Armies: Lizardmen (rules supplement) $34.95 $39.95
Bretonnian Knights of the Realm (plastic boxed set) $17.95 $19.95
Lizardman Saurus Warriors (plastic boxed set) $17.95 $19.95
Gothic Skeleton Warriors (Regiment set) $34.95 $39.95
Chaos Warriors (Regiment set) $34.95 $39.95
Black Orc Warriors (plastic boxed set) $17.95 $19.95
High EIlf Warriors (plastic boxed set) $17.95 $19.95
Combat Cards $6.95 $7.95

I/
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‘Tvdaeus’s mind was alight with righteous fury. The plain behind him was piled with the bod-
ies of his victims. If all Daemons were such easy prey, he wondered, why was it that they
had not already been wiped from the cosmos?’
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BRINGING OUR WORLDS TO LIFE

for small crises — or at least, with all
the impending catastrophes and
never-ending wars there is never
enough time to notice the smaller
everyday disasters at all. Chaos
Warriors in blood soaked armour,
twisted Daemons wielding hell-
forged weapons, insidious Skaven
with their warpstone technology,
mile-long battlecruisers encrusted
with gargoyles and crenellated bat-
tlements - the worlds of
Warhammer and Warhammer
40,000 are grim, evocative, exciting
and dark! From the broad brush
strokes which fill in the huge chunks
of the galaxy, down to the tiniest
detail about the inner workings of a
boltgun, it's all there for you.

Furthermore, all the games slot
together to form a cohesive whole!
That's a massive undertaking, if you
think about it. | mean, rather than just
starting from scratch each time we
do a game, we make sure that
Necromunda fits within the
Warhammer 40,000 universe, as
does Gorkamorka, Battlefleet Gothic,
and so on. Talk about making our
own job difficult! But the result is

surely well worth the effort — every
time a new game comes odut, it says
something else about the universe, it
builds upon the background, and that
in turn feeds back into the games
and models, and so the circle goes
on.

Well, for the last year or so there has
been a new kid on the block — Games
Workshop Publishing (or the Black
Library, as we like to be called). Our
mission is to really bring the worlds
to life. That is, while the Design
Studio creates the galaxy-spanning
background to the game rules, we
can focus right in and look at the
pointy, ultra-detailed end. We want to
see individual characters hurtling
from one perilous adventure to anoth-
er. We want to read about specific,
named ultra-heavy spaceships of the
Imperial warfleets. We want to see
cutaway diagrams of actual battle
tanks, castles, warships and super
weapons. We want to see our heroes
and their hideous adversaries clash-
ing in desperate battle. In short, what
we want is a good, convincing story!

There are loads of ways to do this,
all of which really add excitement

and depth to Warhammer and
Warhammer 40,000. Our starting
point is that we imagine that the
places and characters are real.
Strange, but true. If you convince
yourself that Genestealers really do
exist, then all sorts of ideas for por-
traying them, for what their anatomi-
cal structure is, what their blood is
like, for how the hive mind works and
so on, suddenly spring to mind. All
we have to do then is decide what to
get on with, and where to publish it.

What we have settled upon as our
conerstones are short stories, graph-
ic features and comic strips. Starting
with Inferno! two years ago, we are
now at the point where we have a bi-
monthly fiction anthology and the
Warhammer Monthly comic (fort-
nightly over the summer!). With a
new range of novels having hit the
stores over the last few weeks,
graphic novels, calendars and so on,
we are now well up to steam with
fleshing out the worlds even further.
We try to make sure that everything
we do has a really good narrative,
and judging from the response we
have got so far, alf this new material
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NO! 3 & 5.

BASILISK TECHNICAL DRAWING
by Logan Lubera. This drawing
is just one from our recent
Basilisk feature in INFERNO! 14 4 T
Logan has also done features
on the Chimera armoured carri-
er and Demolisher siege tank.
For further details see INFER-

THE BATTLE OF
{ NiS PAZAR by
Ralph Horsley. This
superb illustrated
i feature from INFER-
1 NO! 13 details a
| victorious campaign
1 by the Roskan
Regiment of the
Imperial Guard.
With battle maps
and lavish illustra-
tions, this is inspi-
rational stuff for
any Imperial Guard
General.




is very well received. Thanks; keep
your letters coming! So now, if your
mates can’t make it round for a
game one evening, or if you are on a
long train journey and want to read
something to pass the time, or just
fancy reading a rip roaring, all-action
science fiction or fantasy novel, it's
all there for you!

Characters such as Gotrek and
Felix, Gaunts Ghosts, Malus
Darkblade, Leonatos and Cloten,
Kal Jericho and Scabbs, Gilead, The
Redeemer and Malakev, Ephrael
Stern and Silas Hand, Zavant
Konniger and many more besides,
have all sprung from the twisted
minds of talented freelance artists
and writers around the world. This
has been another real joy to running
the Black Library — we get to meet so
many incredibly talented and imagi-
native people, all of whom share our
enthusiasm for Warhammer and
Warhammer 40,000, and have
jumped at the chance of working
with us. From established fiction
writers such as Barrington J Bayley
and William King, through comic
writers and artists such as Pat Mills,

‘...the Warhammer world
is a dangerous place
inhabited by some
particularly cruel, savage
and unpredictable creatures... *

Gordon Rennie and Kev Walker, to
complete newcomers such as John
Gravato, Alex Hammond, Martin
Hanford or Karl Kopinski, we have
been amazed by the inflow of brilliant
ideas! Qur in-trays are constantly
overflowing, and we have tiried to
ensure that the material we publish
is, in our opinion, the best!

At the end of the day, though, it is
down to all Games Workshop fans to
let us know what they think, what
ideas we might be missing, what
other ways there might be to add
detail and depth to the worlds of
Warhammer and  Warhammer
40,000. So keep all those new sub-
missions coming in. After all, these
places are real, y’know! So if you see
anything exciting out there on the
edges of the Imperium, in the dank
jungles of Lustria or in the madness

of the Chaos Wastes, don’t forget to
send us a letter or story about it so
we can put it in one of our publica-
tions. A photograph would be cool,
but our lawyers advise us that we
have to ask you not to put your own
lives at risk. Remember: the
Warhammer world is a dangerous
place inhabited by some particularly
cruel, savage and unpredictable
creatures, and it wouldn’t do to have
your hand snapped off in the pursuit
of a story or comic strip for the
Black Library.

But then again...

his
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for the Space Marines to arrive.

ZERO OPTIONS created by Dan Abnett & David Pugh.
This comic strip from Warhammer Monthly #19
detailed the plight of an Imperial Guard regiment left
to defend an ice-bound planet from a rampaging Ork
Waaagh! With supplies running low, and men dying
each day from starvation or freezing to death, their
only hope of salvation is to survive long enough
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DEATH TO THE
' FALSE EMPEROR! |

P

he strong will always enslave the weak. Where the strong make their own fate, tﬁﬂ
weak bow their heads and succumb. There are few who are strong and many ar
their enemies, and the greatest of those enemies is the False Emperor of Mankind.
Destroy the followers of the False Emperor and revel in their cries for mercy -
their weakness can only be eradicated by their sacrifice to the gods of Chaos.

First Book of Abominatigns

l§

CODEX’ CHAOS SPACE MARINES $1995 NZ$2295
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CHAPTER APPROVE

By Andy Chambers and Jervis Johnson

ings citizens and welcome to this month’s most holy Chapter Approved column. Rest assured that this noble
tise is guaranteed to bring spiritual purity and the blessings of His Most Coruscant Majesty, the Emperor of
nkind, upon the teeming celebrants of His Faith, however misguided they may be. Speaking of misguided, we

ve a veritable black shipload of deviant antics this month. The venerable Scrivener Johnson has trawled the infer-
i recesses of the so-called ‘Internet’ and uncovered a heretical document which purports to show mathematical
Jidence that the Tyranid race are indeed overrunning the Galaxy of Man. Still dusty after his narrow escape from
 cient ruins on Naogeddon, the Heretic Chambers carries dread tidings of the enigmatic Necrontyr. Finally, the ven-
rable Scrivener Johnson goes on to supply something he refers to as an ‘advanced mission generator’ — some form
't meson/fission power output device, | believe.

— — -
Placing Army Victories Batties Winning%
BATTLE STATI STlCS 1 Dark Angels 74 110 67.3%
s 2 Tyranids 192 346 85 5%
= By Benjamin Asmussen 2 Sisters of Battle 86 155 55.5%
P 2P . 4 Space Wolves 55 103 534%
; g statistics are the compiled results of games played by peo- 5 Blood Angels 121 235 51 5%
from all over the world, who have sent me the results of their 8 Necrons 29 57 50.9%
es and the armies they used. The results are broken down into 7 Imperial Guard 197 393 50.1%
iNgs qnd overall victories against specific opponents. To check 8 Eldar 235 472 49.8%
the latest placings and how well different armies are doing 9 Orks 115 238 48.3%
inst each other just access my Website — and please contribute 10 Chaos 236 518 45.6%
resulis of your own games to the database! 11 Dark Eldar 126 284 44.4%
b site Adck_ress — HTTP.//dorit.ihi.ku.dk/~asmus/w40k. 12 Space Marines _359 816 44.0%
ooynght © Benjari{m Asmussen 1999
: B Angels DAngels S Wolves S Marines Eldar D Eldar Chaos Sisters Imp Guard Necrons Orks Tyranids |
Blood Angels - 66.67% 100.00% 68.18% 45.71% 54.55% 47 73% 45.45% 44 44% 50.00% 47.06% 43 75%
':_ Brk Angels 33.33% = 33.33% 100.00% 50.00% 66 67% 55 56% 50.00% 50.00% 0.00% 75.00% 50.00%
gpace Wolves 0.00% 66.67% ~ 36.36% 58.82% 75.00% 37.50% 100.00% 40.00% 100.00% 33.33% 14.29%
Spa 31.82% 0.00% 63 64% - 41 00% 46 .88% 54 55% 26.32% 46,85% 20.00% 41.18% 43 94%
54.29% 50.00% 41.18% 59.00% - 57.14% 53.62% 56.52% 30.77% 50.00% 60.00% 42.55%
Dy 45.45% 33.33% 25.00% 53.13% 42 86% = 3529% 52 38% 66.67% 33.33% 55.00% 50.00%
Chaos Marines 52.27% 44.44% 62.50% 45.45% 46.38% 64.71% —~ 52.17% 41.18% 66.67% 38.46% 33.33%-
mers of Battle | 54.55% 50.00% 0.00% 73.68% 43.48% 47.62% 47 83% - 70.00% 100 00% 100.00% 71.43%
Imperial Guard 55.56% 50.00% 60.00% 53.15% 69.23% 33.33% 58.82% 30.00% - 25.00% 35.71% 60.61%
Necrons 50.00% 0.60% 0.00% 80.00% 50.00% 66.67% 33.33% 0.00% 75.00% = 6000%  6667%
Qrks 52.94% 25.00% 66.67% 58.82% 40.00% 45.00% 61.54% 0.00% 64.29% 40.00% - 54.55%
| Tyranids 56.25%  5000% . 8571%  5606% 57.45% 50.00% 66.67% 2857%  3989%  3333%  A545% —~

By Andy Chambers

Back In White Dwarf 230 we ran a new and updat-
ed army list for the forces of the ancient and enig-
matic race of the Necrontyr in Warhammer 40,000.
Since then I've had a steady stream of letters and
battle results from dedicated Necron players all
over the world. Most players seemed pretty happy
with the rules and are clear about how they
worked, but two specific problems came through
time and again: Scarabs and Necron Lords. Since
we had a Space Wolves update recently it seemed
a bit remiss to leave out the ancient chrome-

domes, so here we go...

A sinister Necron Lord leads a legion of Necron
Immortals and Warriors from their ancient pyra-
mid-and into battle.




SCARABS

Just about every letter I've had about Scarabs advocated a larger
unit for them to ensure that at least some Scarabs survived for
long enough to make contact with the enemy. As Scarabs are also
competing for Fast Attack choices with the Deadly Necron
Destroyers, it seems only reasonable to increase the Scarab unit
size from between three and five, as it was in the original army list,
to between five and ten.

Some players also believed that the Scarabs’ Strength of 3 was a
bit low and could do with improvement. I'm inclined to think this
would make them a bit too deadly, so for the present I'm going to
leave their Strength at 3 (what do you expect for 6 points anyway!).

A common question that came up about Scarabs concerns exact-
ly when their self-destruct capability is used. As detonation would
be pretty much instantaneous, the Scarab’s self-destruct attack
should be treated as if it is an attack with an Initiative of 10. Note
that this means units in cover will still have an opportunity to strike

first as Scarabs (fairly obvi-
ously) don't use frag

grenades.

NECRON LORD |

Most of the letters included at least some
wailing about Necron Lords not being
equipped with power weapons, and the
overall poor showing of Necrons in
assaults. To take the last thing first, the
Necrons’ vulnerability to being assaulted is
probably more due to their lack of dedicat-
ed assault troops than anything else. This is
something we’'ll have a think about for the
mysterious and enigmatic Necron Codex
(sometime in the far future). The Necron
Lord is a different matter. In retrospect, it's
a little harsh for the lords of the technologi-
cally advanced Necrontyr to be totally lack-
ing any kind of wargear, so rather than just
improving them by giving them power
weapons | thought it would be far more
interesting to give them a small selection of
wargear to choose from.

NECRON WARGEAR

A Necron Lord may be upgraded to include
one of the options shown below, at the
points cost indicated.

FrReses Y 1 o Gaze of Flame - 15pts
Flickering wych-fires blaze from
the metal death-mask of the Necron
Lord, chilling the very heart of those
who look upon it, stealing away their
strength and crushing their courage.
Models which charge into combat with the
Necron Lord gain no bonus to their attacks for charging
as they are inexplicably slowed at the last instant (yes, even Tyranids,
Daemons and other things who think they should be immune are effected).
Units fighting an assault involving a Necron Lord with the Gaze of Flame suf-
fer a -2 Leadership penalty in addition to any other modifiers.

Scourge of Light - 15pts

In combat the Necron Lord’s staff of light erupts into a blinding convocation of
white flame. Each time the staff is swung it carves an arc of pure energy
through the air, which shrieks as it is split asunder by impossible energies.
The Necron Lord counts as being armed with a power weapon.

Veil of Darkness - 50pts

The Necron Lord can summon a veil of darkness which twists about like a
ghostly cloak blown by an ethereal breeze. When the darkness sinks back into
the earth, the Lord and those close by have disappeared, only fo reappear some

distance away moments later.
A Necron Lord can opt to use the Veil of Darkness at the
beginning of its movement phase instead of moving nor-
mally. The Necron Lord and up to one unit of Necrons
within 6" of him are removed from the tabletop and are
then immediately placed anywhere on the tabletop
using the Deep Strike scenario special rule. The Veil
of Darkness may be used even if enemy models are
in base contact with the Necron Lord or any of the
Necrons he moves with him (the enemy models are

left behind).

* §F sss5ed

s3sn D

Ify
10

no
N¢

Ne
plé
ch
the
si¢
Fo
Su
alk
pic
Re
res
Re
pla
of

ai
S

Eni

-




ADVANCED MISSION

SELECTION 1
& ' i Fed
By Jervis Johnson 13

s advanced rules allow players to t‘qm up for a game with a standard force and
.. any of fourteen missions included in";the Warhammer 40,000 rulebook. In order 14
o the advanced rules simply agree @n a points size for the game and pick an 1%

5 LS

v using the Standard Force Organisgtion chart. You will also need to know
_¢ army’s strategy rating when using the advanced rules (see page 129 of

_--rulebook)' |f.j \

" nortant: Remember, when using the ll(dvaqced Mission Generator you always

Y A

s the Standard Force Organisation chart. bb
4 Decide Mission ‘\ 23
"l on the Advanced Mission table to see which mission you must play. In order to 24
'V' the result, you need to make a D66 Roll. Don’t worry, you don't need to rush out Dt
and buy a new set of special dice; instead roll two D6, one after the other. count the 2
st roli as ‘tens’ and the other as ‘units’. So, for example, if you rolled a 2 on the first D6
‘dice and @ 3 on the second dice, you'd get a rﬁsult of 23.

2 Decide Who Is Attacker N 51

I you are playing a Breakthrough, Raid or Battle sééna_rio, use your strategy ratings b2
1 decide who will be the attacker and who is the defender..If you are playing a Battle 5
\ur Breakthrough and the attacker is missing a compulsory tinjt choice then there is i
o change to the attacker’s forces, he’'ll just have to soldier on without them. 5

' 5

55

Note: Dark Eldar are always the attackers in any mission they play.

3, Decide If Any Units Have Been Reassigned

'Next, both players must check the Force Organisation chart for the mission they‘!'a;re
glaying. If their army includes any units that are in excess of those allowed by the

¢hart (ie, you have more Fast Attack units than are allowed in the scenario) then 42
these units have been reassigned. You may choose which of your units are reas- HD
signed out of those that are affected. 1t
Ior example, if you were the attacker in a Raid and your army included three Heavy jir
Support units, then two would have to be reassigned as the attacker's chart only 4%

llows one such unit to be included in the armyThe attacker would be allowed to
nick which two of his Heavy Support units were reassigned.

‘Reassigned units are placed in reserve, even in scenarios that do not normally allow

reserves to be used. They enter play using.the normal rules for reserves. 52
Reassigned units enter play along the table edge'defined in"the scenario being
played. If no such edge is described, they may enter anywhere along the table edge 55

of the player’s deployment zone. If the player doesn’t have a deployment zone with
a table edge (ie, he sets up in the middie of the table), then roll the Scatter dice to $

Ak

see which edge any and all reassigned units will appear on. 5%

4. Get Fighting b

Erm, get fighting! Gl

' = 62

SPECIAL MISSION 63

In the case of a special mission, use strategy ratings to roll-off. The 64

winner of the roll can decide which mission to play. He may look at his ~

opponent's army roster before he decides what to play, and he may 65

also choose to pick missions ineluded either In a Cadex or White 66
Dwarf magazine.

Advanced Mission Table
Cleanse (Standard scenario)
Cleanse (Standard scenario)
Cleanse(Standard scenario)
Night Fight (Standard scenario)
Night Fight (Standard scenario)
Special mission (see left)

Patrol (Standard scenario)
Patrol (Standard scenario)
Recon (Standard scenario)
Recon (Standard scenario)
Recon (Standard scenario)

Special mission (see left)

Rescue (Standard scenario)
Rescue (Standard scenario)
Take & Hold (Battle scenario)
Cleanse (Standard scenario)
Meat Grinder (Battle scenario)
Special mission (see left)

Night Fight (Standard scenario)
Bunker Assault (Batftle scenario)
Patrol (Standard scenario)
Sabotage (Raid scenario)

Recon (Standard scenario)
Special mission (see left)

Ambush (Raid scenario)
Rescue (Standard scenario)
Strongpoint Attack (Raid scenario)
Cleanse (Standard scenario)
Rearguard (Breakthrough scenario)
Special mission (see left)

Night Fight (Standard scenario)
Breakout (Breakthrough scenario)
Patrol (Standard scenario)

Blitz (Breakthrough scenario)
Recon (Standard scenario)
Special mission (see left)

WHAT’S CHAPTER APPROVED ALL ABOUT?

Each month Chapter Approved takes a look at the Warhammer 40,000 game and its rules, (Chaplér Approved),
introducing different scenarios, weapons, rules and army list entries of all types, fre- ;
quently stolen from Codexes in progress here at the Studio. It also acts as a forum for ded-
icated players of Warhammer 40,000 who have produced inspired, well thought out and
just plain brilliant additions to the game (as arbitrated by that well-known model of fair-
ness and balance — me). If you've got'something good for Chapter Approved then write to.
me at the address given here.

Note: Please don’t include rules queries eté, with your letters, as the volume of maild '?nil \
the fact that I'm lazy) means in most cases | won't be able to send individual replies:

.. Andy Chambers

Games Workshop,
Willow Lane, Lenton,

Nottingham,
NG7 2WS, UK.
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FOR BATTLE

Although you don’t have to play
our games with painted models,
there’s nothing to match the sight
of two painted armies facing each
other on the tabletop.

If you want to paint your models
simply to get gaming straight
away or if you aspire to fielding a
wonderfully personalised force
your Games Workshop store is the
place to start. The staff are
always happy to offer help and
advice on painting.

So if you want to know more
about any aspect of the hobby,
like an introductory painting les-
son, or maybe some masterclass
advice, then call in at your Games
Workshop store now!
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STORES in RED have Games
Night every Thursday.
Those with their names in
BLACK have their Games
Night on Fridays.

AUSTRALIAN CAPITAL TERRI-

TORY

BELCONNEN: Shop 128A Westfield Shoppingtown
Belconnen ACT 2617 Phone: (02) 6253 4747

NEW SOUTH WALES
CASTLE HILL: Shop 495 Castle Towers

Castle Hill NSW 2154 Phone: (02) 9899 8188

CHATSWOOD: Shop 302 Westfield Shoppingtown
Chatswood NSW 2067 Phone: (02) 9415 3968 Sudbies
MIRANDA: Shop 1048a Wesifield Shoppingtown

Miranda NSW 2228 Phone: (02) 9526 1966

NEWCASTLE: 197 Hunter Street
Newcastle NSW 2300 Phone: (02) 4926 2311

PARRAMATTA: Shop 2161A Westfield Shoppingtown
Parramatta NSW 2150 Phone: (02) 9689 1638

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

QUEENSLAND

BRISBANE: Shop B8 Queen Adelaide Building
Queen Street Mall Brisbane QLD 7000
Phone: (07) 3831 3566

SOUTH AUSTRALIA

ADELAIDE: Shop 25 Citi Centre Arcade Yo

145 Rundle Mall Adelaide SA 5000 . S
Phone: (08) 8232 7611 m— N
MARION: Shop 2048 Westfield Shoppingtown E— T
Oaklands Park SA 5046 Phone: (08) 8298 2811

VICTORIA

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

MELBOURNE: Shop G30/31 Centrepoint Mall
283-297 Bourke Street Melbourne VIC 3000

Phone: (03) 9654 7086 ; - T s
RINGWOOD: Shop L44A Eastlands Shopping Centre FOR THE TWELVE DAYS

Ringwood VIC 3134 Phone: (03) 9876 0099 BEFORE CHRISTMAS

WESTERN AUSTRALIA EVERY GAMES WORK-

: Sh ine S , Willi : .
e WA B Prne 09, 352 e o' SHOP STORE
WILL HAVE A SCARY

NEW ZEALAND CHAOS SURPRISE

AUCKLAND: Shop 4 280 Queen Street FOR YOU! e
Auckland Phone: (09) 302 0279 e
WELLINGTON: Shop 13 18-30 Manners Street SreroamyAne v rerd
Wellington Phone: (04) 382 9532 e e oy monid Y o o
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l Sigmar’s Fury

Battle for the CHurch

27m & 28tTH NOVEMBER

Your Warband has reached the ruined church, but they are not alone.
It scems cvery treasurc-hunter in the arca has had the same idea!
Now you must defend yourselves while you scarch for Sigmar's Fury.
Bring your Warband back to continue the fight (or bring in a start-
ing Warband) and be the last man standing to claim the prize!

4t & St DECEMBER

You have found the chest containing the revered artefact,
but cannot open the fock. You must escape the confines
of the City so you may study the chest at your leisure.
Bring your now-experienced Warband back in,
or join in with a starting Warband. The Warband
with the chest at the end of the game is the winner.

Those stores not open on Sundays will run these evenis on the Friday and
Saturday on the same weekend.Contact your local store for move details.

6‘ f ent g‘zi t 20t & 24TH DECEMBER
g f Twas the night before Geheimnisnacht,
» and all through the burnt-out house
8 fau ter m‘ t Not a creature was stirring, not even a
mouse (where are those Skaven?).
During the week before Christmas
our stores that are open for late-night
Christmas trading will be running
loads of exciting Mordbeim games
so bring in your Warbands (new or expe-
rienced) and bave some fun.
Ask if your store will be open!

.
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Christmas is coming, " A uc K [ B A ND & -3

—and we’ve got loads of great

ways to help you get what you - . WE LL'NG TQM

want for the festive season.
| BIRTHDAY

WISHLIST

The Christmas Wishlist con-
tains a bit of a questionnaire
that you fill
out and hand to your friends
or relatives. That way we
can help them find the
right present for you.

_ #2 - THE GIFT
\_VOUCHER ..

The perfect present, a Gift?"

\\

Voucher allows you to browse On Saturday 4th December our

at your leisure and se?t?‘:;le AUCKLAND store will celebrate
~latest addition to your army. = it’s second birthday and our

Gift Vouchers are available g t WELLINGTON store will celebrate

tions and cake. Give the stores a

values between 810 and 32 it’s first. In both stores there will
T Y be loads of fun, games, competi-
' call for more details!

These cards not only ht
collect a balanced army, they
also help your friends and rela-
~_tives with their Christmas pre-
sent purchases

All of these items are available
from your nearest Games
Workshop store, ask the.

- staff for more details. = — -
ks b L L AN h L LI LA %"A’
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','E‘,:THE MlLLENlUM GATES />

Recently re-discovered, the Millenium Gates are
ancient artefacts of immeasurable power and mys-
tery. Scholars, mystics, technicians and psykers all .

desire to unlock the hidden secrets of the 6
Millenium Gates. You are charged with the task of !
aiding these men, will you face the danger?

SATURDAY
8TH

SATURDAY

TR WARHAMMER

JANUARY 40,000

] SATURDAY
22ND

SATURDAY
29TH
JANUARY
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The warpstorms that had isolated the tropical world of Laniena Il
were at an end.

Vital supplies for the garrison stationed there were now able o
reach the planet after five years of isolation. Accompanying the con-
voy was an Ecclesiarchal mission from the Convent Sanctorum, con-
sisting of both Orders Hospitalier and Militant.

Ironically, this mission of mercy would be the very act that would
spell doom for the citizens of Laniena IIL Predatory Dark Eldar
scout craft bad ghosted the convoy to its destination. The first wave
of Dark Eldar pirates attacked mere bours after the Imperial trans-
ports bad landed.

What followed could best be described as four weeks of Hell &
Damnation. Distress calls were made, and at the eleventh bour the
astropatbs received an anaswer from an Astartes strike craft
Datrolling the sector.

The last stand of the beleaguered defenders was at a place called
Placidus Stagnum, an ancient and once beautiful city. Now muder-
ous intentions were about to make it an open grave.

As the twilight darkened, the engines of Dark Eldar transports could
be beard in the distance. The last of the brave defenders made their
peace with the Emperor. As the grim ceremony came o a close the
first wave of Space Marine drop-pods, as though delivered by His
Immortal Will, screamed through the atmospbere.

LANIENA 111 pits the staunch
forces of the Imperium (Imperial
Guard, Sisters of Battle and
Space Marines) against the evil
Dark Eldar, all fought over a mas-
sive, fully sculpted gaming table,
the likes of which you

have never seen before (it

really is that dramatic)!

LANIENA 111 will crash through
these stores soon:

CASTLE HILL 4-5 December
PERTH 18-19 December
SYDNEY CITY 8-9 January

22-23 January

CHATSWOOD
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ANATOMY OF A
TREADHEAD

By Leigh Carpenter

Above: Paul

Caincross holds aloft

the coveted Golden

Demon Slayer Sword

Right: Paul's entry, the mighty
Imperial Guard Baneblade.

Far Right: The tank commander!

Thurgis IV was a hellhole. Stripped of'-a\lr\nost ail tife by
the war that had spanned decades. the surface of the
small industnal planat seemed to be the only thing truly
alive. Each day, new craters were formed from the inor-
dinate amount of high explosive weaponry that peppered
the ground. it was as if some gigantic being was taking
pleasure in re-moulding the outer shell of the planet; but
never quite being satisfied with the outcome. Buildings
that once housed some of the greatest Impenal minds
now lay in chaos, as if the very elements of this harsh
world protested and sought to be nd of the offending
structures. There was only one constant on this
world..mud. Thurgis was constantly surrounded by a
cloud band miltes thick, a product of incessant warfare
and the numerous disfuptions to the planetary enviro-
conditioners that struggled to prevent the world from

;j[;:f/;%i{,
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returning to its natural state. The clouds hung oppres-
sively over the planet, filtering the light such that Thurgis
appeared a world of various shades of grey. The rain,
which was laced with radioactive and toxic-matenals,
was incessant and, over time, would eat away. at any-
thing mineral - even the plascrete bunkers of somelong
forgotten defence posts that littered the terrain had suf-
fered quler the never-ending downpour. The rain could
drive a sane man to the brink of madness. The fighting
men of Thurgis were not sane men...

Destruction was coming hot on the heels of the green-
skins. Across a front continents wide, serious breaches
threatened to see the demise of the entire imperial
defence. Both sides hampered by a lack of mobility due
1o the three foot deep mud and a cloud cover that made
flying almost impossible, the stalemate had persisted for




Paul Cairncross bails from the sunny suburb of Waterfall in Sydney’s south. He is
a Chemical Engineer who bas spent time in the Army with the "ground pounders"
(artillery) and bas been labelled the "King of the Nerds" by bis fellow work and
gaming colleagues since bis success at this years Games Day. Chatting to Paul, 1
Jfound bim a genuine all round nice guy - even if be is a fanatical "Treadbead'...

Leigh: Congratulations on the Sword this year.
It was a fantastic entry and well deserving of the
top prize! So where did you get your inspira-
tion for this piece? I have noticed that last
year you did much the same style of entry

larger tanks is just because they look so real!

Leigh: 1 suppose you're right there. The large
tanks, especially the Baneblade and
Shadowswords have a lot more in common with
modern day tanks than a Rhino or Chimera. So

HATOD

I N

r
b
LS

so if it works why change it huh? when did you actually start the whole thing?

Paul: Well, 1 did the Land Raider last  pgyl: Well, I started it about six weeks before
year and I got first place in that cat-  Games Day.
egory. Before that the ideas for the

BIG tanks came from artwork in
the Imperial Guard Codex and Paul: Yeah, it turns out that six weeks was a BIG

the 40K game. Last year’s entry MISTAKE. My wife and I had recently moved and
was really a test piece before mov- W€ were in the process of renovating the house
ing on to something bigger like the and that was taking up a lot of time. But, I guess
Baneblade (at this point I thought to ™Y pride overtook common sense because I just
myself "Ye Gods! I'd be lucky to be had to enter! I still had one month of leave at
able to scratch build a bike lee  Work so 1 took it all. The entry was finished up
alone a Land Raider! - I¢ ~ the morning of Games Day.

). The thinking Leigh: I don’t know who said it but "It isn’t a
behind doing  Golden Demon entry unless it is finished a few
t h e hours before Games Day" holds true. I finished
my Grail Knight entry at about 4:00am the day of
last year’s Games Day so it might be turning
into a tradition. Nothing like a deadline to

make you work just that little bit harder.

Paul: My main worry was that I would not do as
well as last year and occasionally family and
friends don’t realise how important something
like this is. It is something that is always in the
pack of your mind like when you go shopping
and see things that can be used in an entry or on
a base.

Leigh: Could be the reason why so many hob-
byists have overflowing bits boxes or cupboards
full of all sorts of bits and pieces. I know I do. So
when did you actually start painting the beast?

Paul: Well, I started one week prior, but the
painting of the whole thing went wrong. I did
not like the look of it so I started again about

Leigh: Six Weeks?! How did you manage it?
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pres- * years. Both the Ork'invasion and the combined might of spread like a virulent pox that threatened to overwhelm
wrgis = 3 the Thurgis 5th, Sth and 13th battalions had the measure  them all. The last victory had been gained when the
1 ramn, % Of their enemies. Death was the only winner of this war. " advance elements of the 4th Mechanised Infantry cap-
snals, ies of the fallen melded with the discarded instru-  tured a rare prize - an STC unit thought lost on the
i any- -of war, machinery and buildings centuries old to  Batilecruiser Divine Justice years earlier in the Gothic
ﬂqng ) s.ths sludge that made manoeuvring impossible.  War. That was over three years ago, and nothing had
d suf-" ~ Now, the'@iiga.driven to desperation, had begun a new  been said by the mysterious Tech-Priests about the unit,

could ~ assault on"almostevery mile of the front. save that it was vital information that would not go unre-
)hﬂﬂg Captmn Afgin gﬁheyed?ﬁa“data slate that provided a soft warded. At the time, no reward could have Compensated

_ grean illumination in the command bunker. He peered at  or the lives of ninety-seven percent of the 4th that per-
reen- it while_trying to make some sense of the conflicting ished in the assault to recover the artefact. Now, thought
iches . reports that-screeched over the comm-links behind him. the Captain, the only thing that he would ask for is the
perial .. The campaign for the defence of his homeworld had Emperor’s Mercy at having lost the world to the tnvading
y due “started well enough, a large number of the enemy had ~ 9reen tide. >
made fallen even before they hadapded on the surface, buthe
adfor  §  now feared it was not enougi..’ Mrk invasion had

2 —— __‘\.1_
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Leigh: And just got it finished! So is it mainly hand
painted or done with an airbrush?

Paul: Mainly with an airbrush for the base coats. The
fine detail, crew and the like are done as you would nor-
mally. I have been building tanks, mainly 1:32 scale, for
the last fifteen years and been doing Games Workshop
stuff for about the last two, so I have had plenty of prac-
tice painting tanks. Again, I think that an airbrush is
good for producing a realistic effect and for models this
big, it would be hard to hand paint the whole thing with
. any consistency.

Leigh: So how did you go about planning the
Baneblade?

Paul: The tank is based on the Epic Baneblade scaled up
five times. I took a side profile of the tank and made a
couple of templates from which to work off. I used plas-
ticard called "Evergreen" and "AMRI" for the most part.
The stuff is priced from $6.50 for two to three sheets
(30cm by 15cm) for the Evergreen and $3.00 for the
AMRL. It is available from most hobby shops and comes
in varying thicknesses and is great for this sort of work.
Once I made the templates it was a matter of cutting the
card four times, two each for the left and right track
assemblies. The assemblies themselves were glued
together much the same way a Leman Russ kit, and I
used the Gorkamorka Gubbinz pack for the tracks and
wheels. Once these were finished I used spacers to form
the superstructure in between the two tracks and then,
again using plasticard, built the rest of the tank around
the framework. The turrets are scratch built apart from
the lascannons and most of the fine detail work was
placed to provide some sense of scale and definition to
the model. The crew figures are the tank commander
from the Leman Russ kit and the copilot is from a Cadian
lascannon crew figure.

; Leigh: 1t’s obvious that your modelling skills are well
% : above those of the average gamer.

i : ! . Pqaul: Mainly I use my modelling skills to hide any defi-
A \ r ey T e { ciencies in my painting. It pays to be meticulous with the
.

N il o construction of something like this because the tiniest

- — —

Constructing the superstructure.

The original ‘failed’ camouflage scheme,

only three days before Games Day. "How long?" Argin asked of his subordinates, the stran
clearly evident in his voice.

"At this rate Sir, they will be on our position in a matter of
hours.” The Captain’s men had long before given up any
fantasies that there was going to be more than one out-
come to this protracted war.

"Well, I'l be damned if | am going to sit here and die cow-
ering In this den!" Argin reached for his chainsword, the
finely crafted heirloom that had survived generations, and
stormed out of the command bunker.

As he reached the surface, a multitude of experiences
engulfed his senses. The screeching of enemy artiffery
sounded like a claron call that could only mean one
thing..the enemy was close. He climbed the nearest
motind in order to propery survay the field. All before him
was chaos. His own artiflery was silenced and his men
were dying in pockets of resistance as the Ork forces over-
ran their positions. Barrages of ordinance that had no dis-

il brushed to give a smooth finish.
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Paul’s Baneblade, finally
finished at 7am on Games Day!

blemishes will show up under the paint.

Leigh: 1 guess that I am the other way round. I usu-
ally use my painting skills to hide those little nooks
that you just can’t get to with a file (A file? What’s
that? — DI). So what do you have planned for the
future?

Paul: I'm going to England later on this year for
some inspiration for the next pieces...

Leigh: Well, with the plethora of military museums
as well as all of the GW sites to visit I’'m sure you’ll
find something! So do you only model or do you
play Warhammer 40,000 as well?

Paul: I'm just starting out with a Dark Angels army

and I usually go to the Miranda store a bit. I've been
playing I guess for over a year now. Actually I really
shouldn’t tell you this (no you really shouldn’t
cause it will get printed...) but my first game was
against my wife, using the miniatures and the sce-
narios out of the 2nd Edition 40K boxed set. I
played with the Space Marines and she with the
grots and...um...I will say that..um...I lost. Not a
great way to start your gaming career!

Leigh: Looks like we may have another Gav
Thorpe/Dave Taylor (Gee, thanks Leigh! - D) in our
midst huh? Well thanks for the time Paul and I am
looking forward to seeing what monstrosity comes
out of the woodwork next year!

cernible pattern exploded violently behind him throwing tonnes of
mud and-debris in the air. Argin straightened, looking at his wovld
for what he knew was the last time. Resolution crossed his hag-
gard features and he appeared the rock in the storm, a steady
bastion when all around him the very fabric of life was being torn
asunder, a man who knew what his destiny was and marched for-
ward to greet it with no fear. He did not hear the whine of tank
fracks behind him.

"You in command here?" a voice shoutad over the din.

Argin spun, being broken from his reverie. He had fo peer in the
mirk to find the owner of the voice that addressed him. *Who
asks?" he yelled. An imperial Colonel, dressed in battle fatigues
walked through the heavy mud to confront the Captam\
"Colone! Falk, 1st Reserve Company...and your salvation if I'm
not mistaken.” the Colonel grinned. either enjoying the discomfort
or the bewilderment he had caused Argin.

*I-l was told there were fo be no additional reserves...we had

=
used them up months ago.." Argin stammered, cleary per-
plexed.

“Remember that STC-unit you boys captured a while back?"
Argin stood not registe?&‘%?g‘ﬁ%train of the conversation and
minute by minute the Ork advaiice.was getting closer - enough
g0 that he could hear the guttural war cries of the invaders. Falk
spoke something into his comm-link atlached to his helmet and
turned to look away from the collapsing front, grinning all the
Wh"e. - b

Argin fouowea”"'?“ﬂs gaze and was immediately stunned by the
apparition that filled his vision. He stood and watched whilst a
squadron of the largest tanks he had ever seen rolled through the

mud. Each was the size of over four Leman Russ battletanks_ and

each was fairly bristling a deadly entourage a weaponty. _
Falk turned and slapped Argin on the back almost knocking the
gaping Captain into the mire. "Let me introduce the latest addi-
tion to the Emperor’s finest. .the Baneblade Now..we got a war
to win boy... so where do ya want em?"
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Warhammer
Chronicles takes a
look at the
Warhammer game,
its rules, back-

ground and game

mechanics, fre
quently stolen
from in-progress
developments

here at the Studio.
It also acts

as a forum

for dedicated
Warhammer players
who have produced
inspired, well
thought out and
exciting additions
to the game.
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chronicles

By Tuomas Pirinen

Welcome back to the Warhammer Chronicles! This month’s treatise includes Q&A ang
some new rules for the Undead armies of the Tomb Kings, as well as some initial ideas fo;

tunnelling troops. I hope you enjoy them

Tunnel Troops
By Alessio Cavatore °

It seems completely plausible to me that
creatures such as the Skaven, which spend
most of their lives underground and domi-
nate a huge subterranean empire, could
make use of their tunnels in battle. You can
imagine that a Skaven general could
inspect the field on the day before the bat-
tle and try to guess the point where the
enemy will deploy their artillery. He would
then instruct some elite units to dig a
branch from one of the main tunnels of the
under-empire in an attempt to reach the
spot before or during the battle. The fact
that the new tunnel will be very narrow
and dangerously unstable, added to the

0-1 SKAVEN GUTTER RUNNERS TUNNEL TEAM

The team consists of four Gutter Runners
Profile M WS BS S

risk that the tunnellers may not arrive in
time, will mean that the general will nop
risk valuable large units on these missions,
just small groups of highly specialised com.
mandos. Gutter Runners! Imagine a small
group of these black-clad adepts of Clan
Eshin making their way through the last
layer of soft ground with their deadly ‘dig-
ging’ claws and then jumping on
the unsuspecting crew of the enemy’s
war machines...

The following rules are for Skaven tun-
nellers, which you can use as a new reg.
ment for your normal Skaven army list. As
these are so unusual it would only be right
and proper to let your opponents know
what they’ll be facing! Let me know how
you get on.

56 Points per team

T A4 I A Ld

Gutter Runners 6 4 4 4

3 1 5 1 7

Weapons/Armour: digging claws (count as two hand weapons) and throwing stars.

Save: None
Options: None.

Special Rules

Tunnelling. Tunnel teams are not
deployed at the beginning of the game,
but use the special rules for tunnelling
(see below)

Skirmishers: Tunnel teams always fight in
skirmish formation.

Suicide mission: Due to the many diffi-
culties and dangers involved in tun-
nelling, characters and assassins will
never join the teams. Tunnel teams never
have standards or musicians because
they are simply impractical in a
cramped tunnel

Rules of Tunnelling

After both sides have set up, place a tun-
nel marker (a penny will do) anywhere on
the battlefield. At the beginning of each
Skaven turn (except for the first) roll a D6

to determine when your team emerges:

First turn: N/A
Second turn: 3+
Third turn: 2+
Fourth turn: Automatic

When the team emerges, roll a Scatter dice
and an Artillery dice. If you roll a Hit on
the Scatter dice, the marker stays in place;
if you roll an arrow, move the marker the
distance indicated by the Artillery dice 10
the direction shown by the arrow:

Once the final position of the marker has
been established, replace the marker with
one of your models and place all the oth-
ers within 2" of the first one, facing any
direction. The team emerges at the begin-
ning of the turn (this is the very first thing
you do in the turn) and can act normally
(yes, they can charge!). If the marker 1
moved under an enemy unit, the
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Tunnellers will automatically
it in hand-to-hand on the side
is closest to the marker (they
iat as charging). If the marker is
d under a friendly unit or
ssable terrain, place the
ellers on the closest edge of the
obstacle. If the marker is moved
e battlefield, the team has got lost
er result 3-4 on the Mishap table).

f you roll a Misfire, roll a D6 and
“nsult the Mishap table.

And if you really want...

' s 2 bit unfair that only Skaven can
e advantage of this rule — any other
e which lives underground could
buve similar units. You can try other
op types using the same rules, but
W ensure that the balance of the game
% not ruined, you should stick to units
u four or less and models with less
1 five Wounds (you should not be
ihie to pop up at the back of an enemy
Sy with anything that can threaten
proper regiment). Tunnel troops
Should be small groups of infiltrators,
ot huge fighting units.

Mishap Table (D6)

1-2 Cave in/

The tunnel collapses and the team
is squashed. The enemy gets the
Victory Points for its destruction.

3-4 Where are we?

The team has got lost and emerged
slightly away from their intended
target, maybe in a pigsty, the lair of
a huge monster or into the
courtyard of a Bretonnian castle.
The team does not take any part in
the battle, but the enemy does not
earn any Victory Points for it.

5-6 I told you to turn left!

The team almost made it, but went
in the wrong direction for the last
few hundred yards. Your opponent
can place the marker anywhere on
the battlefield and deploy the
Skaven models as they emerge.
The models cannot move in the
movement phase of the turn they
emerge (except for fleeing if they
fail a Terror or Panic test for fleeing
within friends in £"), because they
are too busy trying to work out
where they are and blaming each
other for reading the map wrong.

Dwarf Miners, Chaos Dwarf wa.rnors
and Night Goblins

Runners. Just replace the stat-line,
equipment and points cost of the
Skaven with those of the new unit, but
keep the special rules of the Skaven
tunnellers.

You could also decide that you are not
bothered with respecting the game’s
balance and go wild! If so, you can
apply these rules to any monster that
could dig underground, like a Hydra,
Squigs, or one of the many Chaos
creatures

If you want to really push it, entire
units could make their way to the
surface from underground if the fight
was close enough to one of the main
settlements of the race involved. So
you could have units of Iron Breakers
or Stormvermin popping up from the
ground like daisies in spring.

By the way, these rules should really
apply only to Skaven, Dwarfs, Chaos
Dwarfs and Night Goblins. It would be
rather unrealistic to try to do the same
with your Bretonnian Knights!

Tomb Kings
' of Khemri
QG6A

'= Are Tomb Guards Wights or
Skeletons?
A: Skeletons.

’ Chariots grant 4+ base save which
¢an be improved. In Tomb Lords it says
that this save is an unmodified special
Save, but elsewhere it is mentioned as
| regular armour save. Which one is
torrect?
A: A Regular armour save. All chariots
Jollow the same rules.

Q: How does the spell Tempest (and
bther spells which specifically target
‘War machines) affect charioteers?

A You treat them like a normal
tifantry or cavalry unit.

Q: Which units does the Tomb King's
‘Crown affect in a Khemri army?

A: All models apart from Scorpion
Swarms and Giant Scorpions.

Q: Are Liches allowed to march and
eclare charge reactions when alone,
like Vampires in Vampire Counts?
4: No and No. They are Undead.

Q: Can Skeleton cavalry ride through
obstacles?
A: No.

Q: What happens when the General of
the army (je Tomb King) dies?
A: The following rules apply:

Slain General: An Undead force is
utterly unlike a mortal force. It is
wholly dependent upon its leader
whose will binds it together. If the
army leader, the Tomb King, is
destroyed then the link between the
Undead and the World of the Dead is
weakened and the Undead creatiires
collapse as the spells that bind them
start to unravel. The army is wholly
tied to the Tomb King by their vows
of loyalty and the magic of the
Liche-Priests.

If the army General is killed all the
Undead units and monsters operating
independently are immediately
destroyed with no saving throw
possible. Scorpion swarms and Giant
Scorpions are an exception to this rule,
as they are not Undead. Giant
Scorpions must still take a Panic test
because of a slain General as normal.

Undead characters such as Tomb
Lords, Liches and Undead Champions
are not affected by this rule; their will
is strong enough to keep them alive

even without the army’s leader. In
addition, any unit led by an Undead
character can draw upon the power of
these individuals. These units suffer D6
wounds with no save possible if the
General is killed, but otherwise they
may continue to fight as normal.

Q: Charioteer impact hits are at S4.
How about mounted Tomb Kings and
Tomb Lords who are stronger than
regular charioteers? Can this strength
rise by any means (ie, magic)?

A: Impact hits from all Kbemrian
chariots are always Strength 4.

Q: Neither unit champion equipment
nor prices for it are shown in WD227.
How much do I pay for each piece of
equipment? The same as characters or
the relevant regiments?

A: The same as the regiments.

Q: Are Charioteers chariots, war
machines or regular regiments? WD227
says that the rules for chariots in the
Rulebook do not apply.

A: Treat them as cavalry, except that
they suffer damage if they travel over
difficult terrain.

Q: Asp arrows cost 1 point for
regiments and 10 points for characters.
Which one is correct?

A: Both. Characters (apart from
champions) simply bave to pay more. 3

(no Fanatics
please!) could replace the Gutter ©
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Orkses is never beaten in batt].
If we win we win, if we di

We

die so it don’t count as beat. J;
we runs for 1t we don't die
neither, so we can always come

back for anuvver go. scel

ORK BOYZ SQUAD Aus$34.95 N2$39.95

Ork Boyz Squad contains: 16 plastic Ork Boyz

ORK STORMBOYZ aus$34.95 Nz2$39.95

ORK DREADNOUGHT
AUs$69.95 Nz$74.95

Stormboyz Squad contains: 8 plastic Ork Boyz plus metal components!

ORK STIKK BOMMAS Aus$34.95 nz$39.95

ORK ‘ARD BOYZ aus$39.95 Nz$44.95

‘Ard boyz Squad contains: 8 plastic Ork Boyz plus metal components!

Ork Boyz Squad contains: 12 plastic Ork Boyz plus loadsa stikkbombs!

Ol"lrr bOX 2et?2
availgble how!




L WARHAMMER'

Report filed by Chief Scribe Jervis Johason.

Additional labous by Gav Thorpe, Stuart Witter and Simon Shuker.

This battle report 18 something of a showcase game, timed to
| contide. with the release of the new Imperial Guard Codex and
\iitten to give you an idea of how the imperial Guard army performs
yihe tablaiop’. As the main developer of the Codex | got to play the
" Impenal Guaid side against a horde of Orks commanded by Gav
| Tharpe. We also decided to play the game on one of the very nice
" cpenic tables made by the: Warhammer World - tearn. This' cool
' purpbse buitt table includes an imperial missile defence silo. Now, in
my expetience it's always a good thing to play games on different
sorts of terrain, rather than using the same old stuif all the time, as it
is invariably a source of inspiration — and so it proved for this batlie,
“as you'll discover below... g

‘| wanted to use this report to move along the continuing story of the

| feud between Commissar Yarrick and Ghazghkult Thraka. You can

\use a story like this to link several battles together so that they form

[ what wa call in the Studio & ‘narrative campaign’for the games that

" you play. The saga of Yarrick and Ghazghkull is.a good example. of

ihis because their story has developed over the years out of the

\ games of Warhammer 40,000 and Epic that we've played. When we

‘play a new game we make up a bit of a storyline to fink it to the last

‘one, and then'incorporate the result of the battle into the continuing

“marrative. It helps make the Warhammer 40.000 galaxy seem more

like a real place, and adds a lot of drama fo our games. Try it for

L yourself in the next game that you play and you'l see:what I mean -

- don't worty, you don't have to write the narrative down, just spend a

* fev minutes before the batile making up a story to explain why:

*ihe battle has taken place and then carry the story on into, your
| next game. '

“When | took Gav through to have a look at the Warhammer World
fable, we very quickly decided that it demanded more than a simple
'gff the peg’ scenario. For this game we decided to create a new

L mission by combining two existing ones.

. We'd already made up the backgrotind narrative for the battle {(skip
{erward five pages if you can't wait to read it!) and based on this and

* Ihe' fayout of the table we decided to play a game that combined
slemenis of the Meat Grinder and Biitz scenarios,

rules from Blitz but without the Hidden Set-up, Fortifications or
Obstacles rules, as the Impenal Guard had not had time to prepare
them yet. The Sustained Attack rgles from the Meat Grinder scenario -
would apply to the Orks as there'was meant to be an aimost endless
supply of them. Finally, we decided that-the Orks could.set up to
within 24" of the river fine, rather than within 6" of the far table edge
as would notmally be the case in a Blitz scenario (because we knew
the river would slow the Ork advance considerably}.

Unfortunately, although it sounded tike a great scenanio, it didnt work
well when we played it Even though we'd aliowed the Orks to setup
further onto the table than would normally be the casg, the river
slowed them down so much when they reached i that by the time
they'd got across they had suffered horrendous casualties. Although
they were able to fead in new units using the Sustained Attack rule,
these also got chewed up as they tred to cross the river. The
Imperial Guard lost a few troops as weill but on the whole the game
was a bit of a turkey shoot.

So it was back to the drawing board. Clearly the Orks needed to start

“closer to' the impenial Guard lines. We decided to re-fight the game.

and that, for the second try, we'd allow the Orks to set up right next
1o the niver, on the far side away from the Imperial Guard, while the
imperial Guard-army had to set up within 36" of the river. For victory
point purposes any Ork units that were in-the river or on the far side
at the end of the game would count as being in nomans land (+150
paints to the Imperial Guard player), while any Ork units that made 1t
up onto ‘the escarpment would count as having made it to the
‘second line” (+300 points to the Ork player).

There was one last problem with refighting the baitle report — Gav
was off to the States to attend a convention in Chicago, which left me

without either Gay or Andy to fight the battle against Fortunately,

Stuart Witter, a member of the Warhammer World, team and 'a
veteran Ork player, voluntesred to take Gav's place and command
his army for him. So, with a whole new scenario and new
commander of the Ork army, we prepared to fight The Defence of
Misstie Silo 51’ for & second time. 2

. the idea being that & huge horde of Orks which
" Wrere part of Ghazghkulls new Waaagh! had
landed on the planet and were attacking the

- Imperial Guard lines, intent on breaking through
*  and capturing the missile sllo on the escampment at
* the end of the table. The scenario would uge the
* et up {imitations, victory conditions and special




BATTLE REPORT

~ WAAAGH!

- which includés a power claw. 've mounted them in a truky i
-give them some much needed speed (mega armour alway,
.~ Counts as moving  through  difficult terrainl).  The - Stjy

- Bommas can also serve in this role, although not quite 5

My army selection: has been based - 2
not only on my own experience of-

Orks but also:from playing. against

them with other armies: This, has®

taught me a few things about using
Orks. Firstly, and most importantly,
big mobst With the Ork mob. rules
and mobbing up, having big units is

essential for any Ork mob. Some-

players, such as Andy Chambers, swear that 16 is the
perfect size, while others ({including Grand Warlord Wood)

have told me that the more the better. I've gone for a:
compromise with my Shoota Boyz and Slugga Boyz, with
each unit including sixteen normai Boyz, three big weapons'

and a Nob to fead them. These two units'also have plenty of
big shootas and bumas to blast and burn the swathes of
infantry they’ll be facing.

| also know that Orks don’t have the greatest anti-tank
capability, which isr’t going to make things easy against the
Imperial Guard. To offset this somewhat, 've taken two
Dreadnoughts and two' Killer Kans, whose close combat

weapons should be able to tear vehicles apart — if they g,
actually reach them! To back these up, three of the Noby j;
the Warboss’s Bodyguard have been given mega armg,

well ~ their krak stikkbombz will be very useful againg
Chimeras, Hellhounds and the like, but to blow up a baty,

tank they'll need to get round the back. The mob algs -

includes three rokkit launchas to add to their tan.
hunting capabilities. : '

A unit of Grots is also essential for-any Ork army, unless yoy
want your wonderful Ork mobs to reach the enemy in 2

tattered ruin. This is because Grots can be used as a sciean

for your Ork mobs, ensuring your best close combat warnrs
get into the thick of the enemy intact.

For a little more speed, and to add to the anti-infaniry

firepower of the army, I've opted for two Wartraks with twin.
linked big shootas. Because the Wartraks’ weapons are twin-
linked, they are actually quite accurate (for Orks that is!), and

their high Strength and AP will be perfect for taking down any
patticularly nasty enemy squads such as Ogryns.

!

v
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with twine
3 are twin.
at isl), and
down any

¥ -ally, there’s the Stormboyz. I know that they'll probably
s wiped out to the last Ork, plunging into the middie of the
emy army. However, hopefully they'll do some damage
and soak up some of Jervis’s shooting instead of my big
< taking it straight on the chin.

s my overall plan is this ~ use the Stormboyz and Wartraks
S mess with Jervis's head while the Boyz and Dreads close
Hopefully these diversionary units will be distracting
gh to absorb a lot of Jervis's attention. Whatever they
n expecting the big mobs and the Warboss and
guard to do the real .damage. I'm not particularly
fing Jervis to let the Dreads and Killer Kans anywhere

is tanks, but I suppose it'll stop those batile cannol

ying huge holes in'my Boyz. :

Well, lets give 'em a taste of boot levver!

e

Miter playing the first game it became apparent that the
mission required a little more work It goes to show that when

ou go about creating new missions they will need
glaytesting to get it right and make it balanced, but that's all
sart of the fun of gaming.

Bscause | had to leave for the States the next day Stuart
Witter volunteered to take command of the Orks for me.

“Me! Play Orks in a battle report for
White Dwarf? Of course!” | blurted.
“Tomortow, with an army . that
someone else has picked for me?” |
enquired.

“The same army that Gav used and
was crushed utterly and then left
for America?” | added, growing
increasingly worried.

“Against Jervis, | see..”, think.
quickly brain, how can | get out of
this one?

“9 o'clock then, see you tomorrow.” said Fat Bloke, momenis
before the “'m washing my hair” excuse had been
formulated.

Having spent a sleepless night revising-my Ork Codex,
hoping that Gav hadn’t decided on a ground breaking
blindfolded Gretchin army, | arrived at the Studio and was
handed the army | was to use in the battle. At first inspection
the army looked fine, very different from my usual army
{(keep an eye out for Stuart’s Ork army in an upcoming White
Dwarf — Shukes) which includes loads of bikes and buggies.
The scenatrio | would be playing involved getting across no
man’s land and breaking through the Imperial Guard line. For
such a blitz my myriad of fast vehicles would be ideal,
however this was not to be... :

STUART WLTTER
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“ The task of picking the Imperial -

Guard army was made somewhat

easier by the fact that | had to pick it

from the 2,000 point Catachan amy

the ’Eavy Metal team had  put
together to go in the new. Imperial’

Guard Codex. This new -army is

mainly made up of the rather nice

new plastic Catachan Jungle

Fighters those talented Penry twins
have designed, and looks really very good indeed. |
particutarly like the camouflage scheme on the vsehicles.
Camouflage schemes often end up as either appearing
impracticably garish or sensible but drab, but in this case the
team had managed to come up with' a good camouflage
scheme that seems sensnble while remaining very attractive
to look at.

n COIMANDHEADQUARTERS {TYRONE)

COMMAND SECTION (DU’WANE)

MORTAR AND
FIRE SUPPORT SQUADS

OGRYNS
INFANTRY SQUAD ONE
INFANTRY SQUAD TWO

INFANTRY SQUAD THREE

mmm 'SQUAD FOUR

ARMOURED FISTS SQUAD
AND CHIMERA

LEMAN RUSS EXTERMINATOR
LEMAN RUSS BATTLE TANK

/ 'I‘HE DEFENCE OF )
_MISSILE SILO 51) G

_As noted, the 'Eavy Metal team have made a 2,000
©_army, 'and as | needed a 1,500 point force for our game twa
“going to have ta-lose 500 points from somewhere. Thg ful &
" army has two. platoons of infantry with two squads in sﬂch'
_platoon. Personally, | prefer 1o have at least three squadsp
~ platoon, so | ditched one of the ‘platoon Command Section one
* and amalgamated all of the infantry squads together to fom
" a single four squad platoon. %

S

530::11 i
perd

To back up the infantry | took an Armoured Fist squad, wh,,gh
some players think is rather expensive but 've always fong
to be very useful. | also took a Leman Russ battle tank ang
Leman Russ Exterminator. The Leman Russ Exterminator . s
a new variant-of the Leman Buss tank which replaces the =
battle cannon in the turret with a twin-linked autocannop
Removing the ordnance allows it to fire its main gun and-any
other weapons it has when it's stationary and it is therefore
useful for this variant to have side sponsons. | must Adm;“ i
was looking forward to using the Exterminator in this ba tﬂe

| had a feeling that its combination of three heavy beltersa




linked autecannon, ail of which can fire if it remains
_ nary, would be deadly against.Orks.

[ reduced the number of Commissars from five to two

d an Anti-Tank Heavy Weapon squad from the
ny. Fmaliy, | was left with the choice of either having a
fing squad or an Ogryn squad in the army (as | couldn’t
ard both). Thinking carefuﬂy for all of a nanc-second |

d to take the Ogryns.

whole | was quite pleased wuth the army, though I'd
Jlikad-more infantry: Given'a completely free reign I'd
cieded a Storm Troopérs or Hardened Veteran squad
ih have a lovely BS of 4y and I'd afeo have exchanged all
mers and meltaguhs in the army for plasma guns, but
didnt have the models.for these and beggers can't be
ssers! Anyway, these were minor quibbles and | was
fident the army would give a good accouat of itself.

LEMAN RUSS
BATTLE TANK

INFANTRY
SQUAD THREE

el

1 = A




BATTLE REPORT .

The wall 1s covered by a detailed map of the scctor; A man stands before
it, studying it mtently This map s Commissar Sehastian Yarrick, Saviour
of Hades Hive, Hero of the Imperium A man among men. A herocs’
hero. For all this, he 5 an unimpressive figure He s slightly built and
ngt more than five and 2 half feet tall He wears 2 well-travelled black
#niform. His dusty black overcoat has been patched at the clbow His
stecl-grey hair is sparse and closely cropped.

, Yarrick moves aside from the map, and turss hus attestion to the men at
i the conference table that dominates the rest of the room Before him are
5 assembled the most sentor commanders of the Imperium’s mulitary forces
/- in this sector, He addresses them..

4

“Gentlemen, in 941 Ghazghkull Mag Urvk Thraka mvaded Armageddon
At the time there were those who said st was mere chance, 2 quirk of
cosmic fate, that took Ghazghkull and the Waaagh! uader hts command
to the most important and populous hive world in this Scgmentum Aad
at the tme I might have agreed with such an opinton, for 1 was fighting
m tl}c) most terrible war I have ever known, and all T cared abour was that
k& Orks had arrived and must be defeated But now 1 wonder if we can
{ truly Blame blind chance for such a catastrophe.”

k.

“Commussar Yarrick.” a votce mterrupts, "do you honestly expect us to
beleve that this.. this green-skinned oaf planned to mvade Armageddon

Why the ides is ludicrous - cveryome knows that Orks can't uitk: or
control the space hulks they travel 1 They just board them and gﬂp‘i\ior
the best.” ~

Y\
Yarnck fixes the interrupicr with the iron gaze of his spugle 1
femaining cye e,

Y 1l
“You, sir, confusc tales told to casc the fears of children with the truth | |
What s Indicrous ss to think that Orks navigate by blind chance
Remember, sir, that less than onc in 2 thousand systems o our galaxy have .
lancts inhabited by humans If the Orks trav:ﬁcd by chance we would “§
gav: little to worry about. for they would rarcly find us No sir, they = |
seek ps out, make no mistake of that!” i

Yarsick steps back and waits for the hubbub his words have caused tog- A
dic down

“Enough!” His voice cuts the air. “The question 18 fess how they find us,
as why. Why do they seck us out? And the answer is simple. They scek
to do battle with us. For an Ork. war 13 the reason for hfe Our race
struggles to find peace and security. The Ork struggles to find war and !
mayhem. It is, quite Iiterally, what they live for They live to fight /
Ghazghkull chose to come to Armageddon because he felt that #t wag
there he would find the most powcrfu% opponent. He mvaded Armageddop
because he loves war, gentlemes - and becanse he thought that there le
might find the best test of his formidable military power” i/

Yarrick wasts agan for the hubbub of voices to dic down

@ ¥ w
Since then Ghazghkull has continued to test us, gentlemen, most recently

at Piscina IV, I ‘proof s required of Ghazghkull's abiity to plan dpd
exccufe a steategy then it can be found there We have statements frolp
the most rcluable sovrces that Ghazghkull deliberately travelled to Piscy
i order 1o test out a new transportation device What is more he did npt  {
;;cratc alope this time, but with the aid of the Ork Warlord known 3 /|
azdreg Ug Usdgrub. This last dctail 15 of quitc extraordinary mmportancel/ |-
for it means that these two Ork Watlords decrded to stop fighting ca
other, at least temporardy, and instead omed forces to attack uvs”
{%%'
t

“But surcly,” the voice interrupts again, “surcly Ghazghkull 1s now a
force. After all, he was defeated in both the campaigns you mention
threat can he possibly posc to us?”

Y
I would agree with you sir, sf Ghazghkull had used anything but,
fraction of hus mam force aganst us But he has NOTT Yarrick's zyc
blazed cold fire. "He has becn testing us. gentlemen Piscina we know waé
a test And, I am pow sure, so was Armageddon. Ghazghkull Thraka tg
on the entire resource of Armageddon and threc full Space Marnje |
Chapters fust m order to test us. gentlemen — and he almost won- fiey
almost won" b

For 2 moment Yarrick remembers again the horror of Armageddon, .g
then his attcntion snaps back to the men at the conference table

“Encugh lhustory. The dquestion 15, gentlemen, what happeps p‘
Ghazghkull Thraka stops testing us. What happens whts he

first real attack?” e
L

No-one speaks the

aunches Ais 3 | 8
T .




mpenial Guard deployed first, and Jervis concentrated the bulk

is forces orvhis right flank, relying on the width of the river to

| deter, or at least slow down, an Ork attack on his left (see the map
- Bver the page).

The infantry was.set up in a fairly standard Impernial Guard defensive
iormation; deployad mtwo lnes, so that the first line could absorb the
‘Bnemy attack, and the second line could provide support, either by
“counter-attacking or shooting at enemy units breaking through the
| lirst tine as they make & sweaping advance. The more powerful units
\igre placed in the second line, where they could shoot, but the Orks
“wonldm't be able to ses them 1o fire back as the first line of Impetial

g Sliard troops blocked their view {remember that only enemy models
‘Bicek line of sight). The mortars were placed safely in cover al the.
‘Back, as they -don't need to be able to see the enemy to shoot. 7

| The Leman Russ was depioyed on the escarpment where 8 good

 line of sight would alfow it to' use the 72" range of its battle cannon

1o maximum effect. The Leman Russ Extarminator, on the other
‘Band, was placed forward with the infantry so that & would be in ¢
\range to use its heavy bolters and autocannon right from the starfof -
fie battle. The lait flank was protected by the Armoured Fist'squad..™

§ 2nd their Chimera. :

Stuart. decided to use his fast units to crush the Impenal Guard
infantry on his left flank, while his Dreadnoughts ploughed forward in
the centre to deal with the Chimera and Extérminator, and the rest of

- the Boyz followed along behind to mop up any Survivors, Ao
- The Wanraks,- Stormboyz and the Nabz mab in their tukk-were set

on the Isft. Note that the Nobz were deployad closer ta the cenire, as
they are the most powerfut unit and coutd afford to get in and ‘mux it |
with the.centré of the impenal-Guard line; while the weaker traks and -
Stormboyz wie tepoyed to work on the Gi 1ardsmen's flaoks. -

Inthe centre were the Ork Dreadnoughts and IKiiier Kans, supported . .
by the mob of Siugga Boyz Stuart set up the Blugge Boyz m-a ..
position se -they could trail” alowg a distance behind e
Dreadnoughts, and"sothiat othet unis.of Orks could tiob up with
them if they fell backs = . ‘

“Finally, on the Ofks' right was the " bulk of the Boyz and Grots. .

Altholagh the river was:wider at fhe point.where they would be

*crossing; the Grots’ abifity to. allow hearby. Orks to re-rolt their Difficutt

Terrain tests (as they step on them] would allow theém o keep up’
with the:main assault, and in-any ¢age their main didy was {o P
support and mop up rathef thas to spead ead the attack, ' £
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D> >
..oteady fads, sieady. Don't worry, those are Orks shooting.
Everyone knows they couldn't hit a Titan al this ran..."

BATTLE

END PLAYE?
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' MPERIAL GUARD TURN |

“envis knew that the only thing to do
L as lry to cause as much damage In
| i shooting phase as possible to the

‘moving troops that - were

Shreatsning t crush the - Imperial

uard line. f the Stormboyz and trukk

yere: able to get in and suppoit the

Nabz then it would be ‘game over!’

a. was no movement  in. the
\mpenial Guard -movement phase,
rt from the survivors of squad ‘4
alling back.  Then' in the shooting
| shase the Guardsmen hit back. Even
“hough the fire 'support, squad’ couldn't
B Lioof (it had been pinned by the
| peliminary bombardment), and ihe
I mortars missed, the combined fire of
¥ he rest of the army shredded the
W Gtormboyz leaving only two alive, who
;S:it,at: m i omptly fled never to be seen. again.
Also a lascannon shot blew up the
1t but the; | mebile trak. On the Orks’ right. their
3ravely the | Shoota Boyz lost sight modais to the
their onge | combined fire of the Exterminator and
\Arnoured Fist squad. -

Jervis hag

‘This evened the odds somewhat, but stil left the iitle problem of

the Ork Nobz and their Warlord who were cheerfully preparing to

| dufi over the survivars of the Imperial Guard infantry line,

 Deciding that the best form of defence was aftack, the Guard

‘Command HQ and the infantry squad beside it charged into the

Jray. Normally having Guardsmen attack Orks isn’t all that good

| an idea, but in this case it was just about the only chance of

\ Slowing the Orks down — and the command unit happened to

§ Include two powaerful characters armed with power fists in the
* Shape of Captain Tyrone and Commissar Krieglust.

The ensuing fight was bloody and very close. The Captain and
- Commissar ganged up on the Ork Warlard, and just mapaged to kill

him, but the'.rest of the .infantry. didn't do so well, -those that .
managed to- hit having their attacks bounce off theé Nobz' mega
armour  with!its 2+ save The Orks i their fumn killed six

" Guardsmen. Although the Guard had Jost the.combat, they PN

held: and what's more: the- Ork Warlord was dead. 4
Suddenty things didmn't Sookqme 80 bad B




BATTLE REPORT
. T

ORK TURN 2 .

Unfortunately for Stuart there wasn’t much he could do to help the Noby

~4ntheir battfe, as all of the rest of his army was still wading acrosg the

rivet. The sole exception was the trukk that had transported the
which moved up to support them. e A s

' “The Orks’ shooting was not quite as deadly as on the first tum, by

caused. serious damage nonetheless. The Imperial Guard's piatagy
Command Section took a lot of fire, which left it with a woundgy
Commissar Chomaki and a Guardsman with a plasma gun. On the othgy |
flank the three survivors of infantry squad 1 lost another member ta4is
from the immobilised Warirak in the river and, deciding discretion was
the better part of valour, they started to fall back. g

However, the fate of the Imperial Guard infantry was going to be decideq
by the huge sprawling melee in the centre rather than by Ork shooting,
Things started well for the Orks, as one of their Nobz who wasn't weanng
mega armour hacked down Commissar Krieglust before he could fight.
The Impetial Guard infantry were, once again, unable to cause any.
damags to the Orks. and although Captain Tyrone was able to kift ong of
the mega armoured Nobz with his power fist, he was in tum slain by e
power claw of his opponent! Once again the Orks had won, but onge
again the Guardsmen held, mainly because they were within 12° of
Commissar Chomaki, who had assumed command of the platoon
Command Section .

IMPERIAL GUARD TURN 2

it being the start of the second tum, Jervis should have rolled for his
reserve Ogryn unit, but as is often the case when only one or two unils [
are in reserve, he forgotl Not a good mistake to make in such a
grim situation:

Once again, the Imperial Guard’s movement was limited to those units
that were falling back. The only exception to this were the survivers of
the platoon Command Section, who moved up ready to charge into the
melee in the centre.

To make matters worse, the shooting phase started badly for the Imperial

Guard ~ the Fire Support squad failing to hit at all, and the Mortars only " §

causing a single casualty on the Ork Slugga Boyz. Then the plasma
gunner in the Command Section rolled a 1 and failed his save, meaning
that after firing with three units the Guardsmen had caused as many
casualties to themselves as the Orks! Fortunately, the two Leman Russ
tanks and the Armoured Fist squad did something to make up for this
poor start, blowing up one Killer Kan, stunning the other, and killing thise
more of the Shoota Boyz. Even so, it was a poor tum's shooting.

Things didn’t get any better in the assault phase. Although Commissar
Chomali charged in and managed to cause a wound on one of the mega =
armoured Nobz and the Guardsmen finally managed to wound another

Nob, the Commissar was then killed along with three Guardsmen. The =

imperial Guard had lost the combat and without any Officers left they had
1o take the Break test on their basic Leadership of 7 - but showing true
grit they held! :
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8 & o0 In the Ork movernent phase the Ork infantry finally managed to clear the
CY A T e : river, while the two Ork Dreadnoughts started advancing fowards the
g e o . . 4 ) ! Leman Russ Exterminator that was doing so much damage fo the
i Shoota Boyz mob. :
In the shooting phase the Oris eoncentrated on shooting at the imperial
Guard Fire Support and Mortar squads (which could now be seen by one
of the Dreadnoughts). The Fire Suppert squad lost three men fo the Ork
fire, but held their ground. Unfortunately the Mortars.didn’{. show the
same pluck, and after taking two casualties they promptly started 1o fall
back. This was a blow, because it mearnt that the Mortars would not be
able to fire next tum, though they stilt had a chance to rally. :
In the assauit phase the two Ork Dreadnoughts turned out to be just
o i, within charge rangs of the close combat and so charged in to support the
o . g Y o . Cikp, Ork Nobz (not_that they néeded much helpf). The presence of the -
| I gl Y Dreadnoughts turmed the melee into a massacre. Five Guardsmen fell,
' ; | . and the stuvivors fled, only to be cut down by the Orke as they swept
after them. The Ork sweeping advance took them into the susvivors-of
the Fire Support squad. e =
p ¢ ’! sGunner, multiple targets, 105 degrees, range 350..."
'_:‘; "'a'_}.'rrq;a:af acquired, n’
7 I “Gunner, load and ble
e ) “Shell loaded and blesse
— “Gunner, for the Emperor, FIRE!'
; 3 '.{ . g : Leman- fuap Teok Commoder Tolstrup, Battle Of 8i1o 51
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BATTLE REPORT

IMPERIAL GUARD TURN 3

This turn Jervis rolfed for the Ogryns and; miracle of
miracles, they actually turned up. The remaining
Imperial Guard movement consisted, once again, of
units that were falling back. Unfortunately, the Mortars,
who had a chance to rally, failed to do so and kept on
their retreat.

In the shooting phase. the Fire Support squad and
Exterminator blazed away at the Nobz as they made
their . sweeping advance, Unforiunately the Nobz'
mega armour saved all but one of the wounds that
were caused, much to Jervis’s frustration. The Lemnan
Russ fired its battle cannon at the nearest
Dreadnought but the shot scattered and missed.
However the Armoured Fist squad and its Chimara
made up for things by culfing down four more of the
Shoota Boyz, who failed their Braak test and started to
fall back. As we were playing with the sustained atiack
rules, Stuart decided to remove the mob as it couldn’t
rally. Howaver he decided not to replace it in case the
game ended before he could get the replacement mob
over the river, begause if this happensed Jervis would
receive an extra 150 victory points.

The assault-phase was a formality, the Mobz mob
cutting down the last of the Fire Support squad and
then sweeping forwards

Test=net: of Troger Stomphsn, Court Of Doguiny, Battle Of Silo 53

“We held "o as long as we could, but that damrr armour of theirs meant wa fust couldn't sgrateh
‘em. Gommissar iKisglust got it firsl, then Captain Tyrone, and then old Commissar Chomaki
weni down leading & counter-atiagk to help us oul. Even then we didn't give up, not until thesa
damned Ok Dreadnoughts lumbered into the flaht. They cul down five of s [n as many
seconus,.. the rast of us Wred to gel away, bul we couldn't inake i1 anly survived because tfigy
left me for dead...”

Trooper Btranghem to be relosated to Panal Oolooy alpha 609946
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ORK TURN 1

LA it the arar‘r of the fourth turn, the Orks had crushed the Imperial Guard
mntry but now found themselves quite a distance away from the rest of
impenar Guard army. In an attempt to close the distance the Nobz
quickly remounted thelr trukk.
which then rared off towards
the escarpment at the back of
the Guardsmen’s lines. The
Shigga Boyz took advantage
of the Forced March rules
from iast month's Chapter
- Approved to move up 12"
tather than 6%, and the
rest of the army moved
towards the Extermlnator and
Armoured Fists. i

All th_e Ork shooting was
concentrated an the last of the
impérial Guard .infantry who
were falfing back up the slope

to the escarpment — they were
wiped out. Apart from this, no |
other damage was caused.

In the assault phase, one of
the Dreadnoughts was just
closs enough to assault the
Exterminator. As the huge
Leman =~ Russ' tank was
stationary the Dreadnought hit
it automatically, inflicting four
Strength 10 hits.  But,
fortunately ‘for Jervis, Stuart
only managed to cause a
single glancing hit, which
destroyed the Exterminator’s
twin-linked autocannon.

IMPERIAL GUARD TURN 4

Breathing a sngh or refief, Jetvis pulled the
Exterininator 6° back out of the fight with the
Dreadnought. Meanwhile the Ogryns tried to
scramble down the steep escarpment o attack the
Nobz in their trukk. Only one. model moved far .
enough to get down the slope, and we decided that -
he had to take a Dangerous Terrain test (ie,ona  §
roll of 1 youare kilted) to sea if he felk Jems m{led :

a 1 and thé Ogryn died. : e

n the shooting, phase the Ogryns that were st -
uphm blazed away at the trukk with their rippa -
guns, They caused a single glancing hit which *
stunned the crew. The Leman Russ targsied the
Dreadnought that had attacked the Exterminator, .
and managed to blow it ip (much to Jervis's relief), *
while the Armoured Fists and the Exterminator -
managed to gun éown; . of the Stskk Bommas.

As this was a ‘vanable length’ game, at the -
end of the furn.a dice was rolled to see if
the game erded Uasgame ends, 2-6 it f’
carries on). The game c:amed on.. i
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E |gnarmg the taunts from the Ogryns the Ork Nobz drove up the slope
. fowards the Leman Russ on the escarpment, and then dismounted in

L srder to assault . Meanwhile the rest of the army kept coming forward.
' Stuart knew, howaver, tha( it would be how well the Nobz did that would
'dacide the game:

| The Ork shooting was completely ineffectual, and caused no casuatties

" at ali. The Nobz assailt on the stationary Leman Russ was altogether
4 more spectacudar, -the miega amoured Nobz' power fists smashing

through the ammour and causing the tank fo explode. The resulting 5"
osion caught all of the Nobz in its blast, but they all passed their
armour saves and were unharmed.

. Jervis was just as aware as Stuart that he had to do something abcmt the
~ Nobz on the escarpment. To 'mts end the Ogryns pounded up the slope

owards thern,

"~ In the shooting phase the Ognyms and Exterminator blazed away at the
" Ork Nobz... but none of the shots got past the Nobz' 2+ armour savlng
-mrow, even though they were hit again and again! Elsewhere the
" Chimera blew up one of the Killer Kans and one of the Grots was killed
| by the Armoured Fist squad.

Shootmg having failed to dislodge the Nobz, it was down to the Ogryns
to do it with their fists. The Ogryns charged in, but once again the Nobz’
| msga armour saved all of the wounds that were caused. To add insult to
~ Injuty, one of the Ogryns was killed by ons of the mega armoured Nobz'

As Jervls and Stiart had agreed to play
just one more fum, the game now ended.
A tally ‘of the victory points showed that
the Nobz attack up the hill_ had won & for
the Orks, 1380 poinis fo 1022 it had
been very close though — if the Leman
Russ had survivad, or the Nobz had tailed
some of their saving throws it could easily
have gone the-other way This time,
however. victory went to tha Qrks! ‘

Mo =~
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BATTLE REPORT

i ‘Y’ RICKM™ bellowed the Ork Warlord, “Yarrick, curse ‘s
" hifle. Will dat meddling 'Umic give me no peace.”

ck into his thronc, his cyes glinting redly from under a
rrowed brow. Around him Gretchin scusried to and fro to
Iflcar away the debris of objects that Ghazghkull had smashed
hc raged about Commissar Yarrick
‘l
-F‘/ﬁ' several moments the huge throne room was silent apart
g:: the noise made by the scurrying Gretchin Then came a

N:hzngkuﬂ Mag Uruk Thraka lapsed into silence and slumped

vl

ough. Ghazghkull's eyes moved to the prostrate form of Big
Uzbex, who lay cowering on the floor in front of
)Ghazghkuﬂs throne. It was he who had mformed Ghazghkull
/ of rumours that Yarrick was m the sub-scctor that the Orks
® were in the process of attacking

s

“Wot s it Uzbex. ya uscless picce of Squig dung?”
Ghazghkull snapped.

The Ork Big Boss cautiously stood up, dusting himself down
as he did so. “Well, majesty, I qust wanted ta say dat dis
Yarrick, well he's only some pansy Umic git, an’t e Dem
"Umies ain't been able to stop s nowhere, dey've qust slowed
us down 2 bit. 'E am’t no match for you Boss I bet you're
just playing wiv ‘im, before you get ready to smash ‘im good
and proper. Datll be da day, ch Boss T woulda't like to be
Yarrick when youze git ‘old of ‘im. Hur, hus, hu.”

‘?szcxs laughter slowly trailed off when he realised that
Ghazghkull scemed not the least bit amused by his attempt at
cheering him up. Tnstead the Ork Warlord had fixed Uzbex
with his stcely gaze, as might 2 Painboy staring at an especaally
foolish runt

“Uzbex.” growled Ghazghkell, “as 1t cver occurred to you dat
/1t was dis pansy "Uman wot duffed over some of our toughest
boyz at da Battle of Hades Hive? Dat hive would ‘av fallen
int2 my hands in days if it weren't for im. 'E tramed up da
"Umics wot defended dat place 'E organised ‘em ‘E fed ‘em
into battle. ‘E never gave up, not cver. Somctimes I think dat
there’s a bit of Ork in ‘im.”
@Q
Ghazghkulf's voice trailed off as he remembered the battle
during the Armageddon campaign that had made both he and
Yarrick famous {or in Ghazghkull's case, infamous} throughout
the lmpcnum Chzzghkull hagl learnt 1hat Yarrick had beeg

ﬁ-

bapished to Hades Hive for darmg to opposc the commands
of his planctary averlord The Commissar had then pmtccd:&\
to organisc a defence which had halted Ghazghkull's cong

of the planct m its tracks The tepacions defence of the hi
had drawn more and more of Ghazghkull's troops into the
battle, and although the hive had cventually becn overrua. the.
Osk army had been bicd dry in the process. It had been the
turning point in the campaign And it had all been down 1o
one man - Commissar Yarrick.

\j:’ '
Ji

o
“Yeah, but Boss, ‘e was just lucky, weren't ¢ Boss. You'd duff
‘im over casy ncxt time, ch Boss.” Again Uzbex lapsed into
stlence as Ghazghkull's gimict cyes snapped back to him

“Uzbex, you arc truly da stupidest Ork 1 know, and dat's
saying somefing Yarrick will never be casy to duff up E ai't
lucky - ‘c makes 'is own lIuck, ust like wot I doz. 'E beat
me dat time at Hades Hive, and ‘¢ beat me fair and ‘opest. Or
do ya think that all an Umic needs ta beat me s Tuck?”

“N... no, boss,” Uzbex babbled, “D.. dat’s not wot I fink, ‘one

it ain't”

“Good, cavse I'd have to get rid of ya if ya thought that, now,
wouldn’t I Ghazghkull's cycs blazed red, and Uzbex was sure
he could feel them burniog into the back of his skull as he
once morc hurled himsclf to the floor and prostrated himself
before the Ork Warlord.

Sccing he had made his point, Ghazghkull stood up and paced
away from his thronc, turning his back on Uzbex as he [ |
cowered on the floor {\\
“Never forget. Uzbex,” he said over his shoulder, “Never forgct: A
dat a worthy foc ‘as been blessed by Mork and Gork in oxdc
to help make us Orks da best warriors in da galaxy. I{ A
someone gives ya a tough fight, ey hate ‘em, but ya honour )
dem to. Now, dat Yarrick, I hate ‘im morc dan any Unie |
alive. but I honour 'tm da most too. An’ wiv is help, youze }:
boyz will be da toughest Orks in da galaxy Now git ouﬂv.
me sight, Uzbex, and dont come back uatil you know exactly |
where dat Yarrick is at.”

And with that he slumped back into his throne, and sta <
to contemplate how he would try to defeat lns;&r: st fo
once he had found him

Often when you'rs playing Warhammer

or Warhammer 40,000 you'li plumb the
pits of doom_and despair at one point,

i only to reach the heights of confidence at
“another. Generally the pits of despair bit
occurs at the end of an enemy tum, just
after they've finished shooting at your
amy in the shooting phase and ripping it
apart in the close combat phase, but
before you've had a chance to get your

own back. I've sfowly got used i these

‘mood swings' during a gams, but | have
to say' lhat l've ramly known a battle where they were as strong as
in this game, especially over the first | few fums.

Probably the worst of the lows was at the end of Stuart’s first tum. |
must admit | was st about ready to throw in the towel at this point
/ and give up. Aﬂhough ! was unlucky te have suffered as many

casuatties as | 'did to the tirks’ shooting and prefiminany,
bombardnient, T'was hombly aware. that | could have avoided the

biggest catastrophe — the Nobz getting into close ¢ombat - if Fd

been & bit mors carefid setting up. After alf | didn’t have to set up My

units as cloge | did to the river, and if I'd just kept squad 2 a fsw/ '

inches further back things: would have looked & lot rrore.rosy.

Fortunately, we didn’t stop the game there and start again, because
although in the end | lost, this Wés a really exciting game to | haves
taken part in. | was in particular really proud of the 'way that the
imperial Guard’ mfantry did their best against the ‘Ork Nobz (& =

thing to say about a bunch of made! soldiers, | know, bul
that's the way | felt), and the counter attack on the second tum could,

with a bit more hick, have really tumed the tide. Unfortunately the '
‘Imperial Guard infantry suffered from some appalling dice rofling on

my part and just weren't able to dent the mega armoiired hides of 6
Ork: Nobz. | didn't help matters by putiing my Commissar with the

power fist in contact with an Ork Nob who wasn't in powey armotfi '

which sesulted in the Commiissar getting kiled without baing ahle ©0°
fight back. Next time I'll pick my close combat opponents a bit
more carefuliy! !
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¥ A :Euen s0. by the end of my first turn | feit much happier, and it was

Stuart who was starting o worry about what was going to happen to
fis Ork Nobz. As it was, of course, he didn’t have all that much to
“wotty about, but at the time things looked very diffarent, oh yes! The
" point I'm making here is that in Warhammer 40,000 desperate times
. cell for desperate measures. When you're really up against i, don't
“hold back o act defensively, -as this will ‘only play into your
" ppponent's hands — yoU'll be reaciing to his moves rather than
“forcing him to react to yours. Instead the thing to do is act
- aggressively and give your foe something to think about. i won't
always work (it didn't in this game), but often it will turn the tide

¥ One.important thing to note about using ‘aggressive tactics’ is that
§ lhis doesn’t mean you have t0 chatge.into close combat all the time.

For some unis ‘aggressive tactics’ are standing still and blazing
“away at the enemy, rather than moving to avoid a ‘dangerous
zopponent For example, later in the game, one of Stuart's Ork
Dreadnoughts had got close enough to my Exterminator tank to
" charge in its next turn. 1 could have moved off to a safer distance,

§  but this would have degraded the firepower of the Extérminator

by over 75%, 8o | instead decided to hang tough and hold my

ground For the Imperial Guard acting aggressively to bring as
\feavy. 3 weight of fire upon your opponhent as possible is vital
Cfowinning.

| The final thing to note about aggressive tactics is that tﬁ'ere will
bs limes when discretion will be the better part of valour and you
* shauld run off. After the Exterminator had actually been charged

1 hy the Dreadnought, | pulled out of the fight, as to stay in would

"have fust given the Dreadnought three more free’ S10 hits, and
b Whuld have stopped me firing the battle cannon of the Leman
‘Russ on the hill at the blighter to bootl' Sa, you should weigh up the
“odds of your actions, but always err on the side of acting
“aGyressively with your troops’ shootmg or assauits
| Whenever possible;

L But erough tactical tips (espegially tips from a guy
with as poor a win record as | have!). Foliowing the
\defeat of my infantry at the end of about turn three |
Was once again plumbing the pis of despair, and
“\ias ready once agamn to throw in the towel. However
‘& quick check of the victory point situation showed that

'} the Orks were only 10-20 points ahead, as 'd been kiling

\off top quality troops while they'd been concentrating on

| ‘my cheap Guardsmen. Beanng this in mind things didn't

ook nearly so bad, as the Orks where gaing to have 10
| mzke their way over an expanse of opsn ground into the feeth of the
fire generated by my second line of armoured urits.

Tms sacond phase of the game saw the Imperial Guard slowly

\fesling the Orks backiin, and maybe even edging into the lead: What
[ Cost me the game was not concentrating enough fire on the Nobzias
“they zoomed up to the escarpment in their buggy: In particular, the

‘Leman Russ on the hill should have been popping away at them

‘every chance it got, rather than shooting up the slower-maving Killer

“Kans. Which brings me to another importasit point; ope of
Lihe most important things to learn with Warhammer

- 90,000s the art of picking the right target to shoot

- af. Each unit can only fire at one enemy umit,

and becauge of the mix of weapons.units

lem:i to carry. leaming to pick the right one

IS vital. The trck is to know the strengths

and weaknesses of 'your weapons against

ifferent types of opponent, and to leam 1o be able

¥ o pick the targets fhat pose the greatest threat, rathei'

than always gowng for the

easiest ones. ‘As with

aggressive tactics, this is
a balancing act that calis
for fine judgement, but if you get it right you'll win far more games
than you lose. To be honest I think 1.did rather well through this game '
at picking out the right targets to' shoot at — | just feu at the
finat hurdie! : .

With regard to Stuart’s tactics, there s very little for me to ﬂnd fauit
with. He moved aggressively, got stuck in straight away whenaver he
could, and kept me under a hail of fire with the rest of the army (1 lost
maore of my nfaniry to shoofing than close combat!). Of course the
fact that he didn’t fail a single one of his 2+ mega armour saves the
entire game helped too but if you get the rest right, Gork and Mork
will always bless you with a bit of luck, so | can'’t really complain
about his wefl deserved win, Why not visit Warhammer World or our
Nottingham Games Club, and if Stuart's on duty you can ask him
how he did

WK‘R‘H AMMER®

ﬂﬂﬂ

= So, Silo 51 has fallen to the Orks and Ghazghkuii's Iatest Waaagh!

continues unabated. Will Yarrick be able to slow him down or stop
him? Or will the Orks overrun the Sector giving Ghazghkull the
chance to have a second stab at Armageddon? We'll be playing
more games to decide this ourselves, but if you.want you can help
us find out what happens. The next
tinie you play Orks against impenial
forgas, why not fink it into. the
narative we've described for this
battle report and then write in to
me and fell me about it We'lll
incorporate rany really cool
stuff. info  the = ongoing
storyline, ‘ready for the.
next time that we uss the'
Orks in a battle repott in
White Dwaif..




BATTLE REPORT

Q \}1 FOR MEGA ARMOUR

o Ay AT R ¢ :

“THE DEFENCE O Phewl A closs call in places. | thought my plans had been
‘L MISSILE SILO 514 foifed . when the ‘devastating left hook' was blown up
& T T ) with vetitable ease. | kept going with the pian and
hoped that the initial help from the Orky
bombardment would hold the heavy weapons
off for long enocugh to get into close combat. My
gambie paid off and | was just in assault range
with the Nobz, resulting in meé tying up foads
of his infantry (if they had done as much:
damage as the Armoured Fists squad the
battle would have ended with a completely

different result). -

| lost the Warboss in a stupid one on two close
combat with the Captain and Commissar, damn -
those ‘umans! But he is such a close combat monster | jUSI had o get him mee the .
thick of it.

| was very surprised.by the Imperial Guard morale — the Guardsmen fought on for mugh
b ’ ¥ longer than | expected. This may have something to do with Jervis's lucky Morale tests,
| . - ... However, this was balanced by his appalling luck for the rest of the battle and my good luck
‘ i with the Nobz' armour saves

| ; . A fot of my anmy spent the game trying to move through the river and even stepping on
| " / ; the Grots didn't help much. By the time they had arrived at the battle front the Impenal
L - Guard had fallen back 1o their second battle line. Where are the trukks when you need
them? | used the foroed march rule only when it was safe but | feel the extra move is

~ worth the risk, and it is something |:may use in future games.

1 didn’t bring on any reinforcements as the mobs didn’t get wiped out till the end Of,the
battie and the length of time it-would have taken to get my fresh mobs across
the river would have meant giving away victory points, it was more beneﬁcral fo.

do without!

1 think in the end, deploying too close to me was Jervis's undoing. if | hadnt
been able fo assault on the first turn things could have been very different:

... EYE OF
‘TERROR

In the segmentum Obscurus lies one
of the most horrific places in t
galaxy, a gigantic rift w '
leaks through'into

« bringing forth dae
untold horrors. Eye of Terror
novel b?( cult Sci-fi author B

e

_J. Bayley tells the st ‘a8 RO ey
| iader, down on his and riski
| by plying his: in this deadly

. -‘ ,@‘ma voibuwnea fa OWWAL 10 AN

area of t periu i |

i You can read sneak previews of all the new novels at the Black Lihrary websne hittp.ywivi. bfaakhbmry Co,Uk
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product, place an order. baottom of the form.
i \ + OPEN7 DAYS AWEEK — 8am to 10nm + PLACE ORDER IN THE POST — Send your order ta:
L Monday to Friday and 10am to 6pm weekends Games Workshop Mail Order, P.0. Box 576 Ingleburn NSW 1890
and public holidays! AND THAT'S IT!

. AIL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 61
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boxed game
NZ$159.95 p
| IMPERIAL™

GUARD

The Imperial Guard are
the largest and most

-
¢

~ CODEY

diverse fighting force in

the galaxy, fighting
across a hundred
warzones upon ten
thousand pianets.
This 48 page Codex
details everything you

Imperial Guard army.

Everything you need

to start playing. The comprehensive

rulebook includes game rules, combat missions and
army lists for the forces of the 41st Millennium. You’ll also find over

30 Citadel miniatures: 10 Space Marines, a Land Speeder & 20 Dark Eldar to begin fighting your

battles with, plus tabletop terraln Including jungle trees, ruined buildings and barricades.

Deslgned by Alan Perry & Michael Perry.

CAPTAIN — LIEUTENANT boxed set

Designed by Michael Perry
Designed by NZ2$39,95

1 4-9 5 : Michael Perry
?IZ$16.95 : : $11.95

| e W COIPN NZ$12.95
| _
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) e
A |

S NZ§2295

Codex

| MPERIAL GUARD
CATACHAN o aracHAN $34.95 CATACHAN IMPERIAL GUARD _-

CATACHAN CATACHAN
ASSAULT COM-LINK

NZ$13.95 !ﬂ%‘% Niies) & ASSAULT QIE
WEAPON for both

| L 4 < - Designed by Michael Perry

The Catachan Imperial Guard
platoon is an ideal way (@ star
your army, or te add some
additional reinforcements, The
army deal contains:

ATACHAN IMPERIAL GUARD PLATOON

e 2 Catachan Imperial Guard
boxed sets (40 plastic
Imperial Guard)

e 1 Chimera

All this for $125 and we will give
you-a EREE Catachan Captain!

With. the twe plastic boxed setsiin this
deal you have enough Guardsitien fof
two 10-man Impenal Guard sguads
and one 10:man Armolrad Fist
squad. This leaves you with gapudll
men to form a Command squag _;mt‘r
Command HQ for your FEHEE
Catachan Caplain!

y
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CATACHAN IMPERIAL GUARD HEAVY WEAPONS

Designed by Michael Perry & Norman Swales

LASCANNON TEAM

03 K: 1) CATACHAN SERGEANTS
NZ$11.05 ECZod

Michael Perry $ 5 5

squad
deal

AUTOCANNON TEAM

TALLARN

ROUGH RIDERS

Deslgned by Alan Perry
Get 5 Tallarn Rough Riders for
$55 and we will send you 2

$17.95

NZ$19.95

each

HEAVY BOLTER TEAM

Guard Heavy

squads are
equipped  with  weapons
capable of dealing with
armoured vehicles and large
creatues. In this deal you can

Imperial
Weapaons

OGRYNS

Designed by
Michael Perry

$24.95

N2$29.95

each

IL ORDER Trollz@games-workshop.com.au MAIL ORDER Trollz¢

FREE dead Tallarn guardsmen.

PRAETORIAN XXIV IMPERIAL GUARD
ARMOURED FIST SQUAD

Designed by Alan Perry & Michael Perry
One 10-man Praetorian Guard Armoured Fist squad (including Sergeant, assault
weapon & heavy weapon of your choice) with Chimera for $1001 or..

One 10-man Praetorian Guard squad (Sergeant, assault weapon & heavy weapon
of your choice) for $58!

= - . R
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$69.95

boxed set

NZ$79.95 » Baal Predator

» Tactical Squad

» 10 man Assault Squad
 Land Speeder Typhoon

Angels these deals are
also available for other
Space Marine Chapters

With 12 Blood Angel J Bhino
2 shoulder pads . \ﬁ;:nh izjo Blocéd Angel
. g plus a power sword arm || - . ey shoulder pads
3 . fo Veter. Eosdl e plus a power sword arm
it 20 2 for your Veteran
Sergeant! | . Ssrgennt
igs domeraaiect oo ‘3, *If you do not collect Blood

ollz¢ nes-workshop.com.an. <~

Angels these deals are
alsc available for other
Space Marine Chapters

_llz@games-workshop.c
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2 nightmarish ruins where death NZ§109.95
awatts in every shadow. Here bard-bitten warriors stalk :
through the crumbling palaces and twisting sireets, fighting and
dying for the promise of riches and fame.

Mordheim is a tabletop skirmish game where players control rival warbands, battling each
other for supremacy in the dark and dangerous streets of the rulned city.

Everything you need to begin fighting your battles in Mordhelm Is in this box. There are two
complete warbands and flve card ruined buildings. The comprehensive rulebook describes
elght different warbands and a vast array of weapons and equipment. There are also rules
for running ongoing Mordheim campaigns as well as including

hired swords and special characters In your warband.

Designed by Colin Dixon , NZ?::?‘.QS | st1395 NZ?E 95 - NZ$15.95

for 2

Black Skaven Night Runners

Skaven Warphunters
Designed by Aly Morrison & Colin Dixon.
This boxed set contains 10 plastic multi-part Skaven Warphunters.

boxed set

NZ$29.95

LEL

Mordbeim
Accessory

u_l sprue $4.00

i[5

Mordbeim Roof sprue Mordhbeim Support sprue

All plastic sprues shown at
smaller than actual size.

Designed by Aly Mornison Colin Dixon, Owen Branham,
Mark Jones, Alan Perry & Michael Perry
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Marlenburger
Warband
deal

For all you Marienburger captains desperate to
et your business veature under way, we have |S

put together this Whrband deal to help you.

| Maﬁen!mrger Warband deal contains:
* Mariesburger Capiain
* Mattenburger Champron
* 2 Manienburger Youngbloods
' B plastic Mercenanes
* Freelance Kmught

¥or only $80 & get three dead Mercenaries for [
FREE! Call Mail Order for details. |5
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| SUBSCRIPTIONS

| Games Workshop’s action

! comic, featuring stories about

| all your favourite Warhammer
armies. ‘

Subscribe  to  Warhammer |
i Monthly now and you get 12|
| issues for $55.00

SUBSCRIPTIONS

Games Workshop’s
|indispensable fanzine, -

| featuring gaming ideas for

| gamers by gamers. ;
|With a one year subscription to |
ithe Citadel Journal you also
i receive a free boxed set to the
value of $22.95 FREE!
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EXCLUSIVE!

| SUBSCRIPTIONS
Subscribe to
Inferno! for
just $55

&
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- MAMMOTH

SUBSCAIPTION DEALS!

SIX Month Mammoth subscription:
$130.00 will get you six issues of

White Dwarf and Warhammer Monthly plus three
each of Inferno! and the Citadel Journal.That’s a
saving of $68.00.

TWELVE Month Mammoth subscription:

For just $245.00 you will get twelve issues of White
Dwarf and Warhammer Monthly plus six issues of
both the Citadel Journal and Inferno! Thats a saving

of $150.00.

CORRESPONDEMCE wWe welcome comments about White Dwart,
Games Workshop games and Citadel miniatures. All letters except
subscriptions and Mait Order should be addressed to: The White Dwar,
Games Workshop, PO Box 576 ingleburn NSW 1890

Please mark your envelope clearly with the name of the game you are
writing to us about. f 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 fittle time for us to reply 10 you, so please be patient!

You can find Games Workshop on the World Wide Web at the following
Internet address:
http://www.games-workshop.com

SUBMISSIONS All 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 tifle 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 inis way, please do not send us your
submission. Wa're afraid we cannot woil in any other way!

REGISTERED TRADEMARKS The foliowing are all registered
trademarks of Games Workshop Ltd. Armageddon, Blood Bowl,
Chivalry, Citadel, the Citadel logo, Dark Angels, Dark Future,
Deathwing, Dungeonquest, 'Eavy Metal, Eidar, Eidar Attack, Epic, the
Games Workshop logo, Games Workshop, the GW logo, The GW
Flame logo, Genesteater, 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 all trademarks of Games Workshop
Lta. Adepta Sororitas, Adeptus Astartes, Adeptus Mechanicus, Aekold
Helbrass, Amon 'Chakai, Arbaal, Archaon, Archon, Aspect Warrior,
Avatar, Azazel, Banna Waver, Battlefleet Gothic, Black Library, Biood
Angeis, Blood Dragon, Bloodletter, Bloodthirster, Cadian, Catachan,
Celestian, Champions of Chaos, Codex, Count Mordrek, Culexus,
Daemonette, Dark Eldar, Dark Reaper, Death Zone, Dechala, Digga,
Digganob, Drachon, Dregmek Blitzkart, Egrimm van Horstmann,
Eversor, Exarch, Eye of Terror, Falcon, Farseer, Fire Dragon, Fire
Prism, Flesh Hound, Gargant, Gobbs, Goiden Demcn, Gorkamorka,
Gorthor, Great Unclean One, Gretchin, Grey Knight, Grot,
Haemonculus, Head Honcho, Hellion, Hunter Slayer, Immolator, fncubi,
Inferno, Journal, Keeper of Secrets, Khazrak the One Eye, Khorne,

Knights of the White Wolf, Knights Panther, Legion of the Damned.
Leman Russ, Lichemaster, Lord of Change, Madboy, Mandrake, Man O
War, Marauder, Mekboy, Melkhior, Mordheim, Mordian, Necromunda
Necrarch, Necron, Nob, Nurgle, Nurgling, Obliterator, Ogryn, Otd Wor'd.
Ork, Painboy, Plaguebearer, Plague Fleet, Predator, Psyker, Raider,
Raptor, Ratling, Ravager, Ravenwing, Rebel Grot, Red Gobko
Scourge, Scyla, Sea of Blood, Sentinel, Servitor, Skaven, Siaanesh.
Siann, Snot, Snotling, Space Wolves, Spanner, Squat, Squig, Striking
Scorpion, Succubus, Swooping Hawk, Sybarite, Tallarn, Tears of Isha
Terminator, Troli Slayer, Tzeentch, Ultramarines, Valhalla, Valnir the
Reaper, Vyper, Walach, Warhammer Quest, Weirdboy, White Dwart, the
White Dwarl figure, World Eaters, Wraithlord, Wych, Yoof and
Zoanthrope. The Citadel paint pot is UK registered design No. 2073130
Scatter dice are UK registered design No. 2017484,

COPYRIGHTS AND TRADEMARKS

All subject matter in White Dwarf is © Copyright Games Workshop Lte
1999. All artwork in all Games Workshop products, and alt images
contained therein have been produced either in-house or as work for
hire. The exclusive copyright in the artwork and the images it depicts 's
the property of Garnes Workshop Ltd. © Copyright Games Workshop
Ltd 1999. Ail rights reserved.

AIL ORDER Troliz@games-workshop.com.au MAIL ORDER Troll
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BATTLEFLEET GOTHIC NEW! MORDHEIM NEW!
DESCRIPTION AUS$ NZ$ MORDHEIM BOXED GAME $90.95  $109.95
BATTLEFLEET GOTHIC BOXED GAME $89.95  $99.95 MERCENARIES BOXED SET 52495  $19.95
CHAOS REPULSIVE CLASS GRAND CRUISER $02.05  $24.95 SIKAVEN WARPHUNTERS BOXED SET 2495 §19.05
CHAOS PLANET KILLER $30.05  $44.95 NEW! SIGMARITE SISTERS BOXED SET $30.95  $44.95
WARHAMMER 40,000 NEW! SIGMARITE AUGUR $11.95  §$13.95
“wARHAMMER 40,000 BOXED GAME $1 39.95 $159.95 NEW! SIGMARITE SISTERS $14.95 $16.95
WARHAMMER 40,000 RULEBOOK ' $70 $80 NEW! MARIENBURGER CAPTAINS $11.95  $13.95
NEW! CODEX IMPERIAL GUARD $19.95  $22.85 NEW! MARIENBURGER CHAMPIONS $11.95  $13.95
gggi)): g;?én :: 22: :ﬁiﬁi NEW! MARIENBURGER YOUNGBLOODS $13.95  $15.95
CODEX CHAOS SPACE MARINES $19.95  $22.95 ':‘E::?‘L‘:xg g:::/IAFI’II\‘OSN B : ::1'22 :123:
gggg E'ESEED mggis :11?:22 :figg REIKLAND YOUNGBLOODS $1395  $15.95
GODEX DARK ANGELS S5 $13.95 SKAVEN ASSASSIN ADEPTS $11.95  $13.95
CODEX DARK ELDAR $1595  $22.05 SKAVEN CLAN ESHIN SORCERER $11.95  $13.95
CATACHAN IMPERIAL GUARD CAPTAIN $1495  $16.95 SKAVEN NIGHT RUNNERS $1395  $15.95
CATACHAN IMPERIAL GUARD LIEUTENANT $11.95  $1395 SKAVEN BLACK SKAVEN $11.95  $13.95
CATACHAN IMPERIAL GUARD SERGEANTS $9.95  $11.95 NEW! SKAVEN RAT OGRE $24.95  $29.95
IMPERIAL GUARD COMMISSARS $11.95  $13.95 NEW! JOHANN THE KNIFE . $1495  $16.95
CATACHAN IMPERIAL GUARD ASSAULT WEAPONS $1395  $15.95 NEW! VESKIT, CHIEF EXECUTIONER OF CLAN ESHIN $1495  $16.95
CATAGHAN IMPERIAL GUARD HEAVY WEAPONS $17.95  $19.95 HIRED SWORD OGRE $2495  $29.95
OGRYNS $24.9; $29.95 HIRED SWORD FREELANGE KNIGHT ON FOOT & HORSE _ $19.95  $22.95
TALLARN ROUGHRIDERS $11.95  $13.95 D
WARHAMMER
'I:Em: 2322 SEOIEHE :2;:32 :?Z:gg WARHAMMER BOXED GAME $139.95  $150.95
NEW! LEMAN RUSS EXTERMINATOR $54.95 5005 WARIANMER MACIC Lo I o
CHIMERA 5495  §59.95 WARHAMMER ARMIES BOOKS $3495  $39.95
HELLHOUND $69.95  $79.95 . WARHAMMER REGIMENT BOXED SETS
BASILISK B B $54.95  $59.95 ORC WARRIORS $3495  $39.95
GRIFFON §54.95  $59.95 SKAVEN CLANRATS $34.95  $39.95
ORK WARLORD $24.05  $29.95 NIGHT GOBLING 53495  $39.95
ORK HEAVY WEAPONS $1895  $15.05 EMPIRE CROSSBOWMEN $34.95  $39.95
ORK'ARD BOYZ BOXED SET $30.95  $44.95 NN A CCINE S T
82‘; zg‘;‘;[;‘:)?égHSTET :gi:gg :;2:2: SOLDIERS OF THE EMPIRE $34.95  $39.95
SKELETON WARRIORS $3495  $39.95
WARHAMMER 40,000 BATTLE SQUADS ZOMBIES $3495  $39.95
NEW! CATACHAN IMPERIAL GUARDSMEN BOXED SET $34.95  $30.95 CHAOS WARRIORS $34.95  $39.95
ELDAR GUARDIAN BOXED SET $3495  $39.95 CHAOS HALBERDIERS $3405  $39.95
ORK BOYZ BOXED SET $3495  $30.95
DARK ELDAR WARRIORS BOXED SET $34.95  $39.95 SEOSERICHIS 000 S
KHORNE BERZERKERS BOXED SET $34.95  $39.95 BLACK LIBRARY
WARHAMMER 40,000 BATTLE FORCE WARHAMMER MONTHLY, Comic #23 $4.95  $5.95
ORK BATTLE FORCE BOXED SET $125  $145 INFERNO #15 $095  §11.95
ELDAR BATTLE FORCE BOXED SET Sics 45 WARHAMMER WARRIORS, CAPTAIN LEONATOS $495  $595
DARK ELDAR BATTLE FORCE BOXED SET §125__ $145 WARHAMMER WARRIORS, KAL JERICO $4.95 9595
SPACE MARINE BATTLE FORCE BOXED SET $i25 $145 CALENDAR 2000 §1995  $22.95
GUBBINZ GorkaMorka Compllation $750  $9.95

BATTLEFLEET

GOTHIC

NZ$24.95

each

CHAOS FLEET

Repulsive Grand Crulser & Planet Killer are
shown at approximately 75% actual size.
Chaos ships are designed by Tim Adcock.

CHAOS
$39.95

PLANET
KILLER
NZ$44.95
each
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 MODELLING DEALS

THATZ LOTSA PAINTZ

® For $275 you can order the entire Citadel paint range, consisting of:
60 assorted paints, 13 inks, Smelly Primer and a Gloss Varish.

WOT’S DAT GREEN STUFF?

® For $35 you can order 1 bag of Modelling flock, 1 bag ofStatic
grass, 1 bag of Sand, 1 bag of Gravel, 1 bottle of PVA glue and a
Large brush.

TOOLS OV DA TRADE

® For $53 you can order 1 pair of Clippers, Needle files, Liquid Poly
Cement, Superglue and a Citadel Brush set.

MEGA SPRAYZ DEAL

® For $57you can order 1 can of Chaos Black spray,
1 can ofSkull White spray, 1 can of Matt Varnish spray
and 1 coloured spray of your choice.

MEGA ‘UGE ULTRA SUPA
PAINTIN’ DEAL

® Get all 4 of the above deals for only $410!

ol -

DARK ELF REGIMENTS
. GENERAL TUROTH'S IMPALERS

This regiment consists of 1 General on Cold One, 1 Cold One Knight champion and 8 Cold
One Knights for only $144.

- CUREL'S CORSAIRS

This regiment consists of 1 Corsair champion
and 14 Dark EIf Corsairs (incl. standard bearer ; _
and musician) for only $98. i N < BETWEEN

- RHANIA'S RAIDERS

This regiment consists of 1 Dark Elf Sorceress
and 12 Witch Elves for only $66.
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LIZARDMAN REGIMENTS

- CHOTEC'S COHORT

This regiment consists of 5 Skink Cold One Riders SAVE
and a Stegadon all for just $112. BETWEEN

- THE PROPHET'S GUARD $10-$50

This regiment consists of Tenehuini, Oxayotl, 12
Saurus Warriors and 8 Skink archers for only $61.

- STRENGTH OF SOTEK
This regiment consists of 3 Kroxigors and 3 Terradons for $128.

- HYFHI-QUELI ARCHERS

This regiment of 19 Skink archers (inc. standard Bearer and
musician) is available for only $94.

- QERM-ITT'S PYRAMID TEMPLE GUARD

This regiment consists of 1 Slann Mage-Priest and 15 Saurus Temple Guard (inc. champion,
standard bearer and musician) for only $143 and you also get a Lizard Swarm FREE!!

I — . g = T " — 2 T - .

:

.

:
L

_ Warriors (including Command) and a Dwarf Organ Gun,

DWARF REGIMENTS  (nich
. GRUNG'S WARRIORS

This deal consists of a Dwarf Runesmith, 16 Dwarf

all for just $70
- DUREGAR'S GUARD

This deal consists of 15 Hammerers (including Champion,
Standard Bearer and Musician) and a Dwarf Cannon for
only $95

. STRENGTH OF SLAYERS

This deal consists of 10 Troll Slayers (including a Daemon
Slayer) and a Dwarf Stone Thrower for just $80

!
L
[ i
Y :

‘l

ORC & GOBLIN SAVE

BETWEEN

REGIMENTS $10-$20 4
. AZREBB'S BOAR BOYZ .

This unit consists of 10 Orc Boar Boyz (including 4
Boss, Standard Bearer and Musician) all for just $120 [S5g

- ELFSMAKA'S MOB

This unit consists of 2 Orc Boyz Regiments and an Orc|
Shaman for just $73 b

. MACHINERIES OF DESTRUCTION

This deal consists of 2 Goblin Chariots and a
Doomdiver for just $105

ﬁ$II2 :mes-workshop.com.au MAIL ORDER Trollz@games-workshop

1




JAIL ORDER 7 (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111 1

This is your Mail Order fofm. Now that you've seen all the models and new releases in,
this issue, we know that you can't wait to get 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:

GAMES WORKSHOP MAIL ORDER
PO Box 576 Ingleburn NSW 1890 AUSTRALIA

DESCRIPTION PUBLICATION/PAGE

ELDAR CODEX /;@ @m; OWARF 236
ELOAR GUARDIANS 59" WHITE DWARF 236
O

SUBTOTAL

Please start my WHITE DWARF POSTAGE & PACKING
subscription with issue NUMDET: ........... [EEEregrarese 1 i

Use this form to mail order Games Workshop products and Citadel Miniatures from DISPATCH & DELIVERY

this or any recent issue of White Dwarf. When you have totalled up your order, So that you get your games and miniatures as quickly as possible we always

please don't forget to add the postage and packing charge. PLEASE PRINT IN dis A >
patch your order via our express delivery service. All orders placed before noon
BLOCK CAPITALS AND USE A BLACK PEN. are dispatched on the same day.

METHODS OF PAYMENT POSTAGE & PACKING

You can pay by cheque or money order made payable to Games Workshop Ltd. Within Australia: Add $5.00 for Standard delivery (3-7 days, in Australia)
Altematively, we take Mastercard, Visa, and Bankcard. It you wish to pay by credit $10.00 for Deluxe delivery (1-3 days, in Australia)
card, please fill in the relevant details on the form overleaf. If you have a credit Overseas: Add 40% of the order value. If you pay by credit card, postage &

card, you can place an immediate order by phoning our Mail Order Hotlines — but packing will be charged at cost if less than this (minimum P&P $10.00)
make sure you have your card with you when you phone.

NAME: ... ADDRESS: ........ccooimimin e

COUNTRY: ...ooovvcivier i nresmsmsmrmrersssseneas Postcode: ........coecevmriniicnnnes B 1= RO

Method of Payment: Cheque ]  Money Order (]  Mastercard ] visa[]  Bankcard (]

e ]I QI LI

Card expiry date: ............ccccoenuriiinnnnns Cardholder Name:

Cardholder
SIGNAtUIe: ..o s e

Please feel free to photocopy this form.

'MAIL ORDER 7 (02) 9829 6111 MAIL ORDER 7 (02) 9829 6111
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SUBSCRIPTIONS

Buy a ONE Year subscription (that’s
12 issues) for only $120 and you’ll
receive your choice of any box set to
the value of $22.95 FREE!

Overseas (one year): Only $140

Buy a TWO Year subscription (24
issues of the best hobby magazine
in the world) for just $230 plus we’ll
send you your choice of any box set
fo the value of $59.95 FREE!
Overseas (two year): Only $270

WARHAMMER MONTHLY

ONE year Subscription - $55.00 will get
twelve issues! This means you only pay for
eleven issues.

INFERNO!

A $55.00 ONE year Subscription will secure you
six issues of Inferno! delivered to your home,
saving you $5.00

CITADEL JOURNAL

ONE year Subscription - $95.00 will get you
six issues of some hardcore hobby (the
Citadel Journal) plus a FREE box set to the
value of $22.95.

6111

( deals are postage free!

ALSO

White Dwarf: $9.95 Inferno!: $9.95 Citadel Journal: $15.95 Warhammer Monthly: $4.95

Remember!
All subseription

So you save even
more money,up
to #120! _

MAMMOTH
SUBSCRIPTION DEALS

SIX Month Mammoth
subscription:

$130.00 will get you six issues
of White Dwarf and Warhammer
Monthly plus three each of
Inferno! and the Citadel
Journal.That's a saving of
$68.00.

TWELVE Month Mammoth
subscription:

For just $245.00 you will get
twelve issues of White Dwarf
and Warhammer Monthly plus
six issues of both the Citadel
Journal and Inferno! Thats a
saving of $150.00.
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