_2?

APRIL "
NZ$1 1 .95




THE STORMING OF BEL-ALIAD COVER
By Geoff Taylor.

GAMES WORKSHOP NEWS 2

What's new at Games Workshop.

GAMES WORKSHOP STOCKISTS 48

Want to know where you can buy the latest releases, check for your
local Games Workshop stockist.

GAMES WORKSHOP STORES 84

What's going on at your local Games Workshop store.

ARMY OF THE MONTH 92

Andrew Long, manager of GW Melbourne, shows off his Beastmen
horde in our new regular feature.

MAIL ORDER 119

All the new releases and a fantastic Warmaster army deal. Check out
what the Trolls have come up with this month!

[

Bear pe! Bear pe!
‘Cown Crper

pubfisfed within
Dark tales abound of the foul Possessed
| warband known as the Hands of Fate.
Rumours of foul Orc barbarians
spotted in our strects. Warbands from
all over the old world plunder our
city and new freelancers hire out
their services,

A closer look at last year’s titanic Games Day display.

What does your general get up to the night before the
battle? Nigel Stillman presents a few ideas to liven up

your games of Warhammer.




WARHMAMMER

40000

{MPERIAL GUARD SENTINELS

The new imperial Guard Sentinel ready for active service.

SIREN SONG

K

38

Catachan jungle fighters face a deadly horror in this short story

py Gav Thorpe.

SLY MARBO

Nick
| one man army.

Production Team

Dave Taylor (Australasian Editor)
ustin Keyes

Matt Weaver

Paul Sawyer

aka Fat Bloke

Graham Dayey

Nick Davis

Matt Hutson

Simon Shyker

Contributors

Andy Chambers, Gavin Thorpe,
Jervis Johnson, Tuomas Pirinen,
Nigel Stillman, Gordon Rennie,
Mark Havener, David Cain, Leigh
Carpenter, Chris Hoskins, Regan
Francis, Jason Errington, Luke
Retallack, Travis McElroy,

& Frangois-Xavier Ngo

101

Davis takes look at the dark history of the Imperial Guard’s

John Blanche,

Dave Gallagher,

Alexander Boyd,

Neil Hodgson,

Nuala Kennedy,

Karl Kopinski & John Wigley

Product Code:

A

| SOMETHING COMPLETELY DIFFERENT 8

Rick Priestley introduces his brand new game — Warmaster!

WE ARE LEGION

The Undead legions in Warmaster.

REACHING FIRST BASE

A look at how to base your Warmaster armies.

HEROES OF ULTHUAN

High Elf warhosts in Warmaster.

ANCIENT GLORY

A huge Warmaster battle report between the evil Undead and
the proud High Elves.

14

’Eavy Metal Team

Owen Branham,

Matt Parkes, Martin Footit,
Mark Jones, Keith Robertson,
Neil Green, Richard Baker,
Dave Thomas, Joe Hill

& Chris Smart

60249999244

| 62044l>

11921419




Dave Taylor’s Editorial

Fantasy wargaming on a grand and my Skaven haven’t been featured. Next month,
scale! Warmaster brings the faithful readers, we shall reveal all, along with the tales
massive scope of enormous of our battles.
battles onto the tabletop. It has been an interesting few months of army building,
Generals can command an painting, gaming, learning to read the army lists properly
army of thousands instead of a (I mean who ever heard of Clanrats with Magic
skirmish force of dozens. banners?) and then putting my thoughts down on paper.
Brigades of troops mal_'ch | know that Matt has found the whole process just as
resolutely across sweeping intriguing.
vistas, assaulting towns and
castles. What more can | say, although the superbly Justin and | have also been to a few tournaments
detailed miniatures are only 10mm tall, Warmaster will be recently so we'll have a bit of a splash on them next
huge. Rick Priestly - the game’s designer - explains the issue. Look out for our CANCON 2000 photos. Over 120
concepts behind Warmaster just a few pages further on, gamers enjoying themselves over a sunny January
I'm sure you'll enjoy the read. weekend.

On the home front, | expect a lot of you will be keen to Anyway, enough of this
see the armies that are a result of the “Matt & Dave's banter. On with the show!
Warhammer Challenge”. If you've already flicked through

the magazine you will have noticed that Matt’s High Elves

AND SO IT BEGINS!

With the countdown to Games Day in October 2000 well
underway, we here at the White Dwarf thought it'd be

really cool to give everybody out there a bit of a sneak-
peak at some of the concept sketches of what will
hopefully be our feature Warhammer display table.

Qur resident insomniac, Matt Weaver scribbled these pictures way back in
January, since then he has squirrelled these designs safley away, until we
lured him away from his desk with a pot of fresh coffee and promptly made
off with the drawings!

This table promises to be our most ambitious and detailed one yet, so
keep watching these pages over following months as “DA FORT” grows.

Quts WORKSHOF STORES 4MES WORKEHOP STORES
VS bR

MOUNT GRAVATT GRAND OPENING
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After exchanging nervous glances between each other, Mount Gravatt store manager

- Laurie Goodridge and his staff Troy and Rob have finally prepared themselves enough to
%ﬁ take on the hordes during their Grand Opening Event.
i}x Doors open for the sale at 9:00am on Thursday April 27th. Check out the double page ad

{
i +
7‘ later on in this isstie to find out about all of the deals for the three day sale.

GAMES WORKSHOP  There will be a single figure painting competition judged at the Grand Opening as well, for
STORES more details about that, just call in to the Mount Gravatt store and see the boys before the
sale - or phone them up on (07) 3343 3241 - they'll be more than happy to answer your

guestions.
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WARMASTER

SMALLER MODELS - BIGGER BATTLES

SENTINELS
STRIDE IN!

Games Workshop'’s latest plastic kit
is the awesome Imperial Guard

Sentinel, released this month as
a three-model boxed set.

Squadrons of Sentinels are

used to scout ahead of the

main force. They also carry
formidable anti-personnel
weapons —~ usually multi-lasers or
heavy flamers.

The new design was based on concept
drawings by Jes Goodwin and worked up
by Tim Adcock (ably assisted by Michael Perry
and Alan Perry). This issue, we take a look
at the different roles of Sentinels in battle
and some of the colour schemes
used by the Imperial Guard in their
many campaigns. Next month

we'll take a look at some of the
modelling possibilities the kit allows.

Our latest game is now here! Warmaster is a new scale
of fantasy wargaming, using 10mm figures to represent
vast armies marching across panoramic battlefields to
engage the enemy.

Qut this month along with the rulebook are the High EIf and
Undead armies. The following months will see the release of the
Empire, Dwarf, Chaos and Orc & Goblin armies that are also
detailed in the rules. Games Designer Rick Priestley explains what
i's all about later in the issue, and there is also a titanic battle
report to give you an idea of how the game plays.

Models from the Warmaster High EIf army.

GREENSKINS
INVADE
MORDHEIM

The City of the Damned is a
place of violence and battle,
with the promise of riches
and glory for the victorious -
it was only a matter of time
before the Orcs arrived on
the scene.

This month’s Town Cryer includes
full rules for using Orc & Goblin
warbands in your Mordheim
games, complete with Big 'Uns,
Shamans, Goblins, Squigs and
Trolls. There are rules for
Animosity, special skills including
'Eadbasher and Da Cunnin’ Plan,
and Waaagh! magic with spells like
Fire of Gork, Clubba and
Oil Gerroff!

Imperial Guard Sentinel




TOWN CRYER TAKEOVER

Mordheim, City of the Damned, has been one of our most popular games to date, outstripping all
our expectations. We've received a huge volume of letters, ideas and suggestions for new rules,
warbands and scenarios from enthusiastic gamers. So many in fact that we simply can’t fit
everything that we’d like to print into White Dwarf.

So after six months as
part of White Dwarf,
Town Cryer is breaking
away to become a
publication in its
own right, under the
auspices of Fanatic
Press and the Black
Library. Very soon
Mordheim fans will
have a whole magazine
dedicated entirely to
them, full of mayhem
and madness from the
ruined streets of the
city. This also means
that you’ll have an even
better chance of getting
your ideas published —
so get writing!

THERE CAN
BE ONLY ONE!

Last month we showed you
the rules for running a
multiplayer Mordheim
game. Stay tuned for next
issue to see GW OZ staffers
give those rules a whirl...

Our choices were limited, we
could either set off the fire alarms
in the office, or invite Booster (OZ
White Dwarf) and Jim Fox
(International Man of Mystery,
and Head of Retail) out of their
confined damp .spaces to get
some air and play a few games of
Mordheim.

So bear witness to the carnage
wrought as Booster's Orc
warband, and Jim’s Skaven
(henceforth known as the
Nightcrawlers) pit themselves
against all of the guile and
cunning of Grant Peacey (Sydney
store Manager) and  his
Marienburger warband in a
dangerous triple threat match!

Paul Sawyer’s Possessed warband aftempts to sacrifice the kidnapped
burghermeister’s daughter, in the new scenario from this month’s Town Cryer.




Beware, for the wolves are on the hunt. The
Space Wolves are far from being a Codex
chapter. They are wild and ferocious and have
their own unique force organisation.

The new Codex (released next month) provides full rules
for these barbaric- Space Marines, complete with Blood
Claws, Long Fangs, Fenris Wolves and all the other
elements that form a Space Wolves army. There will also
be some rather stunning miniatures to support the
release of the Codex, including, in the not too distant
future, a new transport vehicle. We know you’ll be
impressed.

TIME STANDS STILL FOR
NO MAN...OR DWARF'

Above: White Dwarf goes to the future! Issue 238 is being
encapsulated for fifty years by Quakers Hill High School
Principal lan Hudson (we should be up to issue 838 by
then). Alas though, if you look closely someone has

already scarpered with the free Aenur miniature!

LORD RAGNAR BUG"“*‘"‘
RAGMARTAS_

T BLACHMANE

e o ?.H—:-’-T’i-‘::-g 1

CApEx

As well as being the master of sticky tape art,
our very own Justin “Booster” Keyes is still
endeavouring to bring you, the reader, closer
to your happy place.
And what is that happy place | hear you ask, why it’s that
warm snug realm where you have possession of choice
morsels of information concerming what new and
fantastic product is soon to be released (some of which
is wrapped in shiny plastic film!).
This month though, Booster has decided to be
somewhat cryptic in his description of what new
products are just around the comer...

“..it's big, fits loads of Space Marines,

has lots of big guns, and begins with L”

“..my other favourite fictional
character who's name is Logan...”

“..even smaller Dwarfs!!!l”

“..Catachan Jungle fighters with stuff
that goes BOOM! - in a blister pack!”

Watch this space over the next few months for more
juicy tid-bits from Booster!
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THERE’S A WARP STORM BREWING!

In the spirit of millennial collaboration, the Black Library and White
Dwarf are proud to announce the eagerly awaited Battlefleet Gothic
compilation, Warp Storm, which bursts onto the shelves this month.
This hefty tome is packed with all the essential White Dwarf articles,
covering a whole range of advice, tips, tactics and battle reports,
together with a host of new and unseen stuff too. Some of the
highlights in what promises to be an epic release include; new
scenarios, the devastating Chaos Planet Killer, tactics on how to
achieve the best from your torpedo salvoes, and much, much,
MUCH more.

COMIC MAYHEM!

The carnage and mayhem continues in Warhammer Monthly #27
with a whole heap of new stories and some of your firm favourites
t00. Bloodquest sees Leonatos and the Blood Angels battling their
way across the Daemon world of Eidolon; this episode they must
enter the plague city of Nurgle! Meanwhile, Mike Perkins and
Mitchel Scanton bring us more tales of the mysterious Hellbrandt
Grimm. We have the debut of a brand new character from Dan
Abnett; Crusader follows the adventures of a Bretonnian knight as
he seeks to slake his blood lust and desire for battle. And finally, we
also have a superbly out-there new Kev Walker story. Pariah: The
Daemon Heart. This stunning saga tells of a lone Eldar warrior who
quests in the depths of space — but in search of what, and who is
the mysterious Sister of Battle who haunts his visions? All this plus
features, reader offers and (here we go again!) much, much more...

JERICO COLLECTED

Winner of the Black
Library’s Best Character
Award in Warhammer
Monthly and due to
popular demand, here’s
Kal Jerico — the graphic
novel! Brought to you by
the dynamic team of
Gordon Rennie and Karl
Kopinski, this fantastic
book contains all of your
favourite strips including:
The Hit, Yolanda,
Redemption, Nemo and
of course the ever popular
epic saga of The
Motherlode. This great
collection is a must for
both Warhammer Monthly
fans and all players of
Necromunda!

COMPDN FIENTT  RAREATIEN AL

IT’S A MOOT POINT!

This month the incumbents of the Journal Bunker have decided,
against the better judgement of their peers, to focus on that most
maligned of all the fantasy races, the Halfling. These innocent little
bun-munchers have come in for a right load of stick over the years,
and now it's time to put the record straight! Also packed into issue
36 of the Games Workshop hobby's own fanzine are the usual
horde of scenarios, rules, Doc Butcha's awesome conversions,
Imperial Armour and a whole load more.

v,y

NEW THIS MONTH

Descnptuon

Possessd

Possessed Magister (1 model per blister)
Possessed Brethren (3 models per blister)
Possessed Darksouls (2 models per blister)
Possessed (1 model per blister)

WARMAMMER

AnN00

$11.95
$14.95
$11.95
$17.95

IMPERIAL GUARD

Imperial Guard Battle Force (plastic boxed set) $125.00
Sentinel Squadron (plastic boxed set) $59.95

CATACHANS

Sly Marbo (1 model per blister) $14.95

Warmaster (rulebook)

HIGH ELVES

Spearmen (6 models/3 stands per blister) $11.95
Archers (6 models/3 stands per blister) $11.95
Reaver Knights (6 models/3 stands per blister) $14.95
Silver Helms (6 models/3 stands per blister) $14.95
Chariots (3 models/3 stands per blister) $14.95
Heroes and Wizards (3 stands per blister) $14.95
Repeater Bolt Thrower (2 models/2 stands per blister) $14.95
Hero on Mighty Dragon (1 model per blister) $14.95
Hero on Giant Eagle (1 model per blister) $11.95
Giant Eagles (38 models per blister) $14.95

UNDEAD

Skeletons (6 models/3 stands per blister) $11.95
Skeleton Bowmen (6 models/3 stands per blister) $11.95
Undead Characters (3 stands per blister) $14.95
Cavalry (6 models/3 stands per blister) $14.95
Chariots (3 models/3 stands per blister) $14.95
Skull Chukka (1 model/1 stand per blister) $11.95
Bone Thrower (2 models/2 stands per blister)  $11.95
Carrion (4 models/3 stands per blister) $11.95
Bone Giant (1 model per blister) $11.95
Sphinx (1 model per blister) $11.95
Hero on Zombie Dragon (1 model per blister)  $14.95

Warhammer Monthly 27

Citadel Journal 36

Warpstorm 1 (Battlefleet Gothic supplement) $7.50
Kal Jerico graphic novel $14.95

$145.00
$64.95

$16.95
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by Rick Priestley

At the heart of it, the big idea is great
BIG battles. Conventional Warhammer
and Warhammer 40,000 games use
models about 30mm high. The size of
the models places a natural restriction
on the type of encounter that can be
fought on a tabletop. This is especially
true of the fantasy game where a
typical regiment of troops occupies a
relatively large dollop of the gaming
area and models start the game
virtually within spitting distance (and
boy can those Dwarfs spit). As a result,
big Warhammer games rarely

have a sense

B

Warmaster is the name of my brand new tabletop
wargame. It is a new game in almost every respect —
the models are on an entirely new scale, the game’s
system is something completely different to anything
I’'ve done previously, and unique tactical skills are
required to win too. Sounds kind of perverse, eh! So

what’s the big idea?

of grand manoeuvre. Warmaster is very
different.

Right from the start I set out to create a
game that was about huge armies
fighting over vast landscapes; a game
in which snaking columns of hundreds
of warriors might march along dusty
roads towards a vista of farms, villages
and towns, where flanking forces can
gallop out of sight of their
commanders and reappear at the
enemy’s back, and where artillery
pieces must be laboriously dragged to
within range of their targets. Part of
this vision of hugeness are ‘big’
tabletop landscapes: roaring rivers
rather than piddly little streams,

fortified towns rather than one or two
pokey houses, and enclosed valleys
and rolling hills rather than the usual
flattish field punctuated by a lonely
tree.

So, huge battles then — but how? The
obvious thing to do is to use smaller
scale models, effectively shrinking the
size of a regiment and making more
use of the area available on the
tabletop. Warmaster models are about
10mm tall for a human-sized warrior,
which is just about big enough to show
off the character of the race without
being too small to paint. A Warmaster
battlefield can easily accommodate
many hundreds, even thousands,

Undead cavalry charge forth from the beart of the deserts of Khemri.
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f individual combatants. Most

:Jmportantly, it can do so without
tting undue strain on either the

games system or the player’s pocket.

Warmaster is a game about generalship
ather than the prowess of individual
warriors. It is a game where strategy
counts far more overall than the fate of
individual warriors or even individual
regiments. The most important parts of
» Warmaster army are units of troops.
[n the game rules these are divided
into the following types: infantry,
cavalry, chariots, monsters, artillery
and machines. Units in Warmaster are
always of a fixed size, varying only
slightly from one troop type to
another. A typical unit consists of three
qroop stands’, a stand being a

been designed as miniature metal
models and will be sold as blister
packs. Each pack contains one entire
unit. This makes it really easy to build
up an army or to add to it once you
have started.” One blister of models
always gives you one unit of troops.

Some units consist of a single model -
such as a Giant, a Dragon rider, or a
large machine such as the Empire
Steam Tank. This has provided our
model designers
with the
opportunity to
make monsters
and machines
which are much
larger (relatively
speaking) and

A unit of
Undead archers
comprising
three stands.

Although troops are the most
conspicuous portion of all the armies,
characters are important too. They
have little fighting value but their role
on the battlefield is vital nonetheless.
In fact, the key to successful Warmaster
generalship is in the way players use
their characters. Character models are
also fixed onto stands — the character
model plus his aides, messengers,
guards and associated
hangers-on on the
same stand in
whatever quantity
the player feels
appropriate. There
are three kinds
of characters:
Generals, Wizards,
and Heroes, and a
single ‘character’
pack contains an
assortment of
metal models

runners,

40x20mm plastic base onto which
rows or strips of warriors are fixed.
Some units come in units of two or
even just one stand, but human-sized
troops are represented by a unit of
three stands in most cases.

All of the different troop types have

therefore more impressive than their
Warhammer cousins - Warmaster
Giants are indeed gigantic compared
to ordinary troops and Dragons
actually tower menacingly over the
poor infantry in an appropriately
terrifying manner.

sufficient to make
at least one stand of each.

As you would expect, the armies are
based upon the known races and
histories of the Warhammer world as
developed and described in the
Warhammer game. The variety and
types of warriors have been modified
appropriately to take account of the
different scale. In 10mm scale the
difference between a Troll Slayer,
Giant Slayer and Daemon Slayer isn’t
worth worrying about so we just have
Slayers. Similarly, the profusion of
similar troop types in Warhammer is
something of an unnecessary luxury in
Warmaster where individual prowess
takes second place to strategy, and a
sword is 5mm long at best.

The two photographs bere
show that despite a
significant reduction in size,
Warmaster miniatures are
incredibly detailed and
really capture the character
of the army.

SIZE DOESN'T MATTER..
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When starting work on the game, I had
planned to include all the armies that
are currently available for Warhammer
plus a few extra because it would be
fun. In the end this proved impractical.
We calculated that to make the
Warmaster range, all our designers
would have to work for a whole year
without making any Warhammer or
Warhammer 40,000 models. Given that
I obviously had to rein in my grandiose
schemes a little, I opted to include six
armies. These are: Empire, High Elves,
Dwarfs, Orcs, Chaos Warriors and
Khemrian Undead. This is a good
selection of classic armies, each
different in appearance and the way it
plays. The plan is to release the
Undead and High Elves at once,
followed by one army a month until all
six are available. All releases will be
covered by White Dwarf in the usual
fashion. Work has also begun on a
further range of ‘dead secret stuff’
which I am forbidden from mentioning
— except that I just did. Oh dear!

So what makes Warmaster such a
radically different game? For starters,
unlike previous Games Workshop
games, it comes only as a rulebook and
not a boxed game. There won't be any
plastic models for Warmaster — instead
all the design resource has gone into
producing a range of exquisite metal
models instead. All the rules needed to
play, including the army lists for all six
armies, are in the rulebook itself.

The game is played in turns much as
Warhammer players would expect, first
one side and then the other. The
sequence within the turn is also much
like Warhammer, with troops moving,
shooting and then working out
combats. However, the way troops

move is vastly different and forms the
most important aspect of the game.
Where Warhammer is undeniably a
game about fighting, Warmaster is
a game about generalship and
manoeuvre. Where Warhammer games
are won or lost in the Combat phase,
Warmaster games are usually decided
when the armies move.

There is no ‘move phase’ as such —
instead the player moves his army in
his ‘command phase’. In the command
phase each character can issue orders
to units nearby and a unit can move
when it receives an order. To give an
order the player takes a dice test and, if
this is passed, the unit can be moved. A
character can give the same unit
several orders in succession, so it is
possible to move a unit several times
during the same turn. Theoretically a
unit can be given a whole series of
orders and moved right from one side
of the table to the other. Theoretically
that is! In practice that rarely, if ever,
happens because of the checks and
balances worked into the system.

When a test to give an order is failed
the message is assumed to have been
lost, the runners have been captured,
or the General’s plans have been lost in
the fog of war. A unit cannot be given
orders by different characters in the
same turn, so a failed order will bring a
unit’s move to a halt. As a result it isn’t
possible to be certain of moving all of
the units in the army during the turn,
s0 it is vital to plan moves very carefully
indeed. A character who fails to give an
order can give no more orders that
turn either, so other units will probably
not move at all. Furthermore, if the
General fails to give an order no
further orders can be given by any

characters that turn, not even by
characters that haven’t given orders
so far.

To allow the armies to keep coherent
battle lines, units are allowed to form
into brigades which move as a body
and which require only a single order
to move. Some troops are more
amenable to this than others — being
brigaded with a unit of Trolls is never a
good thing, for example. Another way
in which units can function without
orders is by using their ‘initiative’,
Units that are very close to the enemy
at the start of their turn are allowed to
move by using their initiative, so you
don’t need to issue orders to units
that already have the enemy ‘in
their sights’.

Needless to say, issuing orders can be
made more difficult by various factors.
These include the distance between
the character giving the order and the
unit he wishes to move, the number of
times the unit has already moved that
turn, the presence of dense terrain, the
proximity of enemy troops to the unit,
and loss of enthusiasm due to
casualties the unit has suffered. These
things mean that the positioning of
characters is every bit as important as
the positioning of troops, as the
characters form points from which the
battle is orchestrated.

Shooting and combat are both
conducted in a similar way. Each stand
of troops can strike a number of
‘attacks’ at a time and can take a
number of ‘hits’ before it is destroyed.
Most stands also have an armour saving
throw in much the same way as in
Warhammer. The average value for hits
and attacks is 3, so, for example, a
stand of Empire Halberdiers has 3
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attacks, 3 hits, and an armour save of
6+. To work out how many hits are
scored by a unit when shooting or
fighting combat, add up the unit’s
attacks and roll 1 dice per attack.
Warmaster being a game based on
tactics the score required to inflict a hit
depends not on the fighting qualities
of the troops but upon their tactical
position. So, an enemy unit which is
‘in the open’ is hit on a score of 4 or
more, a unit which is in a ‘defended
position’ is hit on a 5 or more, and a
unit in a ‘fortified position’ is hit on a
6. Once hits have been worked out,
any whole stands that fall casualty are
removed. Odd hits left over at the end
of the phase are simply ignored - there
is no tedious recording of odd hits
once the phase is complete.

A novel aspect of Warmaster is that
combats are worked out in their
entirety during the Combat phase. A
round of combat is fought, then losers
retreat, victors pursue, and a further
round of combat is fought until either
one side is destroyed or until the
victorious side declines to press its
advantage and either holds its ground
or falls back. The effect of this is to
telescope the effect of combat once
troops are committed - the result will
almost certainly be decisive. As a
consequence, players must be very
careful before sending a unit into the
fray Well coordinated attacks are the
answer, with combat bonus attacks
available for units which charge or
Pursue, and penalties for troops facing
terrifying foes or fighting enemies to
€ir side or rear. Infantry can also
offer Support to adjacent stands, which

gives them a bonus when determining
which side wins the combat.

The aim of the game is, as always, to
grind the enemy into the dirt and jump
up and down on his mangled corpse.
Warmaster achieves this by means of a
points value system which is used to
choose armies and to calculate which
side has won at the end of the battle.
The game can be played for a
pre-determined number of turns or
until one side has lost half its number
of units — points are then added up
and the side inflicting the most damage
on the enemy is the winner. The loss of
one side’s General will also bring the
battle to a halt.

The rulebdok also includes a selection
of scenarios. These can be played with
any army although they are based on
encounters between specific armies.
Armies can attempt to raze. enemy
settlements, capture enemy convoys,
relieve sieges, kidnap travelling
princesses and perform other suitably
heroic feats. One interesting aspect of
the game which is ably demonstrated
by the ‘Confederacy of Sigmar’
scenario is that it is perfectly possible
to play with several players on the
same side with different players
representing individual characters. It is
also possible to play two or more
distinct armies on the same side, an
allied Empire and Dwarf force, for
example. This makes Warmaster ideal
for playing team games. It also has the
added advantage that a newcomer can
join a big battle with as little as one
character and two or three units of
troops.

Wizards and magic are represented by
means of a selection of spells for
each race (apart from Dwarfs who
disapprove of such things!) and magic
items. Magic doesn’t play the hugely
destructive roll in Warmaster that it can
do in Warhammer but it can still swing
the battle in favour of the player who
uses it wisely. Both spells and magic
items reflect the importance of grand
tactics, and tend to move units,
prevent them moving, or impede their
ability to fight rather than inflicting
casualties. There is at least one spell
for each race that is a simple missile
but these are best used in combination
with conventional shooting to enhance
its effect. Magic items have been
designed to offer momentary bonuses
either to combat effectiveness or a
character’s ability to give orders.

As well as rules covering battles, the
rulebook also includes a commentary
on umpired games, suggestions how to
organise and play campaigns, rules for
building up veteran units from game to
game, and rules for using fortresses,
siege equipment, ships and boats.
These are too detailed to describe
here, but are mostly presented as ideas
for players to consider and decide
whether to adopt them in the form
presented or modify them to suit
themselves.

Oh, and you can get an entire army in
in a carrying case too!
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illennia ago, the Land of the

Dead was home to the
Khemrians, the first civilisation of
Men. These people were ruled by
kings whose power was so great
that they were destined to rule
beyond death; to rise from their
colossal pyramid tombs at the
appointed time thanks to the
powerful sorceries of their
servants, the Liche Priests.

The civilisation was desolated by
the fury of Nagash, the most
powerful of the Liche Priests, who The most wsefiel and
usurped the throne for himself. deadly spell at the Liche
Nagash was insanely jealous of the Priest’s disposal is Raise
kings who would rise again after Dead. Check out this
death whilst he and his fellow g Teio,:,th;z
Liche Priests were doomed to
annihilation. When, after a long
and cruel reign, Nagash himself
was overthrown, he used his
magic to destroy the entire land.
His foul sorcery wiped out the
population and then, with the
Great Spell of Awakening, he
raised the dead inhabitants into a
state of undeath.

The Undead of Khemri are
doomed to eternal conflict, unable
to finally rest, as those destroyed
one day are risen again the next in
a perpetual cycle of torment. The
armies of the Old World tremble
when the Undead march, for what
greater terror can there be but an
enemy which cannot know fear.

Once per battle the
Tomb King bas the
power to increase
the attacks of all
stands in one unit
within 20cm by +1.

As the army General,
the Tomb King bas
the bighest
Command value in
the Undead army.
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The Undead army is a challenging one to
Jay in Warmaster. Although the basic

gke);eton troops, the infantry, archers and

cavalry, are less effective in combat

com

cost much fewer points and so tend to

sutnumber their opponents. Also, because
never experience the weak emotions

he :
Lf guny mortals, their

fighting ability is
unaffected when in
combat with terrifying
troops such as Dragons.
They are immune to
panic, SO never suffer
irom the Confusion rule
4nd are not at all affected
by the close presence of
¢nemy troops, so the -1
command penalty for
enemy within 20cm is
also ignored.

SKELETON WARRIORS

pared to their living counterparts, they

Skeleton warriors are a difficult foe to
completely eradicate, as the Liche Priests
tend to raise more and more during the
course of a battle! One of the Lich
Priests’ most deadly spells is Raise Dead.
It can only be cast if there is a combat
within 30cm of the Priest, as its main
ingredients are fresh corpses, but if
successful, three Skeleton infantry stands
are placed immediately into combat.
Many a General’s battleplan bas been
ruined by this evil spell...

As with all chariots in Warmaster, Undead
chariots are deadly against units caught in
the open. The crew are also armed with
bows, enabling them to make shooting
attacks.

A colossal bone crossbow, the Bone
Thrower fires darts so beavy that
they skewer not only the target stand
but also up to three stands unlucky
enough to be directly bebind!

Hurling magical screaming skulls at
the enemy, the Skull Cbhukka is very
effective for confusing target units.

> = g i gt A e
Tomb King and Liche Priests are blessed with bigh
ind values. They are vital to the success of a battle
_because the korde of shambling Undead cannot use
itictive fo.s nd need to be comimanded even to
g arid. his Liche Priest minions lead
their Undead warriors into war.
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UNDEAD MONSTERS

Although most of the
Undead army consists
of its Skeleton
warriors, bowmen
and cavalry, these are
supported by
powerful monsters
brought to life by the
power of the Liche
Priests’ sorcery. No
Undead army is
complete without at
least one of these
monstrosities.

4 attacks, 3 bits and 3+ armour make the Sphinx a As with other Undead, Carrion can’t use initiative, but due to

lethal opponent to face on the field of battle. Not content their ability to fly they can always return to a character at the
with this nasty stat-line, the Sphinx also causes terror in start of the Command pbase (no order is needed to do this).

living foes!
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The slowness of a Bone
Giant inflicts a -
command penalt?z on
prigades containing
one, but they more
than make up for it
with 6 attacks (Ves, 6l),
4 bits and 4+ armour.

Acting as mounts for Tomb Kings or Liche Priests, Zombie Dragons add +3 to their
riders’ attacks, cause terror and increase their riders’ movement to 100cm.

Zombie Dragons can also belch corrosive breath at an enemy up to 20cm away or
use their three normal attacks in close combat.

Tomb King
Priestley

speaks...

The Undead army is powerful on
the tabletop and relatively easy to
paint — a damn fine combination
as far as I'm concerned! It is
mainly made up of Skeleton
infantry, archers and cavalry with
a smattering of more unusual and
extremely useful monsters and
artillery. The bulk of the army
paints up well using a dry-
brushing technique over a black
undercoat (the Warmaster book
shows you how) whilst the
bigger monsters reward careful
detailing. Skeletons aren’t great
troops and have a relatively low
points value — so you’ll need a lot
of them! A couple of extra units
will prove handy when you
cast the ‘Raise Dead’ spell (and
you will!).

In action, the difference between
the Undead and mortal armies is
considerable. Undead units need
to be given orders to do
everything — they never act on
initiative (they’re dead - they
don’t have any!). This makes a
slow plod forward by far the
safest option, though it’s perfectly
feasible to strike against exposed
or vulnerable enemy units with
the fast moving Carrion.
Coordinating your attacks with
magic support is the key to
victory with the Undead.
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5) With your first Warmaster models lovingly clutched in your sweaty
palms, you’re ready to base them up and get painting — but wait! Due to their
size and the way they’ll eventually sit on a base we recommend painting each
strip before attaching them to their base (although in these examples we’ve
used unpainted models because we are, at heart, lazy gits!). Sit back as we
run through the fundamentals of basing up your Warmaster army...

Most infantry and
cavalry stands comprise :
of two strips glued side by

side. Infantry are placed ; i)

facing the long edge of the
base (put any strips with
standards at the front)
and cavalry face the
short edge, as shown bere.
Make sure both strips are
facing the same direction,
of course!

Infantry archers are assembled slightly
differently. Archer units follow a similar
formation to other infantry, so you must
carefully clip the strips in balf and place the
archer models facing the base'’s long edge.

Artillery pieces are mounted lengthways on a
base, like cavalry. The crew must be clipped
from their strip but can be arranged on the
base in any way you want. Here is an
example of bow a High EIf bolt thrower can
be based.

CHARACTERS

Character models come in
blister packs containing an
assortment of strips, each

with a ber of individual
models. These must be
¥ separated with clippers.

A single blister pack will
provide enough models to
make a variety of character
stands to represent your
General, Wizards or Heroes.
Each character model must be
placed on a separate base (it doesn’t matter which base edge they face as this doesn’t affect game play). The other pieces can be stuck on
) the base representing the character’s messengers, personal standard bearers, bodyguards or lackeys. You can bave great fun designing your
R Oyt own individual character stands to suit the style of your army.
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The High Elves are famed
fi

or their craftsmanship,
poetry and arcane knowledge,
as well as their expertise in
the arts of war. This proud
race dwells on the isle of
Ulthuan, whose cities of
soaring spires and gleaming
towers are the envy of the
world. They once ruled the
Old World before centuries of
conflict with the Dwarfs
forced them to retreat across
the seas. Their power was
further weakened when their
island kingdom was ravaged
by civil war against what were
to become the Dark Elves,
who had turned to the gods of
evil in those troubled times.
The Dark Elves were driven
westward to Naggaroth after a
bloody struggle and the High
Elves distanced themselves
from the world, content to
study the mystical lore of
their ancestors on their island
refuge.

Now, the High Elves remain
an aloof race. They are proud
of their heritage and still feel
embittered towards the
Dwarfs. Their hatred, however
is reserved for the forces of
evil which overran the Old
World after the dominant
power of the Elves was
broken.

A High Elf General is blessed
| with a Command value of
10, the bigbest in Warmaster.
This represents both bis
troops’ discipline and bis
own expertise and schooling
in the art of war.

High EIf Heroes add +1 to one unit’s
attacks and bave a command range

of 60cm. Capable of riding into
" battle on chariots, Giant Eagles or
Dragons they can lend their support
to units anywbere on the battlefield.

As masters of sorcery,
High EIf Wizards may

| re-roll any failed

| spellcasting dice. This
makes them much
more potent than say a
Goblin Shaman or a
Human Wizard.
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MISSILE TROOPS

The High Elves are renowned for the accuracy of
their archers. Trained in the art of archery as
soon as they can walk, this race surpasses all
others at shooting. One of the first things the
enemy of the High Elves experiences on the
 battlefield is the steady rain of missile fire cutting
down his troops. A spell mastered by the High
Elf Mages is Heaven’s Rain, which blesses a unit
of archers with the ability to fire twice as fast as
normal. Faced with such a torrent of arrows, the
enemy can do little be but driven back while the
Silver Helms charge forward to finish them off.

Z 2 G S O
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The Elven Bolt Thrower, also known as the Reaper, can

fire not just one but three shots at the same time, and
such volleys can easily devastate entire ranks of troops.

High EIf Reavers are a potent mixture of speed and missile fire.
Although not as beavily armoured as Silver Helms, their bigh
mobility means the Reavers are adept at barrying the flanks of
the enemy with a withering rain of arrows.

Famed for the accuracy of their shooting, High EIf Archers,
mounted Reavers and Bolt Throwers all receive a +1 bonus to
bit their targets. Back this up with a Wizard casting Heaven’s
Fire (effectively allowing the unit to shoot twice in the turn it is
cast) and it is easy to see how High Elf missile fire is feared the
world over.
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FLYING CREATURES

The High Elves can summon numerous
ing creatures to aid them in battle -
whole wings of Giant Eagles and
ferocious Dragons. This means that
they can make swift attac.ks from the
sky or lightning outflanking
manoeuvres to take the enemy by

surprise.

Bonded from birth, Dragon and rider
react as one on the battlefield.
High EIf Generals, Heroes and

Wizards may take to the
field of battle atop one of

these mighty creatures.

In addition to their
obvious ability to fly,
Dragons cause
terror, add +3

RS to the rider’s
attacks and also belch
fire onto their enemies — what
more could you want?

The Giant Eagles of the Annulii
mountains are valiant allies who aid
the High Elves in battle. Their 100cm
movement allows them to disrupt the
enemy’s brigades early in the battle.

High EIf Generals, Heroes and

Wizards may take to the skies

on the back of a noble War

Eagle. This bas the advantage

of increasing the rider’s

attacks by +2 and also

allows them to soar from unit

to unit inspiring their troops -
to victory.
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Laurie, Troy and Rob have been working on a new 40K frozen tundra table over the last
couple of weeks and during April the construction continues with work on bunkers and
supEIlY dumps. All the effort is in preparation for the release of Codex: Space Wolves early
next month. The guys have invited everyone along to help them out with their preparations

and for a very special event!

on the last few days of April (Thursday 27th, Friday 28th, & Saturday 29th) they’ll be
celebrating their Grand Opening Days with some fantastic deals on everything in the store.

Why don’t you come in and take advantage of their temporary insanity!

A

© WARMAMMER

_y_"

6130

ADDNN

WARHAMMER 40,000 +
Codex of your choice
+ a Warhammer
40,000 paint set.

U WARHAMMER.

$170

WARHAMMER
+ an Army Book
of your choice
+ Warhammer Magic.

980

MNote: These Vouchers are only redeemable at Games Workshop Mt Gravatt on 27th-29th April 2000, Only one vouc
> vouchers are not to be used in conjuction with any other offer. Games Workshop Gift vouchers may not be purchas

HOBBY DEAL |

10 paints/inks + White
or Black Undercoat
spray + PVA glue
+ flock + 3 brushes

7

~ BUYANY 3 BOXED SETS AND GET
| THE ONE WITH THE LOWEST PRICE FREE!

MT GRAVATT
GRAND

OPENING
\

This voucher
entitles you to

10% OFF

the RRP of
any one item.

f

MT GRAVATT
GRAND

OPENING
.

This voucher
entitles you to

25% OFF

the RRP of
any one item.

) ,

MT GRAVATT
GRAND

OPENING

This voucher
entitles you to

25% OFF

the RRP of
any one item.

can be used per product.

with the vouchers
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IMPERIAL GUARD

SENTINE

The Sentinel is a one-man all-terrain vehicle, used by the
Imperial Guard and certain planetary defence forces.
Originally designed as a light scout vehicle for
reconnaissance and guard duty, the Sentinel is often pressed
into battlefield setvice. Its superior mobility and speed is used
to provide close infantry support and its firepower can be
deployed rapidly in response to any threat.

The main role of the Sentinel is reconnaissance so they are
always in the vanguard of the main army. They provide
detailed telemetry of enemy troop movements and
installations. Due to their operational nature, Sentinel pilots
spend a lot of their time alone in the field, often days at a time
watching the enemy. Because of this, the pilots are chosen
for their ability to act on their own initiative. These qualities,
often allied with a dangerously individual spirit, means that
they have acquired something of a reputation as
insubordinate mavericks. This reputation has endeared
Sentinel pilots to the regular imperial Guard infantrymen. if
they are in a tight spot and there is a Sentinel nearby, they
know they can always rely on the pilot for support. Indeed,
there have been many cases when a Sentinel's timely
intervention has stalled or even turned an enemy advance.

The fantastic new
plastic Sentinel kit is
here! We take a look at
some of the many roles
: the hardy Sentinel

W scout walker performs
A2/ on the battlefield.

Another of the Sentinel's duties is raiding and surprisg
attacks. Take for instance those Sentinels operating unde;
Commander Mussby (also known as Mussby’s Raiders) fron
the 19th Tallarn Regiment, during the pacification ¢f
Vargan Hll. Commander Mussby led his Sentinel squadrong
on a series of long range patrols deep behind Ork lines. Hi
raids on Ork ammo dumps, columns and encampments
helped shorten the war by months.

Py £
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Sentinels are also employed as roving guard units at Imperig|
Command installations or large supply bases. They patrol thg
perimeter of the base and are the first line of defence in an
attack. Their durable armour and anti-personnel weaponry
buy time until the Imperial Guard garrison is mustered. ]

Although the Sentinel is primarily a light scout walker it fulfils
many roles. Thanks to its practical design and the skill of its
pilots, the Sentinel is equal to most tasks. Almost every
Imperial Guard regiment utilises the Sentinel in some other
way, as well as its reconnaissance role. As mentioned before,
the Tallarns use them for long range patrols. The Iron Guard
of Mordian use Sentinels for guard duty and the Valhalians I
and Cadians for close infantry support.
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CGI!EX CAMOUFLAGE SCHEMES

A Sentinel from the 3rd Catachan Rangers.
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A Sceatinel from the 33rd Cadian Fusilicrs.

' Codex Woodland
pattera

Dark Angels Green,
% Chaos Black.

Designed by Tim Adecock, Alan Perry & Michael Perry

CODEX
CAMOUFLAGE
SCHEMES

Jungle Woodland
camoufiage camouflage
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Snot Green, Cama Green,

Chaos Black,
Goblin Green

Snial Green,
Chaos Black
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Chaos Black,
Bestlal Brown,
Sgorpion Green

Snot Green,
Chaos Black

Bubanizc Brown,
Chauos Black
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Bestial Brown,
Bubonic Brown,
Chaos Black

Rotting Flesh,
Camo Green,
Chaos Black

Camo Green,
Chaos Black,
Bestial Brown
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A Cadian Scntincl gives c[os: support fo an lfanir_\r squd.

CODEX
CAMOUFLAGE
SCHEMES

Urban Desert
camouflage

camalflage

Fiery Orange,
Sunburst Yellow,
Chaos Black

Codex Grey,
Chaos Black

Ghostly Grey,

Bubanic Brown,
Fortress Grey, Bestial Brown,
Chaos Black

Scorched Brown

v ‘w u \:

Hotting Flash,
Bestial Brown,
Chaos Biack

Nor

Space Woll Grey,
Codex Gray,
Chaos Black

Fortrass Grey,
Codex Grey

Rotting Flash, |
Beastal Brows, !
Ghaos Black !
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LEMAN RUSS DEMOLISHER $69.95 NZS79.95

There is no problem that cannot be solved
by the tanks of the Imperial Guard!

Attributed to Warmaster Solan

metal gun crew
e T

BASILISK $54.95 N7$59.95

IMPERIAL GUARD TANKS
- AVAILABLE NOW!







combat erupts in the w:m'e of fbe town bem een the
Jorees of the Undead and the town’s gallan! defenders.

‘Vengeance of the Vampjic’, !
epic battle scene measﬁ'i‘es over 22 fe
long and 10 feet wide, and took over t
months to make. Using thousands of.
models (there are/z 000 Zombies 'ﬂlone)
the game depiéts the epic sy‘?*uggle
between the forces of the Undead, led
by the Vampire Antoine von Carstein,
returned to/ exact revenge upon
Maximillian von Klaus, the mayor of the
fortified Empire town of Stuttburg.

The story behind the display can eamly jbe
followed by just looking at the battle
scenes as they unfold. The best thing
about it though are the small touches. You
ca/n spend hours spotting dozens of great
sub-plots happening all over/the display,
such as the Dwarf Nautilus/being attacked
by a monster from the deep, or the'lone
crossbowman holed up in the barn
surrounded by a horde of Undead.

Il
IIII||I||r

sbop staff take a closer look al the

Games W
displaj

Games Day 1999 before the doors are

-l'lu

FEven this massive display is dwarfed bv the crowds
of eager gamers taking a closer look.




Left and inset: The
Vampire Lord, Antoine
von Carstein. Converted
by Mark Harrison and
Dainted by Joe Hill.

Right: A bandful of Empire B
Bowmen bold back a borde of 8

Skeleton Warriors who are :
attempting to encircle the

toun's defenders.

Below: A detachment of
Halberdiers can only shrink
back in borror as a massive
host of spirits pushbes them
back against the town’s walls.

Left: A Blood Dragon
Vampire sends forth a

Skeleton regiment against the
Halberdiers of Talabecland.

| Right and inset:
4| Retksmarshall 4’ A
“ | Wilbelin Hague of ek
Talabecland.

Converted by Mark
| Harrison and B
painted by Dave
Thomas.

"




aximillian von Klaus stretched his arms out as far as he
Mcould and yawned cxpansively. The weight of his chains of
Sifice shifted uncomfortably around his neck. A few joints
creaked as he stretched.
Forty ycars ago, von Klaus had been a redoubtsble warrior, the
finest Grand Master of the Knights of the Blaziog Sun. He had
sirode amongst the battleficlds of the Empire, killing mutants,
pesstmen and... the Undead. He shivered despite the midday sun
ad pelled his robes closer. From the bowels of his soul,
blackness welled up as the fear took hold of him again
“One day, when you ase old and weak, mortal, we shall return
for you
Maximillian stared once again at those terrible, hating cycs, the
eyes that looked at him cvery minute of his life
"We shall return for you. We shall drink of you. We shall revenge
our beloved Elysabct.?:'
He looked out oncc mote from his goldes armour at the foul
Jcech-thing. Even as his men destroyed the Vampirc’s minions
around him, he knew terror for the first time The Vampire Lord
dissolved into mist and six knights’ swords passed through it
harmlessly. The cloud spread, thinning, sifting through the littered
corpses of the battleficld. but that terrible whispering voice spoke
torments fo von Klaus.

“We shall bleed you and your Empire dry and when we have’

finished, you will be one of us. Your rotting flesh will be a feast
for the crows and worms but you shall not rest. You will suffer
an :tctm? of horror, Maximillian von Klaus. In forty years, we
shall find you. We shall kill you We will kil your ‘sons. your
people, your whole pitiful Empire”

The mayor returned to his senses. He staggered out across the
market place towards the statuc of Manann. the god of the sea.
Forty years ago, he was in his prime. Now, he was old and weary.
He had a pain in his chest and arthritis But perhaps, perhaps the
Vampire would forget him. Perhaps it had been killed itsclf.
Perhaps the rumours of the Undead horde ravaging the Empirc
were qust that, tumouss spread by small-minded peasants around
the firc at the local inn

A horn sounded at the gates of the city, several more answered
outside the walls. Von Klaus turned to sce a column of
Balberdicrs enter the town in the colours of Talabecland, At their

head rode 2 stern-faced man weying/ a monocle and dressed in , streets and clawing at

expensive cloth. Upon seeing lim! the man rode towards the

tayor and saluted. ;

"Reiksmarshall Wilhelm Hague of Talabeclnd. You are the Herr
von Klaus?” /

Maximillian nodded dumbly. /

“Jolly good. Mayor von Klaus, we haven't much tume I have with

me four hundred men and two hundred horses. More troops are

on the way from all over the Empire at t'}l;v Emperor's wish and
sader my command. We have already begur to dig some defenses
outside the city for the artillery units. Robise your city guard! The
foul fiends will soon be herel”

“Foul ficnds?” replicd von Klaus.
“Haven't you heard?”
“Heard what?”

“The Undead ase coming, mayor Apparently for you!?

@ ©

Vengeance of the Vampire

by Andy Foster and Matthew Fietcher :

’

Chc Battle of Schrolnetz Pliin saw I_tli;r’ﬁ:icat of t
Antoise von Carstein at the hands of 2 huge Empire force

Carstein was on the verge of ,dést;oying the Empire

Emperor Wilhelm HI uaited the Elector Counts against

Klsus and his bodyguard of Krights of the Blazing Sun/defeated -

the Vampirc in the midst of 2 huge cngagement, while tife Undead
legions were destroyed with cannon and volley gun f |ﬁ{ Antoine
von Carstein swore revenge/against von Klaus, his family and) the
Empirc stsclf. /

For forty years. von Carstein licked his wounds and plotted bi!s
revenge. He rebuilt his hordes corpsc by cotpse, nursing his anger
until he could fastc it upon his cold, pointed tongue.

His shambling legions furched out of Sylvania once finore in the
year 2505. Vop Carstein moved cautiously, first choosing small
villages to test his armics against, adding the slin as new troops.
fresh from the grave. The rotting /faces of distant cousins
slaughtesed whole towns and soon rumours spread to the court

of the Emperor Karl Franz of the return of the/ Vampire Lord.

Witch Huaters and spics were seat Some, very few. seturned with |

news of thousands of Empirc citizens bound beyond desth 1o

fight for the foul Lord of Mecromancers siding openly through

the countryside, and of strange horsemen searching the countryside
/ for onc man ~ Maximillian von Klaus.

"By now, whole citics were being destroyed and Emperor ¢ Karl

Franz mobilised troops from the states of Talabecland, Stiriand,
Averfand and Ostermark to make a stand at the home of the
former hero of the Empire, the fortified harbour town of
Stuttburg. The Emperor cven sent 2 detachment of his clite guard
from Altdorf aboard the Imperial Greatship, Pridc of Sigmar.

The Empire forces were commanded by Wilbelm Hague. an
idiosyncratic man but a fine commander, who managed to organisc
a considerable defence in the ‘scant few hours he had before the
Undead hordc;ffiesc:nded upon Stustburg

The midday sky tursed black as' thousands of bats and insccts
descended uwpon /Stuttbutg and 'storm clouds racked the sky.
bringiog the dackncss of/night to previously beautiful day. The
sex stself /churned and)/threst itself against the harbour walls,
disgorging its victims/ the corpses and souls of the satlors and
townsfolk who had drownéd within its stomach Long dead fathers
and sons sought out th#ir wives aod children, stumbling down
ats, siime dripping from fawless mouths.
umself breached the town af the Sigmar
jgpard slaying the brave defenders with their
chind him, Dire Wolves ran, husting down
gireets. Ghouls feasted on the dead and dying
iown squarc. Antoine von Carstein roared out the
/name of tic Mayor, commanding him to come forth and stand
/ before hisi AS he had at the Battle of Schrolnctz.
The storm ftsclf could not resist that voicc and lightning lashed
the statue jof Manann, the sefl god of the Empire, as the echoes
bounced around the town squirc. Von Klaus was thrust from the
town hall by the very spirits of the dcad, and having lived for
forty/ years in tersor, cowered before the Vampire Lord. tears
strcfa,ming down his face.
However, before von Carstein could carry out his decades-long
threat 1o drink the mayor's blood. a horn sounded
Wilhelm Hague, Reiksmarshall of Talabeclind, fed his Owtriders
across the square, their armour gleaming in the flashes from their
repeating pistols '
Battle was joined

Antoinc von Car
Gatc, his Wight
putrescent weap.
the citizens in
Standing 1n t

[ i
i

/
commanded by Maximillian von Klaus, in the year IC 246 “Von, '
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ST COIEX T “’-_“- “Damned map’s so old it's useless!”
ﬁ' A v‘,& ’W‘ !\ q b, Mi :\‘T q IS Cireen snorted, scrunching it up in one
e B We QU3 | Ve L LR hand and throwing it back into the

= e marsh pool. “Find us a route around
this swamp, Toothpick.”

PV ho water was whipped int0 @  yiai00n's patrol squad jumped to their
2 chaotic boiling by the thrashing ?eet and s‘:t‘ off qgicklyjmtoﬁe junge,

of the giant serpents death fonnin it as they disappeared from
throes as another boom sounded OUt ;o\ As Green sant back against the
cross the swamp. The soreedy of - conorted bole af a swampside tree,
‘raucous birds and yammering Of - gyom hyrsied over, the bufky set of the

arboreal’ mammals added to the :
cacophiony. As the feracious bubbiing platoon comm-link slung on his back.

subsided, an oily sheen of alien blood “Got a message from Company
spread across the marsh pools ¢€ommand, Lieulenant”  Skorp
surface. Lieutenant Green hanged the ~ feported, pulling the headset down
stili-smokiig  shotgun  back to @round his neck.

Sefgeant Barnes and hauled himself “What's up?” asked Green‘ Wlp‘ng

out of the waist-deep water, grasping  beads of sweat from his forehead with
onto a twisting tree root to aid himself.  inc hack of his hand.

"We befter get moving.” Green told his < shuttle has had an accident; they
platoon, scrafching at eight days’ ihink the ciash site is just a few miles
worth of stubble greying his face. "All  north of nere,” Skorp told him.

this  racket 'might atiract some s Ny
unwanted atténtio%.' “And?" Green replied with a shrug.

Pushing his way fhrough the 11y want us to get up there and
ugd-ag,-m E}: few wargds from Secure the wreck while they send a
the swamp, Green pulleda  ZImmer to rescue the survivors.”

tattered parchment map  “Okay, get in contact with Toothpick
from his belt and spread it = and tell him to find us & route north,”
over the large purplish leaf  Green told Skarp, pushing himself
of a bush. Squinting at the  ypright and signalling to Bames.

t;;:g ';%tgzs scg? w:ﬁg angnlag “There was something slse, sir,” Skorp
Green ran a finger atoné continued in a guiet voice. “As the
the faint red line of shuttle came down the pilot reported
a trail seeing an enemy force moving
’ e along the Boden road. heading
o~ our way.”

“Any more good news?” Green

asked, with a deep sigh.

“Nope, that's it?” Skorp replied with
a grin.

—— e e

The shuttle crash site was easy to
find; the craft's headlong descent
had smashed a swathe through
the trees fifty yards wide and
nearly two hundred yards long.
The shuttle itself was about thirty
feet long, its angular nose was
crumpled like paper against a
wedge of dug up dirt and
shattered tree trunks. The
landing ship's wings had
sheared off roughly itwenty
yards before the wreck had
slewed to a halt, and a fire
blazed fitfully amidst the
splintered trees where the
fuel from the starboard

wing had been

ignited by sparks.

At the Lieutenant's command, the,

¢ SIREN

Toothpick and his small patrol Squag
wers already in position on the far ig,
of the wreck, and as Green gargy
around. he could see no sign g
movement. either in the jungle or jy
the crashed shuttle. Deciding that the
site was clear of enemy, he reluctan,
led the platoon from the safely of the
freeline.

As the others took up positions iy
provide covering fire to even &8
direction. Green quickly ran to the sige
of the shuille, accompanied by iz &
command section. The fuselage wag
heavily blackened towards the frop)
and the whole thing was surroundeg
by a shimmering heat aura from iis §
ungainly eniry into Darwin g @
atmosphere. Green could hegy
creaking and cracking as the shuttle’s
metal skin cooled erratically in the B
humid jungle air. The Catachan spieq §
a ladder and entry hatch just forwarg
of the engines, and as he sids.
stepped towards the rungs away from
the glowing nose-cone, his eyss
constantly scanning the jungle wp
danger. the air grew cooler. The rungs &
of the ladder were wam to the touc)
but not painful, and Green quickly
scrambied up the ten feet to the hatch,
keeping himself as close to the hull as
possible. Pulling his favourite knife
from its sheath, his eighteen inch
‘dicer’, Green slowly banged three
times against the hatch with the
pommel, the metallic clangs causing
muffled echoes within the vessels
interior.

After half a minute, Green heard
footsteps ringing along the decking §
inside the shuttle and with a grinding
noise the lockwheel on the haich
began to turn. Green stepped down @
couple of rungs and readied himsalll
As the hatch swung open with a creak
of damaged hinges, Green pushed
himself upwards, grabbing the throal
of the man in the hatchway. The!
Lieutenant's dicer hovered just by ihe*
man’s carotid artery.

“Who are you?” hissed Green &
bending his legs slightly to take the
strain of standing on the ladder with nd
handhold

“Absolam Berin, pilot first classt” the
man replied in a taut voice, his eyes &
fixed on the blads by his throat. Green 2+ §
reieased his gnip and gently pushed & {
the pilot back into the shuitle, & |
sheathing his knife as he did so. *':
1

“Okay,” Green reassured the youn(
man, “ain't nothing to worry about now:
We'll take care of you. How many of
you survived the crash?’




patrol sqa w of the others survived,” replied
nthe farg  rubbing at the red marks left on
areen gazq ¥ Ma‘ by Green's fierce grip.
jr:x?\glsf;ggf ﬁ the others? Green asked, his
[ding that b owing into a scowl. *A whole

e reluctanuy 3 carrymg just three people?”

safety of jh.

pasitions i s happemng up there?" the
tO GVQ ' ‘nan

nir?ute%%e b ‘Uautenam Green of Third

usela ey ne 24th Catachan

& 1o * Groen called back. “Im

3 surrcun?ﬁ.:ljl keep you safe untif another

wra from can be sent’

n;a shuffied into view along the

Darwin : II's
ionway leading to the fatch.

could heg

the shutfle’ | was hugely cbese, wearing
ically i the S S antly friled purple veivet
tachan spieg B S and ridiculousty fight black hose,
just forward { he was dabbing at his flabby
15 he sides ks and neck with a lace
Js away from

i his oies nmﬁ“m'?“ Green inquied, stepping

ta the hatchway.

unt Leopald Aleusis Dei Rio,”
puffed haughtily. “Attaché to
3 |mperial Army for Gievernor Los

to the tauch\
reen quickly
to the hatch
to the hull as
vourite inife!
ghteen ingh
anged three
sh with {he
ings causing
the vessals

“Who's the other passenger?” Green
fasHad the Count, helping Berin out of
mahatch

am accompanied by Nostradimicus,
~ Arch-Diviner of the Schofastica
Psylmna. Del Rio replied. “He banged
~his head in the crash, he is in the
‘#imma_cripn on the deck below.”

send a couple of my men to get
bul," Green assured the attaché,
dped down el "ﬁ)ring for him to leave the shuttle.
died him After shouting down to Bames to send
%0 men to pick up the wounded Arch-
f, Green slid down the ladder.

P 8 the spook's out of there, let's

aat back Into the jungle where we're
]  farget,” Green told Sergeant
nd me a good spot to set up
* he 2dded, glancing up to
wber& Darwin's sun was dipping
yﬂﬂrds the horizon.

] As Barker's squad filed into the trees,

ireen hes
the dedu '5

1 the hateh «r_

sed  Greél)
to take te
dder with nos

it class” e 8 Gtéen pondered his dilemma. They
ice, his eyes & B o'stay pretty close to the crash
hroat. Greefl 50 that they would be able to get
antly pushe® S 16#ie rescua shuttle quickly. However,
the  shuttlé: lh! nemy wers bound to know where
did so. € shuttle had come down, and at the

ment he was probably standing in
entrs of a constricting circle of
Im forces It all came down fo
- if the shuttle arrived first, he

1 the yound
'y about noW.
low many of

and his men would be able to slip past
the enemy with perhaps only a
skirmish or two; if the enemy found
them before the shuttle, they'd really
nave to fight their way out.

As Green tried to work out the best
course of action, his attention was
drawn back to the shuttle. There was
a sudden hissing of steam about
haifway along its length, and an
emergency hatch was punched out of
the fuseiage. Green watched Woods
and Alleaf step out, half carrying a
robed figure between them. The Arch-
Diviner waved away their fussing
attention and stood up straight, nearly
a head taller than the sizeable
Catachans. His long strides carried
him quickly to where Green was stood
naxt {o the Count and pilot. Stopping
in front of the Lieutenant,
Nostradimicus bowed slightly and
then pufled his hood back onto his
shoulders. His head and face were
completely hairless. covered with
multi-coloured  tattoos. Arcane
symbols, numbers, hexagons and
pentacles were inked in red, blue and
purpie across every inch of skin down
to his neck. A small scab of blood
showed where he had cut his right
temple during the crash landing. The
psyker's eyes were purple as well,
and as his gaze met Green’s, the
Catachan Lieutenant had to steel
himself to meet its unearthly stare.

“Ah, Gabriel,” the Arch-Diviner said,
smiling warmly. “Thank you for your
assistance.”

“You know me?” Green asked, taken
aback by Nostradimicus’ familiarity.

‘1 know many things, Lieutenant,” the
psyker replied with a half-smile.

“Stay out my head!” snarled Green,
his hand straying to the ‘gutslicer’
knife hung on his right hip.

“t am truly sorry,” Nostradimicus
apologised, taking a step back and
raising both his hands in a placating
gesture. “You project yourself like a
beacon guiding a ship home, | could
not help but detect some of your
thoughts. You have a very strong
mind. For an Ungifted...”

“Well, warlock, in future just you
ignore them,” Green warned the
psyker with a growl.

— ek ———

They had made good progress
through - the jungle, despite the
constant whining and stumbling of Del
Rio. Toothpick had found a hill a
couple of miles from the crash site,

\i S()\T(r R

and as Green and his wards
approached, the Lieutenant could see
his men quickly making a bivouac to
camp down in.

“Barnes!” Green called fo the heavily
scarred Sergeant of First Squad. “l
want you and your men fo lay a
perimeter fifty paces from the camp.
Cover everywhere, | don’t want any
surprises in the night.”

Barnes signalfled an affirmative with a
thumbs up and then rounded up his
men and began handing out tripwires
and explosive charges. Green saw
them spreading out through the
woods. As he entered the camp, the
Lisutenant found Skorp.

“Any news on that zimmer?” he asked,
casting a practised eye over the bent
branches and leafy roofs of the
improvised camp. Everything seemed
to be in order.

“The Captain said the crash location
has been relayed to the Naval liaison,”
the comms-man informed him. “They'll
contact the Captain when they're
ready to launch.”

“Keep me posted on any
developments.” the Lieutenant told
Skorp. If he was going to have to drag
the witch and the aristo through
leagues of jungle to the base, he
wanted to know as soon ag possible.

Some of the men had their camp
burners out — small heate:s-cum-
cookers which used an energy ceil to
warm a special ceramic  plate,
producing no glow or smoke that coulil
be detected by an enemy or any loca!
predators. They were cheerfully
stripping and gutting the yellowbacks
they'd hunted earlier; three-foot long
lizards that were found all through the
jungles of Darwin if and the staple of
the planet's food chain — for humans
as well as other predators. Green
spied Toothpick grilling a yellowback
steak on the end of one of his knives
over the plate of a burner. Pushing
through the bright green leaves of a
crawling bush, the Lieutenant sat next
to the patrol Sergeant. With a slight
feeling of consternation, Green
realised that Del Rio and
Nostradimicus had followed him,
seating themselves on a moss-




encrusted log on the other
side of the bumer. He saw
the pilot, Berin, snacking on a rations
pack he'd brought with him, sitting
talking to Barker’s squad.

“How’s it going. Toothpick?” Green

asked, pulling some yellowlack meat
from a pouch at his belt and driving his
‘dicer’ through its centre.

‘Been a hard couple of days,” e
Sergeant replied. rubbing the sweat
off his bald paie with his foream.
“Been moving fast, and this is some
thick bush. Thickest I've seen outside
Death Valley back on Catachan.”

Green was about to agree when Del
Rio interrupted.

“Toothpick? What kind of name is
that?” the attaché asked, leaning
forward and sniffing at the steaming
yeliowback.

*Ain't my rteai name,” Toothpick
grunted, pretendiing to congentrate on
the meal he was cooking.

“Shall | tell them?” offered Green with
a short laugh. “it was on Oiho whsre
Sergeant Murke eamnt his fitle. We
were fighting this horde of greenskins,
really feral ones at that. Seems they
didn’t have any of their engineers, so
they were using spears and bows for
the most part, and liuge clubs made
from wood and sharpened bone. They
also had these short hunting spears,
with a head about as broad as your
palm. Now, Sergeant Murke here kept
calling them toothpicks, saying they
were about that effective in a fight.
Unfortunately, Sergeant Murke was on
patrol when he ran into a bunch of the
Orks, and one got the jump on him
with its ‘toothpick’. Show them,
Sergeant.”

Toothpick opened up his flak jacket to
reveal a jagged scar just under his left
pectoral, about five inches long.

“Damn near carved my heatt oul,” the
Sergeant said with a disconsolate
shake of his haad,

“And so now he's called Toothpick,”
laughed Green, holding the gristly
yellowback breast over the burner.

Nostradimicus laughed softly, while
Del Rio frowned in confusion.

“Nearly gefting killed isn't funny,” the
aristocrat protested, a picture of
dignified offence.

“Lot funnier than actually getting

killed,” murmured Toothpick before
takirig a bite out of fis steak.

“You've got to understand something.”
Green told the attaché. “You don't live
in the jungle. your settlements are
city-sized rockrete bunkers on stilts so
l¥s just the same as any other town.
Ve're from the deep bush. You can’t
stay too long in .one place on
Catachian: it'll take about five years
before ihe irees and plants just grow
right back and swallow up the
buildings. it's like the whole planet is
constantly frying to get rid of you.”

Green twisted his knife to cook a
different part of the yellowback before
continuing.

*Catachan is a lethal place 1o live,” he
explained. *People die there all the
fime, and you expect to drop dead or
get eaten by something every moment
yau're awake. Now, offworlders get
really woatied when they visit, always
looking wvar their shoulder, constantly
scared ihat they're living their last
moments. Us Catachans, we can't
spend our whole lives worrying about
dying. You leam at an early age that
everybody dies of something, and it's
how you lived before it happens that
counts. So we're relaxed about the
whole thing, and a close call with
death isn’t something to make you fret
and worry, is something lo celebrate,
because this time you managed to get
away with it. So we make a joke about
the whole thing.”

“How interesting...” murmured Del
Rio, his Tlazy-eyed expression
betraying the insincerity of his words.

Fat from the yellowback was hissing
and spitting, and Green held it fo his
nose for a second to smell it Satisfied
that it was done, he was about fo take
a bite when he noticed Del Rio's eyes
staring at the flesh on the Lieutenant's
knife.

“Didn’t you bring any supplies from the
shuttle?” Green asked, lowering the
dicer.

“We thought. you would have
supplies,” the attaché replied with a
confused wrinkle of his sweat-beaded
brow.

“You're quite welcome to some
yellowback,” answered = Green,
proffeting the lizard meat towards the
Darwin noble with obvious relish at his
predicament. “Can't promise that it'l
taste as nice as an Imperial
Commander’s banquet.”

‘1 have a few sweetmeats that should
suffice until our rescuers arrive,” Del
Rio said haughtity, his eyes still
greedily straying iowards
the yellowback on the
end of Green's knife.
Y “Nostradimicus?” offered
Green, waving the lizard
towards the Scholastica
Psykana adept.

“Thank you, but no,” the psyke

refused gently, holding-up a IoaQ Thel
fingered hand. Green noticed g 1 whe
Nostradimicus’ ~ fingernails ~ wer 88 aay

exceedingly long, beginning to cur |,
on themselves. Each was also paints ¥
in blue, purple and red ink in -
miniature replication of the desigy®
across his scalp. The Lieutenap
leaned towards Toothpick.

“| gamble you a midnight watch that &
least one of those pretty nails will pe
broken before that zimmer arrives,” he
whispered to the Sergeant with 3

han|
slight smile. nud|
“They've survived a crash,” Toothpigy L B8
pointed out with raised eyebrows, °g,f LU
It take you.up on that one.” \ !’*ﬂsu
Barnes pushed his way through thef :’;:,
green and yellow fofiage and squattedd |
next to the Lieutenant. _ ;E;
“We've set spring and shredder minas® = i
all around the base of the hil," thel ey

Sergeant reported. “Knotts and Palmi nal
are in the treetops to the west ang

east, ready to signal if they sap. Cr°
anything. Anybody who tries to come ree
in here is going to trip something off ga}‘m

and they're all linked together so when
they go up itll be like the Ascensianf snip
celebrations® sho!

saw
“Goed.” Green thanked the Sergeani ™ shal
‘I dont know how long before welf g It
need to start moving to the pick upl Grel
location, so you and your men geli Sen
some rest while you can. Toothpickes ™ squi
squad will be on first watch.” thou
han
The night fell quickly, and through theSs 3 o
few gaps in the jungle canopy Green " Ligy
cotld see the stars scatiered acosil™ his |
the cloudiess sky. Here, iurihel ey
towards the westem galactic' splERE nsy|
arm than Catachan, the stars well™ jag
more numerous and densely packed & TI'
Many of them were much youngéi™ E?
than Catachan’s sun, and to {he slﬁ?l

Lieutenant’s eye, used to living i the
outdoors on his home planet, the stais

that glimmered in Darwin’s heavers :rau
had an unnatural white tinge to then surzi
Darwin had no moon either, and thal 5
disturbed Green as well. He was used Elm
1o seeing at least one of Catachans iin
triple moons in the night sky, and twicé smal
a year all three would be in the skies: 'by |
making it almost as bright as daytime: 'he‘{
As he looked up at the sky. GreenS§  asa
ears ware scanning the noises of fE 8 it w
jungle around him. He heard the Biat
occasional cry of a screech-bat, the thei

roar of some distant predator and e fely
constant chiftering of the scalf figh
monkeys. Taking a swig of water frofl &

his eanteen, the Lieutenant’s eyes M8 o 8
Skorp's, who was crouched dowil B i
hands holding his earphones tight &= o
the sides of his head.

*Lieutenantl”  Skorp  whispere?
urgently, waving him over with tie

Elsa




you, but no,” the

maining digits of his left hand.
gently, holding . upi

nad been lost to fleshrot
| hand. Green nufj ne had been & child back on
limicus’  fingernailsi._ *That was the Capiain. The
ngly long, beginning & coming now. We have fo
selves. Each was als®™, the Boden road for the
. purple and red & Spout one and a half leagues
e replication of the@ect of here. | have the shutile
his scalp. The LiE oher, so we can contact him if
owards Toothpick. §24 (o, Vile've got about ar it

idnicht wat e he's due to 1and, and he'li wait
e you a midnight watg na?she an..”

@ of those pretly najiig
»efore that zimmer ang chyshied Skorp with & raised
ed to the Sergeani| pjs gars pricking as something
file. ad &t his subconscious. Skorp’s
s survived a crash” 1 narrowed as he joined his
out with raised eyetygnant I ?;a{ghmg mrf":ﬁ;‘m?he

» B trinks e sign o ing
you.up on that one. i was Skorp who realised

§ha problem was first.

sealp monkeys have stopped
acket” he hissed quietly,
90 10 his left to retrieve his

» from where it leant against a
1 reported. “Knotis 2

d tree stump.

:\aed;regog?g;(;ﬂ? i [ooked around, peering into the
f ¥ leaves to make out the
" Wilaged shapss of Knotis to his
3 : “Ind Paim to his right. The two
4’ ai\g“lu;l;eg;gg;t: &% both gave him a thumbs up to
iogsf" Tthey were still awake, and he
Knolts ease his long rifle to his

Green thanked the Slar using ts heat-scrying scope
know how long beli for any enemies. Skorp and
start moving 10 thef set about waking the Platoon

, 80 you and your iiants, who in turn roused their
st while you can. Tols. Not a word was spoken,
fill be on first wateh.” | Joothpick had fo place his
over Dal Rio’'s mouth as he
him awake. Nostradimicus shot
' ; iBStionlg look at Green, and the
s in the jungle candfSnant signalled back by holding
se the stars scatte®and behind his ear in an
udiess  sky. Heleirated gesture of fistening. The

! ire
others

he Lieutenant.

set spring and shredd
nd the base of the

gy ——

1t fell quickly, and thi

the westem galadiy paused for a moment and then
i Catachan, the 3

b in tinderstanding.

‘lfm;rgx‘s ;gre ?nn“?ghy-r_een. the whole jungle's
atachan’s sun. an gdphare had changed. The air felt
ants eye, used (L0 dry, tension seeping through
s on his home planet, 22 of the trees like a mist. He
nmered In Darwin's (0 i men as they went about
unnatural white tingef © ,Camp. moving softly and
had no moon either, g4 Neir eyes wide as they
d Green as well. He 8 into the bushes, their muscles
g at least one of Cal" ready for action. Every nerve
yons in the night sky, a ! was strained to detect the
il three would be in 1ty Si9nal that danger was close
it almost as bright as £ - cathing became shallow and
$1is heaut thumping in his chest

doked up at t:e sk\; Enaling fiooded through him.
;?oi%aé‘“;}?gf ﬁlgo!h'e only & few minutes before the
1al cry of a screechll. SSgeants had all signalied
some distant predatol Iﬂd_.s ready to move out, but it
t chitering of iy 08t to Green In jungle
s. Taking a swig of W 10 remain in one place for too
2en. the Lieutenant's &5 vite an attack, and the
who was crouchey . 'Jerous time was when
olding his earph oned b or breaking a camp ~ during
Elol B Tah d. your men were out of
N and their attention fixed
iantl”  Skorp  wilere. Green knew the truth of
, waving him over

this, for he himself had led more than
a dozen such raids on enemy
positions in the eight years he’d been
in the Imperial Guard. Every time, the
enemy had been almost annihilated
by the shock of the attack and their
own unreadiness.

He passed word round that they were
making for the Boden road, with
Toothpick's squad scouting ahead as
normal. Barnes had moved some of
the booby traps so that the platoon
could pass through, and was busy
sefting them up to cover other trails
leading towards the road. If the enemy
came in behind the Catachans, they'd
run into the mines and bombs at some
point. Satisfied that all was ready, he

signalled the advance, and one by
one the squads began to filter through
the gap in the booby traps and
disappear into the jungle. Leaving
Bames' squad as a rearguard, Green
led his command section from the
camp, casting an eye over the ground
t6 make sure no trace of their
presence was left. Skorp shadowed
Del Rio, while Slanter, his flamer man,
tagged along with Nostradimicus. The
Lieutenant assumed that Berin had
been taken under the collective wing
of Barker's squad. With a final glance
back towards Bames. Green slipped
into the thick foliage.

—— g et

They had been working their way
through the woods for only a few
minutes when the first explosion fore
through the jungle, about a hundred
yards behind them. Green stopped
and looked back, {rying to discer any
movement nearby. His eye caught a
glimpse of something moving fo his
right. and he levelled his bolter in
readiness, his breath held, his chest
tightening with apprehension. For
several heartbeats Green stood

his brow. He gulped down a lungful of

Rl (] o T
e, ' sl -

poised, untif he saw the familiar
scarred face of Barnes looking back at
him. Relaxing with a sigh, Green
shouldered his bolter and crept
towards the Sergeant. More

detonations sounded from the now-
deserted campsite, and Green could
picture the booby traps being set off.
The spring mines, concealed in the
lowest - undergrowth, would leap

several feet into the air before
showering shrapnel over the:
surrounding area, stripping bark from
frees and snapping branches. The
shredder mines would gout flame fora'
second, sending pieces of razor-sharp
metal scything along the frails, cutting
through any enemy stupid or uniucky
enough to be standing in its direction
of fire. Despite the commotion, the
jungle was still strangely silent; there
were no bird calls or monkeys
chattering to break the night's calm.
The quiet darkness was unnerving to
Green, who was used fo the constant
background noise of the wind through
the leaves and the insistent droning of
insects, squawks of birds and growling
of predators.

“Gor out of there just before they
arrived.” Barnes told Green, nodding
back towards the camp. He was
breathing heavily, sweat beading on

air before continuing. “Didnt get a
good look at them, but | think they
were more of the Mindless” -

*They won't be slowed by the traps
then,” commented Green with a sour

¢




grimace. “But they won't be
fracking either, so pass the
word fo move at full speed for the
road.”

Bames nodded and then ducked into
the bushes, his soft footfails out of
earshot within seconds. Green hurried
back to his section, urging them on
faster with a wave of his hands. With
luck the zimmer would be waiting for
them at the road and they’d be able to
get on board and leave before the
enemy caught up with them. He
shuddered as he thought about the
foes they were facing. He'd never
seen one of the aliens up close, but
he'd fought with their minions encugh
fimes to convince himself he'd never
aliow himself to be captured. He
wasi't cure what the Sirens did to
those they took alive, but all of the
enemies that Green had faced had
been former Guardsmen; mostly
Catachans like himself, some others
from the Jurian Regiment fighting in
the mountains to the wesi. They were
like dead things that still walked, their
eyes completely devoid of ihe spark of
life, their molions trembling and enatic
as they stumbled hali-biind along the
trails. They were fotally fearless, in
fact they evinced no emotions or
thought at all, simply coming on
regardless of their casualties,
accompanied only by brainless
murmuring and drooling. They were
like the Undead of children’s stories.
Green  shuddered with the
recollection, even as he anxiously
glanced back over his shoulder at the
sound of another explosion.

It was a fraught hour for Green,
jogging through the trunks of the
massive Darwin trees. Skorp was half-
dragging the overweight Del Rio, his
strong Catachan physique easily
coping with the fleshy burden on top of
carrying the bulky comm-link.
Nostradimicus was entirely different,
his long legs carrying him almost
effortlessly alongside the burly
Catachans. Green was huffing and
puffing heavily by the time they caught
up with Toothpick, hidden in a dense
thicket two dozen yards from the dirt
track that passed for the road to the
capital, Boden.

“No sign of the zimmer?” Green
asked, already ¥nowing the answer.

“Nothing at afl,” the patrol sergeant
answaered, chewing at his bottom lip.
his eyes looking past the Lieutenant

into the jungle. They both shot a
glance towards  Skorp, who
immediately began whispering into the
pickup of the comm-link. After a
moment he shuffled over to them.

“Zimmer left on time,” he told them
with a shrug of his broad shoulders
“Should've been here a few minutes
ago. The Capfain's asking the Navy
what's going on.”

Green considered his options. He
could wait here until the zimmer
anived — if it arrived. Alternatively. he
could forget about the transport and
carry on back towards home base,
another week's travel to the east. He
drummed his fingers on his knee as
e crouched under the blue-green
fern-like leaves of a Priest's Fingers
bush. Looking around for some divine
guidance. his ayes fell on the form of
Del Rio as he lay slumped against a
tree. His face was as red as a
Catachan Lotus and sweat poured in
rivulets from his many chins onto his
lace cravai. There was no way he was
going to survive another day in the
bush, never mind a week. Green
gestured for the Platoon Sergeants to
gather around him.

“Okay,” he told Barnes, Toothpick,
Barker, Forest and Grave. “We hole
up here for another hour. if the zimmer
doesn't arrive in that time, we start
making for home "

“The enemy'll be here in less than an
hour,” Barnes warned, his face grim.

“Then let's just hope that the damned
zimmer gets here first” Green
snapped, thumping his fist down his
thigh in agitation.

“Sir, just had a communication from
Company,” Skorp pitched in, worriedly
gnawing at a broken thumbnail. “The
zimmer's on its way, but there's a
storm front heading this way too.
Seems the pilot's having some
difficulty with a headwind, so itll be
another half an hour. If the storm really
hits before then, he may not be able to
land at all...”

“Keep your men sharp,” Green tol
the Sergeants. “First sign of troubly
and we're moving on. No heroics, g
that clear? We don't know how many
of them are out there, so be careful!
The Sergeants nodded in agreemen|
and then scrambled back to their men.

“You two,” Green pointed at Del Ry
and Nostradimicus. “Stay close to me.
do exactly what | say and nothing
else.”

As the Catachans lay hidden in thy
thick tangle of leaves and vines, tha ©
wind began to pick up. Green tasted &
the first tangs of rain on the air and the
temperature began to drop slightly
The leaves were rustling with
increased ferocify. and Green caugh) i, v

.

glimpses of dark clouds obscuring the
stars through the gaps in the swaying
jungle canopy. The storm approached &
even closer, its quickening winds
tearing through the treetops. Drops of &
rain began to spatter onto the roag ©
and quickly the scaftered droplels
tuned into a downpour. Within the &
trees themselves, the Catachans were.
well sheltered, and only as the water
began to build up on the leaves high,
above their heads did it start to splash
down erratically into the undergrowth.
The winds strengthened even mord,
sefting the treetops to howling,
fluttering madly in the gale. Green
heard the first crack of thunder, stilla
few miles distant. The frees were {00
thick to see any lighining.

it was amidst this furmoil that Green i
first became aware of anothel
presence. Peering through the
darkness, he could see nothing at all
but all the same the hairs stood un o
the back of his neck, an instinctive
reaction o the feeling of beaing
watched by an unseen obsetver. In
subconscious, he felt"another mindie
close by, seeking for something

searching for its prey. He knew thigh
feeling well, for it was a sure sign thél
at least one of the Sirens, andf
possibly more, were close by. They
used their mind powers to detect thel
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gs, forcing them to reveal
. mselves. Green grited his teeth
. clenched his jaw tight as he felt

Green (i
| of t;o;ﬁ

2 alian mind slide into his head.
agreeman “il: nli:‘é a hundred tiny worms
ytheir gl!erg rawling through his  thoughts,

- inering through his soul. In an
at Del Ry the sensation passed and he
lose to me SR A rmith and relaxation spreading
nd nothigg @8RS oh his body. This was the: mos}

B gangerous part, and even as one part
Iden in et his brain analysed what was
{ vines thg: sanpening, another was witnessing
reen tastg: b fempting visions. Slowly, inexorably,
‘airand i, fhat part of his mind that could tell that
op slighiy | fhe visions weren't real began to
tling  wil ' Lubside until his thoughts left the
een caugi s s of Darwin altogether.
scuring the B, was a child again, no more than
he swaying a4y seasons old, and he was play-
pproachied gwith both of his older sisters,
lng  wirilg g Under a clawbush. In his mind's
5. Dropsof ihe Lieutenant could see the
0 the road B liiaae where he had grown up oni

' droplalis jan. Log huis stood on stilts
Within 8 Sayeral feet above the jungle floor,
chans weel = hair leafy roofs thatched into the

S the w8 8 oyer  branches of the trees

leaves hight ihemselves. Tightly-meshed insect
it to splagi & s hung over the windows and
ndergrowly sors of the thirteen huts, and acrid
8sven more 8 gmoke putfed intermittently from vent
> howling® = “halas in the walls to further repel any
jale. Gread & jarteprate menaces. He could see
inder, stlléf " jhe grox paddock, butted next to
38 wera 9l = [Jnole Lanner’s house. The constant

~ dull grumblings of the beasts mingled

that Gregnp With the other sounds of the village -

»f anothel  Pois clanging, the rasp of saws on
rough el wood, the screech of shriekhawks in
hing at q e trees, the crackling of fires, the
stood Up,6 hter of children and the
- Wl Oceasional shouts of the menfolk at

o b FL mprk.

i . He could see where the jungle was
iother MItSE Siowly reclaiming its lost ground.

somethingis | fecpers criss-crossed the clearing
3 knew UMESEIG0r in a maze of fibrous tendrils.
we sign IR Mass  and  woodrot  crawled

irens, #ESentlessly along the logs of the
ie by. The SR Eabins, nivng some a deep yellow
detect &R W8, olhers siowly turning red or
+ § Bumis. His attention was drawn o the
 Sllkpump, and he saw Kaitlin filing a

" et With purified water. She wore a

k|
S;’ S8 Sipie, short, sieeveless dress and he
G f0uld sce the smooth curve of her
45 and arms, her hair cropped fo her
Wiltitiers i a practical fashion. She
| WS singing fo herself, though he
Ut make out the words.

Everyore thought she was 100 old for
' Wﬂl he knaw that she liked him as
iy |

) as he fiked her. *

| ‘kn'm_ofher was calling out to him,
=40 him that mid-meal was being
Seed, He could smell roasting grox,
@ his mother was calling even

81 He fought against the urge to
Samber out from under the bush that
—"P Was hiding in. He was trying to

1
"0 his sisters; if they caught him

within one glass-turn he'd have to do
their chores for them for the rest of the
afternoon. The meal smelt delicious;
nut-roasted meat mixing with the
heavy fragrance of the many spices
and herbs the Catachans used in their
cooking. He could also catch the odd
tarwy of spine-apple fruits too, mashed
with hanev and tresl milk into a
dessert that would satisty the
sweetest tooth. .

“Gabe? his mother called again, her
voice more insistent. “Gabriel Green,
come here at once!” With a sigh, he
began to stand up, but as he did so,
he caught his left forearm on a thom,
tearing the skin. Stifing a cry of pain,
he sat down again and looked at the
blood seeping from the laceration. He
glanced at the thom bush, luckily it
was one of the few that didn't have
poiser: an its barbs — it was one of his
duties to regularly bum all the more
dangerous plants in the village's
vicinity. As the red fluid dribbled down
his am, he caught sight of something
stirring under the leaves on his right.
He saw the head ana claws of a
mawtail scofpion begin o edge its
way towards him, obviously drawn by
the sudden scent of blood. He wanted
to leap up and run away, but
movement was the worst thing he
could do ~ it would attract the
creature’s aftention even more, He
sat, half-terrified and holding his
breath, whils the scorpion crawled
across his thighs.' it was double the
length of a man's thumb, much of it
taken up by its bulky claws. its tail was
arched over its back. but instead of a
sting, this was tipped with some kind
of mouth — this was how it fed. As the
scorpion dropped to the ground on the
left side of Gabe, he carefully moved
his right arm so that he could pick up
one of the many sticks lying around
him. With a sudden flick of his wrist,
he used the stick to flick the scorpion
onto its back, and before it could right
itself, he drove the stick through its
midsection, crushing the haemovore.

Breathing a sigh of relief, Gabe began
to stand up once more, and again he
snagged his arm on the thorns,
tearing through his skin just above the
earlier injury. As he blinked back tears
of pain, he looked at the second cut.

Lieutenant Green blinked heavily and
then stared at the two cuts on his arm,
bright red against his tanned skin. He
was holding his gutslicer knife, it's
razor sharp tip dripping with his own
blood. He looked at the four pale scars
on his arm, evidence of his previous
encounters with the Sirens’ powers. It
took a moment to steady himself. He
was on Darwin, not Catachan; he was
over a hundred seasons old now, not
a child; Kaitlin had died of swamp-pox
three seasons after their wedding.
Looking around, he noticed the others

performing their own rituals to protect
themselves against the mesmeric
abilities of their alien foes. Skorp was
pinching the bridge of his nose. his
raggedly-chewed fingernails drawing
blood, while Slanter kept running his
hand through the biue-hot igniting
torch of his flamer; slow encugh to
register pain but quick enough not to
burn himself. Even Del Rio had his
eyes screwed shut and was constantly
mumbling something that sounded
like a prayer'to the Emperor.

It was then that Green's eyes fell upon
Nostradimicus — the psyker. Of all the
people present, Green would have
thought that the Scholastica Psykana
adept’s mental barriers would have
been strongest ¢ all. but looking at
the gangling giant he wasn't so sure.
Nostradimicus’ face was lifted in an
expression of total rapture, his lips
glightly parted and his eyes staring
wide at something only he could ses.
He began whispering something, but
Green couldn't caich what the witch
was saying. As e edged closer, the
psyker’s words became clearer.

“So warm.” he was mummuring, eyes
glazed. “So light, 80 beautiful. So
warm, so light, so beautiful. So
warm...” the mantra continued, and
Green wondered exactly what it was
that the warlock was witnessing.

"} must go to the light,” Nostradimicus
stated, rising fo his feet,

“Get down you idiot!” hissed Green,

making a lunge for Nostradimicus. His.

fingers gripped onto the psyler's
tobes as he took a step forward.
Nostradimicus turned his head slowly
and looked down at Green. his eyes
unfocussed as if he had been given a
tranquillising elixir. © With. languid
slowness the psyker reached down
his clawed hand and placed it on
Green’s head. Lances of pain flared
through the Lieutenant’s brain, shards
of psychic energy tearing at his mind

Green hit his tongue hard in an effort
to stop himself from howling in agony
and his fingers spasmed with shock,
lenséning their grip on the psyker's
purfie robes. Shaking his head to
clear the numbness left by
Nostradimicus’ psychic aftack. Green
watched in horror as the witch pushed
through the bushes and disappeared
from view. ‘

“Emperor damn itl" cursed Green,
punching the leaf-strewn ground in
frusiration. “Okay everyonet Listen up!
The enemy are going to be on to our
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descriptioy
ght. It wagn) 8
a minute o
he Lieutena:

st flashes glled the life fromi them. Grave
from Graye -alf was trying to wrench hig knife
tarted with & from the ribcage of another
ed pulses o e when a shrivelled hand
irst — sniping shed inta his chest, lifting the
ng range. AR L neant off his feet with unnatural

1, the squady

was a stea

light zippin§8 (Catachans stood little’
istant treeg S acamst their unfeeling foes,
dn't see wha '.“' Green could see that there were
finng at ye 8 SRS enty of the things stumbling
Xperience el e far side of the Stream now:
taking dow® 8o e were morevof them coming from
§s crealures B e (oft as well, and Green realised

wasn't eas I re I a tightening circle of the
ained onf B wingless They must have been
t spark g8 spread ‘out 10 find us, Green thought,
and sesmpdis and naw they re closing it for the ill.

in, ¥ Hi _ . i
;.p‘:-ere]:;t 1;:  With & roar of anger, Green pulled the

ons, and ller’s firng setting to full auto and
?jhﬁs to bio':: d down the trigger o smpty the
magazine, the harsh muzzle flare

zombie-|[ked S HIEEEL : : |

% lighting Lp the slack faces of his

"(‘,’,';J\,?,‘,’g :IIEIT : xmres as round after round roared
ttered arme | Ino thew close-packed crowd. Larger

* explosions tore into the zombies as
" |he \heavy boiter in Barker's squad
‘& leant s fire to Green's, smashing

owards thei

1 right, Gresil Jimbs and blasting empty heads apart.
it was with 38 More and move of the creatures came
©d a group 88 Sehambling into view now, their ragged
gn. glothing catching on thomny bushes,
fis right, TR Ihgie feat tripping and stumbling on
mpossible & winés and in potholes. As they stepped

A the trees, the Imperial
I Guardsmen picked them off with
el g volleys of fire. Two dozen
1 irom behil8eS eomses wers being swept down the

B0ge

might be, B 0ad by the storm’s rain and ferocious
tem certalll BN Wind, but that number again were
een  thoughss ing ther relentless advance,

o0lya few yards from Green'’s side of

sen called ol e ad. To Green's left, Del Rio stood
s bolter fohdl W & practised sfance, an ornate
through thé &g pistol in his right hand. Every
ntly  wavitlh 8Bt landed clean, the heavy bullets
d the trigged Smashing lumps of leathery skin and
r kick agand® « clackted flesh from withered bones.
lanied by £ 4 95_" Rio paused to load another

" noise. Witk Sder of shelis into the gun and

is propeliie 08ked back at Green.

he gloom, W Easier when thayie not- shooting
road. Gre#SRback! the attaché called. raising his
ction as TS again and wining his attention
of one of 1fF ﬁﬁ.ﬂlo the approaching mob. Green
ing, punchifiiE= B8Rt have time to ponder the change

s back into 8 ihe nobleman as he emptied

g near-ge#E8A0Mer ufip of bolts into the enemy,
1. The cracl = 8Uling another handful of them down.,
d along M Ihe Gatachans were just holding them
criss-crosse B8ek from ihe treefine, but In another

n targeted 8 fel Seconds, they'd all be suffering
imen. \

king back at Grave, the Catachan
’ % autgnant saw that the squad was
Soden Riyef8 B ing hand-to-hand with the enemy
@ mogBE R hacking at groping limbs. with
Coir blg knives. He saw two of
e's men bome down under the

niless blows of the Mindless, their
mn@';{[allmg wildly as the creatures

: _ Ig;h and flinging his corpse into
intensity ani88 e flood gushing down the road. It
L Las over In a few moments, even the

the same fate as Grave's squad, torn

apart in brutal hand-to-hand fighting.

Thunder rolied loudly, accompanied by
a blinding strike of lightning. The
thunder seemed to continue, growing
leuder and fouder, while the glare of

the lightning . did not dissipate.

Confused, Green looked up into the
sky While he slammed another
magazine into s bolter, He gave a
shout of joy; three massive plasma

jets were dropping down through the
rain, turning the water roaring along
theroad inlo banks of foggy steam.
The triple colurms of fire incinerated
the living dead undemeath the shuttle,

turning them to ashes and blasting the

remains into dust in the blinking of an

\eye. With a leuc whump the zimmer
~landed, its loading bav doors already
‘opened even as its ianding skids

thudded into the charred dirt of the
road. The platoors was already
heading for the safety of the shuitle
even bafore Green gave the order, He
and Toothpick's patrol squad gave
them covering fire agaisst the
shadows looming through the rain
from along the road. Green counted
only eighteen men left out of fifty, the
pilot Berin among the dead, but Del
Rio gave him an oddly satisfied fook
as the nobleman stumbled past him in
the storm.

“Okay. get..on boardi” Green
commanded Toothpick, waving him
inside with ki bolter. Togthpick looked
as if he was about to aroue and then
thought better of it. He stestad pushing
his men onto the beending ramp,
snapping off shots with his lasgun as
more of the Mindless closed in on their
position.

“We're leaving now!” Toothpick yelled
over the increasing whine of the
shuttle’s engines as they prepared for
take-off. The Sergeant clapped a hand
to Green's shoulder and started to pull
him on board. Green took a few paces
back so that he was standing off the
ramp and he felt the shuttle lurch as
the whining engines increased to a
deafening roar again. The ground
began to drop away slowly and the
ramp started to tilt up towards him.
Exhausted. Green dropped his bolter
to the deck and leant against a
bulkhead

Suddenly Green's ears picked up a
scrabbling noise, and he locked down
otit of the back of the loading bay. He
gave a short gasp of sutprise as his
syes met those of Nostradimicus. The
psyker was clinging to one of the
hydraulic rams that controlled the
closing ramp's movement. His robes
were soaking wet, and the rain
bounced and spattered off his tattooed
head. The witch was climbing hand
over hand up the piston as it extended
to shut the leading bay, eyes fixed
intently on Green. The psyker was

only a yard below the edge of
the ramp when Green noticed
something moving the robe around
Nostradipiicus’ neck and as the
Scholastica Psykana adept reached
for another hand hold, the robe fell
back slightly. There, in the glare of the
shuttle’s lights, the Lieutenant saw a
sight that seemed fo have sprung from
some madman’s nightmare. Wrapped
around the psyker's throat was some
kind of alien creature, its numerous
tentacles were burrowed into his flesh
and he could see them writhing under
the skin. With a sudden hissing intake
of air, Nostradimicus leapt, his fingers
curling around the top of the ramp. Still
horrified, Green took a step back from
the edge, his mind paralysed wiilh
shock and fear. The psyker was slowly
pulling himself up, the ramp’s angle
becoming more vertical ag it continued
to close. There was only a small gap
left between the ramp's edge and the
shuttle roof when Nostradimicus’ face
appeared again, a twisted snarl on his
thin lips. Bt it was not the psyker's
eyes that met Green's; his gaze was
drawn io the cluster of orbs that
regarded him from the back of the
witch’'s neck. There'was alien menace
in that glare, and a terrible intelligerice
foo.

With a crunch, the ramp slammed
shut, cutting through the psyker’s
arms, his hands and wrisis dropping to
the deck in front of Green. He heard a
weak beating on the ramp for a
second more, before-all that could be
heard was the thrumming of the
plasma ramjets pushing them up Info
orbit. He gagged for a momeni, fear
and sickness mixing in his stomach in
a nauseating cocktail. Taking a deep
breath he sat back against the
bulkhead and lowered his head
between his legs.

“That's a midnight watch you owe'me,”
he heard someone say Wearily
turning his head, Green saw Toothpick

squatting next 1o him, his right hand

pointing at the dead psyker’s hands on

the mesh decking.

“Midnight w...?” Green started. and
then he looked down at the hands,
seeing again the curled nails with their
intricately-painted designs. There
wera still ten of them. He tumed back
and saw Toothpick’s lopsided smile.

and then he also realised, as if he
hadn't been quite sure of it for a while,
that he was still alive. He had survived
again. He beganio laugh, and it was
quite a while before he stopped.
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AUSTRALIAN CAPITAL
TERRITORY

Canberra Logical Choice Games
Tuggeranong  Toy Kingdom
Tuggeranong  Toyworld

Woden The Games Cupboard

NEW SOUTH WALES

Albury Games ‘N’ Hobbies
Armidale New England Hobbies
Asquith Asquith Model Railways
Batemans Bay Toyworld

Bathurst- Toyworld

Bowral Toyworld

Braidwood Braidwood Newsagency
Broken Hill Models’'n’More
Brookvale Games Paradise
Byron Bay Sunrise Hobbies
Camden Toyworld

Castle Hill Hobbies in the Hills
Cessnock Toyworld

Charlestown The Games Shop
Coffs Harbour Toyworld

Dee Why Spectre Bark Games
Double Bay Toy Villa Toy Kingdom
Dubbo Angus & Robertson
Eastwood Mega Games Trader
Erina Casey's Toyworld
Faulconbridge Signal Box

Gosford Wizards of the Central Coast

Glen Innes Carelles Young World
Goulburn Toyworld

Inverell New England Hobbies
Kotara The Games Shop

Kurri Kurri Hunter Valley Model Railway

Lake Haven Toyworld
Lane Cove Beyond Toys Toy Kingdom
Leeton Leeton Toy & Hobby
Leumeah Megohm Too!
Lismore North Coast Hobbies
Lithgow Lithgow Outdoor
Hobby Centre
Liverpool Phantom Zone
Maitland Toyworld
Macquarie Shopping Centre
Toyland
Mayfield Card Trek
Merrylands Angus & Robertson
Mullaley North West Hobby Supplies
Mullimbimby ~ Warpt
Mudgee Mudgee Bookcase
Newcastle Mainly Military Hobbies
Newtown Modern Times Bookshop
Nowra Uncle Pete’s Toys
Orange Parkers Toy Kingdom
Parkes Parkes Bookcase
Parramatta Total Gamer
Penrith Tin Soldier
Port Macquarie Port World of Models
Raymond Terrace
Toyworld
Richmond Toy Barn
Sydney Games Paradise
Sydney Tin Soldier
Angus and Robertson
New England Hobbies
Mal’s Toy Shop
Tweed Heads Toyworld
Wagga Logical Choice Games
Warriewood Toyland

Woy Woy Book Exchange

(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) 9939 4100
(02) 6685 8922
(02) 4655 8383
(02) 9899 5207
(02) 4990 4772
(02) 4947 8848
(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) 9635 8477
(02) 4731 4623
(02) 6584 1223

(02) 4987 6156
(02) 4578 1264
(02) 9267 2069
(02) 9231 5668
(02) 6766 4454
(02) 6766 3785
(02) 6551 3613
(07) 5524 5090
(02) 6921 5505
(02) 9970 7199
(02) 4344 6206




NORTHERN
TERRITORY

Alice Springs
Casuarina
Casuarina
Katherine

Toyworid

Comics NT
Enchanted Worlds
Katherine Books

QUEENSLAND

Aitkenvale
Amberly
Aroona
Aspley
Brisbane
Brisbane
Broadbeach
Browns Plains
Cairns
Cairns
Capella
Carindale
Cleveland
Gladstone
Gympie
Hervey Bay
Innisfail
Kawana Waters
Lawnton
Mackay
Maleny
Maryborough
Mt Gravatt
Mt Isa

Moranbah
Nambour

Games Exchange
Collector Warrior

Top Video
Hobbyrama

Comics Etc.

Mr Toys Queen St Superstore
Gameatron

Press Start

Cairns Hobby Centre
Toyworld

Here Be Dragons
Toyworld

Redland Hobbies
Toyworld

Toyworld

Toy Kingdom

Mellicks Centre
Angus and Robertson
Mr Toys Lawnton Superstore
Games Room

Zippity Doo-daa
Toyworld

Hobby One

Dunstan & French
Book Country
Computer Centre

Toy Kingdom

North Rockhampton

Nundah
Oxley

Pialba
Redcliffe
Robina
Rockhampton
Salisbury
Southport
Springwood

Toowoomba
Townsville
Warwick
Wynnum

Toyworld

The Hit Point

The Emperor’s Legions
Hervey Bay Toyworld
Toyworld

Toyworld

Capricorn Model House
Wargames Warehouse
Toyworld

Mr Toys

Springwood Superstore
Mack Campbells
Toyworld

Toyworld

Wynnum Hobbies

TASMANIA

Burnie
Devonport
Hobart
Launceston

SOUTH

Toyworld
Toyworld
Area 52

Birchalls

AUSTRALIA

Adelaide
Blackwood
Elizabeth
Inglefarm
Millicent
Morphett Vale
Morphett Vale
Mt Barker

Military Hobbies

Leisureland

Toyworld

Toyworld

Toy Kingdom

Model Mania

The Wargamers Supply Line
Toyworld

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

(07) 4725 4661
(07) 3848 7362
(07) 5492 5799
(07) 3263 8122
(07) 3229 4446
(07) 3221 4289
(07) 5538 1711
(07) 3806 7607
(07) 4051 2676
(07) 4031 1763
(07) 4984 9447
(07) 3398 2360
(07) 3286 6122
(07) 4972 4405
(07) 5482 5485
(07) 4124 5644
(07) 4061 2477
(07) 5444 2935
(07) 3881 1250
(07) 4957 8055
(07) 5494 2333
(07) 4122 4411
(07) 3343 8655

(07) 4749 0400
(07) 4941 5511
(07) 5441 1669

(07) 4921 3121
(07) 3256 7560
(07) 3278 3333
(07) 4124 5945
(07) 4328 4291
(07) 5578 7588
(07) 4922 1507
(07) 3210 2020
(07) 5591 6255

(07) 3208 9750
(07) 4638 2030
(07) 4779 0277
(07) 4661 1144
(07) 3893 0043

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

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

Mt Gambier
Mt Gambier
Murray Bridge
Naracoorte
Port Augusta
Port Pirie
Renmark

Tea Tree Plaza
Unley

Whyalla

Toy Kingdom

Tunza Games

Toyworld

Zappers Entertainment Centre
Toyworld

Public Video

Video Magic

Games World

Imagine If

Toyworld

VICTORIA

Ballarat
Beaumaris
Bendigo
Casterton
Castlemaine
Chadstone
Cheltenham
Croydon
Dandenong
Doncaster
East Preston
Echuca
Footscray

Geelong
Geelong West
Hamilton
Hawthorn
Horsham
Malvern
Maribyrnong
Melbourne
Mildura
Moonee Ponds
Moorabbin
Mornington
Newborough
Seymour
Shepparton
Swan Hill
Wangaratta
Warrnambool
Werribee

Model World
Toyworld

Bendigo Sports and Hobbies
Dee Jay Hobbies
Hobby Castle

Games World

Games World

Mind Bogglers
Games World

Games World

Games World Northland
Toy Kingdom

Ultimate Science
Fiction & Fantasy
Mind Games

Tates Toy Kingdom
Toy Kingdom

Mind Games
Wimmera Hobbies
Mind Games

Games World

Mind Games
Toyworld
EmanuelsToyworld
Military Simulations
Toyworld

Fantasies in Miniature
Toyworld

Toyworld

Toyworld

Toy Kingdom

De Grandi’'s Sportsgoods
Futuristic Games

WESTERN
AUSTRALIA

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

Perth
Rockingham
Yelbeni

Hobbytronics

Games World

Games World

Yuen Wing Store
Games World

Youngs Bookshop
Games World
Claremont Toyworld
Toyworld

Toyworld

Toy Kingdom
Toyworld

Kalamunda Toys & Hobbies
Games World

Games World

Games World

Games World

Tactics

Valhalla Games & Hobbies
Games World

Yelbeni General Store

(08) 8733 3500
(08) 8725 4499
(08) 8532 1111

(08) 8762 1400
(08) 8642 3277
(08) 8633 3063
(08) 8586 6181
(08) 8395 7771
(08) 8272 4282
(08) 8645 9838

(03) 5331 1642
(03) 9589 2118
(03) 5443 5086
(03) 5581 1901
(03) 5740 6233
(03) 9568 8002
(03) 9583 1049
(03) 9723 2293
(03) 9793 9955
(03) 9848 9180
(03) 9471 2211
(03) 5482 2172

(03) 9362 0788
(03) 5222 2133
(03) 5222 4201
(03) 5572 2313
(03) 9818 8593
(03) 5382 2319
(03) 9509 3174
(03) 9317 0977
(03) 9663 4603
(03) 5023 4494
(03) 9370 3206
(03) 9555 8886
(03) 5975 4413
(03) 5126 3111
(03) 5792 3122
(03) 5831 2835
(03) 5032 1508
(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) 9358 2355
(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) 9375 3751
(08) 9325 7081
(08) 9321 2909
(08) 9592 5442
(08) 9682 5012




NEW ZEALAND

NORTH ISLAND

Auckland
Auckland
Auckland
Auckland
Auckland.
Auckland
Auckland
Auckland
Auckland
Auckland

Browns Bay
Hastings
Gisborne
Hamilton
Hamilton
Howick

Levin

Lower Hutt
Manukau City
New Piymouth
Pakuranga

Modelair (Green Lane)
Santa Fe Models (Balmoral)
Toymagic Henderson
Toymagic Milford

Toymagic Mt Wellington
Toymagic Royal Oak
Toymagic St Lukes
Toyworld New Lynn
Toyworld Newmarket
Vagabonds Novelties

and Collectables (North Shore)(09) 489 2750
Toyworld (09) 478 9464
Iconix 0800 426 649
Cyberzone (06) 868 7138
Frankton Models (07) 847 5292
Mark One (07) 839 3728
Hobbytown Howick (09) 537 1259

(09) 520 1236
(09) 620 6786
(09) 836 5516
(09) 486 6816
(09) 527 8094
(09) 625 1482
(09) 815 3129
(09) 827 4654
(09) 529 5200

Sciascia Books & Souvenirs  (06) 368 6891
(04) 570 1881
(09) 263 4175
(06) 757 4655
(09) 576 7415

Model Craft Hobbies
Toyworld

Quter Limits
Toyworld

Palmerston North

Heroes for Sale

Toy Town Toyworld

Kapiti Games & Models
Red Checkers Models
Home Entertainment Centre
Upper Hutt J & N Gifts & Hobbies
Wanganui Toyworld Rivercity
Wanui-o-mata Toots Models & Hobbies
Whangaparaoa Toyworld

Papakura
Raumati
Rotorua
Tauranga

(06) 356 6779
(09) 298 7449
(04) 297 9350
(07) 346 3929
(07) 578 6239
(04) 528 3456
(06) 347 9664
(04) 564 7377
(09) 424 4515

SOUTH ISLAND

Alexandra
Christchurch
Christchurch
Dunedin
Invercargill
Nelson
Oamaru
Queenstown
Riccarton
Timaru

Alexandra Paper Plus
Comics Compulsion
Hobdays Cycles & Toyworid
Toyworld

Area 51

Victor Nelson
Queenstown Paper Plus
Toyworld

Toyworld

(03) 448 9494
(03) 379 7866
(03) 366 9502
(03) 477 6614
(03) 218 4314

Cycles & Hobbies (Richmond) (03) 544 8079

(03) 434 9077
(03) 442 5296
(03) 343 0330
(03) 684 8540
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The stockists listed in the pages all carry these
great Games Workshop games and miniatures.

WARHAMMER
40,000

(boxed game)
Aus RRP

$139.95
NZ RRP

$159.95

Ndd

,
A

-d
Y
=
@
=
DESCRIPTION AUS RRP -
Warhammer 40,000 Paint set $34.95 —
Codex Space Marines (rules supplement) $19.95 ?
Codex Dark Eldar (rules supplement) $19.95 o
Codex Eldar (rules supplement) $19.95 _‘
Space Marine Tactical Squad (plastic boxed set) $34.95 s o
Space Marine Assault Squad (plastic boxed set) $29.95 @
Space Marine Combat Squad (plastic boxed set) $17.95 —
Space Marine Bike (plastic boxed set) $17.95 ’
Dark Eldar Warriors (Battle Squad) $34.95 iy
Dark Eldar Reaver Jetbike (plastic boxed set) $17.95 ""-
Eldar Guardians (Battle Squad) $34.95 =
Eldar Jetbike (plastic boxed set) $17.95 ’
Space Ork Boyz (Battle Squad) $34.95
Chaos Space Marines (plastic boxed set) $17.95 &,
Chaos Space Marine Bike (plastic boxed set) $17.95 @
Khorne Berserkers (Battle Squad) $34.95
Nurgle Plaguemarines (plastic boxed set) $17.95 7
Genestealers (plastic boxed set) $17.95 e |
hd
-
~
WARHAMMER N
—
(boxed game) L‘
Aus RRP plamE
=]
$139.95 =
NZ RRP g
$159.95 .
==
'

DESCRIPTION AUS RRP
Warhammer Paint set $34.95
Warhammer Armies: Bretonnians (rules supplement) $34.95
Warhammer Armies: Lizardmen (rules supplement) $34.95
Bretonnian Knights of the Realm (plastic boxed set) $17.95
Lizardman Saurus Warriors (plastic boxed set) $17.95
Gothic Skeleton Warriors (Regiment set) $34.95
Chaos Warriors (Regiment set) $34.95
Black Orc Warriors (plastic boxed set) $17.95
High EIf Warriors (plastic boxed set) $17.95
Combat Cards $6.95
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The Cuft of the 2Uossesse9

The Possessed. The Damned. The bogeymen. These scom are the
worst of the worst. They are dangerous creatures, perhaps more so
than any other group in the entire city. This Chaos-worshipping
scum consists of mutants, Beastmen and cultists, and even worse
things called the Possessed. If you ever let them get close to you,
youll be in big trouble - there are few who arc a match
. for this scum in closc quarters.

£ e ALSO AVAILABLE

&) ﬁ Mordheim Possessed Bretheren (3 per pack) AUSSI495 NZzZ$16.95 ';
ey S Mordheim Possessed Beastmen (3 per pack) AUS§I495 Nz§1495
e Ty Mordheim Possessed (1 per pack) AUSSIZ95 Nz$I995

|| Mordheim Magister (I per pack) AUSEIOS  NzZ$1395 I|
' Possessed Beastman =~ Mordheim Darksouls (1 per pack) AUSSIL9S  Nz$13.95 t
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ORCS AND GOBLINS
NVADE MORDHEIM

A thesjs on the
infamous kidnapping

Ye presence of
savage Orc and
Goblin warbands in
Burghcrmc;stcr s

daughter.

Ckms‘“ﬂcor.nc
looking for a fight

Foul Grecnskins from the
wilderness have been
encountered in the ruins
searching for bounty. Their
preferred tactic is that of
attacking the righteous
warbands of our Empirc to
steal their hard carned
wealth.

They're tricky opponcats,

as Orcs are as fierce

T e

as a Wild Boar and thrive
on fighting. The smaller
ones known as Goblins are
a different story, thcyd
much rather stab you in
the back than fight you
face—to~face. We have also
had reports of Trolls and
other creatures with gaping
mouths full of teeth. You
have bcen warned.

BURGHERMEISTER S
DAUGHTER KIDNAPPED
BY POSSESSED

The band of Possessed
cultists known as The
Cabal of the Scarred Pit
have kidnapped Anna von
Verbeeck, the
Burghermeister's daughter.
Along with the reward for

Kislev sent a

Has the Tzt of

warband to our
once fair cxty? _
Rumours abound.

her safe return, a further
reward of 300 Gold
Crowns has been set for
the head of Lord Ernst
Barkmann, Magister of
the Cabal

Ye underworld of the
.Mordheim Hired
Swords. Assassins and
Marksmen ply their
trade in the ruins.
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Finally, 1 have
returned. Returned
from my epic
expedition into the pit,
having vanquished all
who stood between me

and my ultimatc goal
- the Guard, banisher
of Ewl!

But what do I find on

my return? ‘What cruel
hand has fate dezht

me? That charlatan and
rogue. Tuomas Pirinen

has usurped several
pages of my beloved
tome!

It-all falls into place
now - Pirinen it was
who insidiously filled
my mind with feverish
thoughts of the holy
Guard. Yes, once 1 was
hooked he took over a
sizcable section of this
august organ and plicd
his heretical trade to
all and sundry. No
longer will this be the

case, however. for |
will have no truck
with the foul heresics
espoused by Mr
Pirinen and his band
of cronics!

My first. most urgent
task was to send the
cowardly page-thici
scurrying for his
worthless life with the
Templars of Sigmar
hot on his heels (the
Grand Theogonistis a
personz] friend).

The sccond step was
to purge this
publication of his foul
gossip once and for
all. To this end.
Mordheim has been
cast out of White
Dwarf forthwith. All
is not entirely well,
however, for this
unholy cabal has taken
its idle tongue-wagging
underground to become
a publication in its

own right,

“Town Cryer’ will be
published by those
foul miscreants, the
Black Library. every
other month and will
undoubtedly be packed
with more tales of
dread from Mordheim.
Those tainted
followers of goings on
in the City of the
Damned will no doubt
slake their fanatical
thirst for such news
with' this new cdition
of Town Cryer.

With the sinner cast
from within our

midst there arc now
cmpty pages waiting ta
be filled.

And fill them we

will...

fe——

il

e
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% KIDNAPPED! 4
8 The Burghermeister’s daughter has "
i been kidnapped by the foul Possessed,

Tuomas Pirinen, ye Editor of this :

journal, loeks at how she can be rescued
by any warband brave enough to do so.

19,0, (0):9:0010) WA 6

Ores and Goblins have been encountered
amongst the ruins. With their natural lust
for bloed, I can only guess that they have
come o Mordheim looking for a fight

with one of our brave mercenary |

warbands, After many months of study,
Mark Havener describes the hierarchy of
a warband of greenskins.

SHOW ME THE MONEY 24
The taverns in the settlements around
Mordheim make good recruitment
centres for warriors who can sell their
services to the highest bidder. Here,
Mark Havener describes two more Hired

y Swords that have made rthemselves
Wi available to the warbands of Mordheim.

' . WARRIORS OF COLD STEEL 26

i A study of the rumours that the Tzar
of Kislev has sent a warband to our
city. Rotamaster Michael Perry of the
Tzar’s personal bodyguard takes a
closer look.
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Contents

THE HANDS OF FATE 16
A study of the members of the
Possessed warband the Hands of Fate
by mad master-physician Aly Morrison.

ABOMINATION 20

The dark followers of the Possessed an
are growing in strength. New to the
ruins this month is a Magister to lead
your cule, as well as a terrifying
Possessed and a deranged Darksoul.

PURGE THE UNCLEAN 22
Colin Harvey's Witch Hunters patrol
the wicked streets of Mordheim.
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During the dark hours of Geheimnisnacht, the Possessed
cultists revel in an orgy of violence and sacrifice. It is the
custom of these warped followers of the Shadowlord to
sacrifice a victim for the greater glory of Chaos during the
thirteenth hour of Geheimnisnacht. Sometimes they steal
away a victim who will be missed by relatives, patrons or
masters and a rescue attempt will be made to save the victim
from the sacrificial knife.

In this scenario a warband is attempting to rescue the
sacrificial victim from the Possessed, while the Possessed are
fighting to complete the ritual sacrifice.

Thus one of the warbands in this scenario should be a
Possessed warband. The other warband could be of any type,
even another Possessed warband!

T errain

Starting with the attacker, each player takes it in turn to place
a piece of terrain, either a ruined building, tower or other
major piece of terrain. It is suggested that the terrain is set up
within an area roughly 4'x4'. In the middle of the playing area
you should set up a piece of scenery representing the
sacrificial altar. There should be at least 6" of empty space
between the sacrificial altar and the closest building.

A suitable model representing the sacrificial victim should be
placed on the altar.

For Tuomas’ playtest campaign he concocted a special scenario for

two of the main protagonists, Paul Sawyer’s Possessed and Jim Butler’s

Marienburgers. The scenario has the Marienburgers trying to rescue the

Burghermeister’s kidnapped daughter from the Possessed, who intend to

27 sacrifice her to their foul gods. It was such a great scenario that we asked Tuomas

w1+ towrite it up for everyone to have a go. Incidentally, the Marienburgers did rescue
the poor girl from Fat Bloke’s clutches.

Barbands

The Possessed warband is deployed first and they can be
placed anywhere on the table except within 8" of any of the
table edges. The warband attempting the rescue must place
all its models within 4" of a table edge, out of the sight of any
of the Possessed models, with at least one model next to each
of the four sides of the table.

Stasting the game
The warband attempting to rescue the sacrificial victim
automatically has the first turn.

ofxeeing the sacrificial pictim

As long as at least one model in the Possessed warband is in
base contact with the victim, the ritual carries on and the
sacrificial victim may not move. Note that models knocked
down or stunned do not count.

If there are no standing Possessed models in base-to-base
contact with the sacrificial victim, he (or she) may try to
escape. The victim can move freely, controlled by the player
of the warband that is attempting the rescue. The victim may
make an immediate move as soon as there are no Possessed
models in base contact and after this will move normally in
the movement phase of the rescuing warband. The victim
escapes if he (or she) moves off any table edge. In this case
the game ends (see Ending the game).
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A thesis on the infamous kidnapping of the Burghermeister's

daughter by the evil Brotherhood of the Dark Moon.

By ye honourable Editor of this august journal, Tuomas Pirinen.

e

Recaptuving the sacvificiaf pictim
\f any Possessed model moves into base contact with the
erificial victim (via charge, normal move or running) then

e Possessed player has recaptured the victim and may move
the model alongside the warrior who recaptured him/her.

Note that when trying to recapture the sacrificial victim the
sormal interception rules apply, so the Possessed may not
charge the sacrificial victim if there are other enemies in the

way.
1f the Possessed manage to recapture the sacrificial victim and

move him (or her) back to the centre of the altar then the
yictim is sacrificed and the Possessed win the game.

Bacrificial pictim

In our own Dark Moon campaign the sacrificial victim was the
heautiful daughter of a rich Burghermeister, but the victim
could equally well be an important Dwarf Runemaster, a
Skaven Warlock, the chosen bride of a Vampire, rich
merchant, or any other suitable character from your own
campaign

The profile below represents the weakened state of the victim
15 well as the understandable desire to escape as quickly as
possible! Note that neither warband will try to attack the
yvictim with missile fire, spells or by any other means — the
yictim is too valuable to both of them!
Brofile M Ws BS S T W I A 1d
4 2 2 3 3 1 0
Equipment: None.

Ending (Be game

ifat the end of the sixth turn the victim has not yet been freed
then the Possessed warband automatically wins as the victim
I8 sacrificed.

Diherwise the game ends after both players have completed
2 turns, when either warband is wiped out, the victim is

taptured and sacrificed, or the sacrificial victim escapes via

40y of the table edges. Note that neither warband routs in this
*Enario - the stakes are too high!

Erperience

*1 Survives. If a Hero or a Henchman group survives the
e they gain +1 Experience

*1 Winning Leader. The leader of the winning warband
#iins +1 extra Experience.

H For the possession of the sacrificial victim. If the
He ends before the sacrificial victim is killed or
Stapes, then whichever warband is controlling the
Mrificial victim at the end of the game gains +1
“Perience point which can be given to any Hero

“i the warband.

+D6 If the victim is
sacrificed. If the Possessed
manage to sacrifice the victim, the
warband gains +DG6 Experience .

points to be freely distributed between

the Heroes of the warband. In addition

you may roll for the Rewards of the Shadowlord (see optional
rules on page 160 of the Mordheim rulebook) for any two
Heroes in the Possessed warband if you wish.

+D6 If the sacrificial victim escapes. If the rescuers
manage to move the victim off the table then the warband
gains D6 experience points distributed freely amongst the
Heroes of the warband. In addition the warband will
gain a reward of 50 gold crowns added directly into the
treasury of the warband.

+1 Per enemy out of action. Any Hero
earns +1 Experience for putting an
enemy out of action.
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Orcs enjoy fighting and looting more than anything else,
Because of this, an Orc’s life is spent in constant battle - either with
his fellow Orcs or some other enemy. With its wealth of opponents and
loot ready for the taking, Mordheim offers the perfect opportunity for
an aspiring Orc Warboss to prove himself. What follows are complete
rules, written by Mark Havener, for Orc and Goblin warbands.

Among the races of the player’s turn, roll a D6 for each Henchman who is either an
Warhammer world, none enjoy Orc or a Goblin. A roll of 1 means that the warrior has taken

the prospect of a good looting offense to something one of his mates has done or said. Do
more than Orcs and Goblins. For not roll for models that are engaged in hand-to-hand combat
this reason many Orc warbands have (they’re already scrappin’!). To find out just how offended the
been drawn to the city of Mordheim model is, roll another D6 and consult the following chart to

and the wyrdstone that lies hidden there. Of see what happens:
course, Orcs would much rather ambush
D6 Result

other warbands and take their wyrdstone than Pl " ; . ;
_collect it themselves, but their goals are the (1) I Elg lglz_lt!HThilwarn}cl)r qecuiles(;l;:l.t tllile el
same as any other warband - collect as much hrc.or o dm S m:.hn as_ms'ulftih e ne:;ﬁe O(Ij‘lpeésonal
treasure as possible! These traits are reflected ygiene and must pay the price’ ere 1s a mendly Vsl
g . . Goblin Henchman or Hired Sword within charge reach (if
_in the following special rules. . =

_ there are multiple targets within reach, choose the one
nearest to the mad model), the offended warrior will

Bpecial Rufes immediately charge and fight a round of hand-to-hand
Animosity. Orcs and combat against the source of his ire. At the end of this round
Goblins enjoy nothing of combat, the models will immediately move 1" apart and no
more than a good longer count as being in close combat (unless one of them
scrap, unfortunately fails another Animosity test and rolls this result again). If
they’re not always there are no friendly Orc or Goblin Henchmen or Hired
very discerning Swords within charge reach, and the warrior is armed with 2

about who they missile weapon, he immediately takes a shot at the nearest

scrap with! To friendly Orc or Goblin Henchman or Hired Sword. If none of

represent this, the above applies, or if the nearest friendly model is an Orc
at the start of Hero, the warrior behaves as if a 2-5 had been rolled on this
chart. In any case, the warrior in question may take no other
action this turn, though he may defend himself if attacked in
hand-to-hand combat.

2-5 “Wud Yoo Say?” The warrior is fairly certain he heard an
offensive sound from the nearest friendly Orc or Goblin, but
he’s not quite sure. He spends the turn hurling insults at his
mate. He may do nothing else this turn, though he may
defend himself if attacked in hand-to-hand combat.

6. “I’ll Show Yer!” The warrior imagines that his mates ar¢
laughing about him behind his back and calling him silly
names. To show them up he decides that he’ll be the first on¢
to the scrap! This model must move as quickly as possible
towards the nearest enemy model, charging into combat if
possible. If there are no enemy models within sight, the Or¢
or Goblin warrior may make a normal move immediately. This
move is in addition to his regular move in the Movement
phase, so he may therefore move twice in a single turn if you
wish. If the extra move takes the Orc or Goblin warrior withif
charge reach of an enemy model, the warrior must chargt
into close combat during his regular movement.

Distasteful Company. Many Hired Swords refuse to work fof
Orecs, as they know that Orcs are just as likely to eat them
fight alongside them. Orcs may only hire the following Hired
Swords: Pit Fighters, Ogre Bodyguards or Warlocks.
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Combat Shooting Academic Strength Speed Special
0SS v v o v v
Shaman v v
wBigUn v v v v
i

CHhoice of warriors

An Orc warband must include a minimum of three models.
you have 500 gold crowns which you can use to recruit and
gquip your warband. The maximum number of warriors in
lh‘: warband is 20.

poss: Each Orc warband must have one Boss: no more, no
Jess!

shaman: Your warband may include up to one Shaman.

Big "Uns: Your warband may include up to two Big 'Uns.

Orc Boyz: Your warband may include any number of Orc
Boyz. .

Goblin Warriors: Your warband may include any number of

Goblin Warriors, though it may not have more than two
(ioblins for each Orc in the warband (including Orc Heroes).

Cave Squigs: Your warband may include up to five Cave
Squigs. You may never have more Cave Squigs in your
warband than you have Goblin Warriors.

Troll: Your warband may include up to one Troll.

Starting epperience

A Boss starts with 20 experience.

A Shaman starts with 10 experience.
Big *Uns start with 15 experience.

All Henchmen start with O experience.

Characteristic increase

Orc characteristics may not be increased beyond the
maximum profile limits shown below: If a characteristic is at
its maximum, take the other option or roll again if you can
only increase one characteristic. If both are already at their
maximum, you may increase any other by +1 instead.
Remember that Henchmen can only add +1 to any
characteristic.

Profile
Orc 4 6 6 4 5

M WS BS S T W 1
3 5

LA Ld
4 9
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Orc equipment fists

The following lists are used by Orc warbands to
pick their equipment.

Orc equipment list

Hand-to-hand combat weapons

IDABEEL o« sovovimsminiincy s < - ixs susas - - 1st free/2 gc
Battle aXe .., oonriminien o cinnim e om0 e oo mor 5 gc
Sword . . . .. oo wem s e s s e 10 gc
Morningstar . .. ........... .15 gc
Dwarfaxe ........................ 15 gc
Sword .. .« . . RN SV e DR Rl 10 gc
Double-handed weapon . . ... ........ 15 gc
Spear .. .............. .10 gc
Halberd ............covueiniinnn. 10 gc
Missile weapons

Crossbow . .........c.oiiuiiiiiaan 25 gc
BOw . . . . 5ia 0aG s i +3nh 475 15 7. - o 10 gc

Light armour
Shield . .......

et ==z ,.._---,..T{
Goblin equipment list

Hand-to-hand combat weapons

Dagger ...............c.. .. 1st free/2 gc
SWOrd . «. . v, ol . siss s, weneis s - 10 gc
Spear . .u.v. . u. s sose e . 10 gc
Missile weapons

Shortbow ............... ..., 5 gc
Armour

Lightarmour ..................... 20 gc




The lithe fgures peered through the [oli at the
group in the clearing below. The pair of Wood EIf
scouts had been shadowing the Orcs for days
attempting to determine if the small band of creamures
i an isolated warband or the scouting party of a
larger army. While most beings would not be able to
hear the guttural Or :ech from 100 yards away.
keen cars of the Elves allowed the scouts to dis
what rthe creatures were saying. Most of it
nonsense of course, squibbling SOME :
meat or pretty rocks, but the Elves paticntl
words that would reveal the purpose of the foul
Creafures.

Members of the band loitered about the clearing.
Goblins scampered around ceaselessly, attempting o
avoid the anno a1sp of their larger Orc cousins. A
single Troll sk wandered around aimlessly in a
small circle; digging a groove into the ground where it
had been dragging its feet for hours. As the Elves
watched, a solidly built Orc with blood covering his
arms up to the elbows approached a much larger Ore
who wis ted on a primitive ‘throne” of bones and
hides. The scouts had already determined that the
seated Ore was the leader of the motley group.

“How'd da huntin’ go?" asked the Orc Boss.

“Ran inta some 'umies. All dey ‘ad was some bl
rocks.”

1 ®rc VBoss

80 gold crowns to hire

An Orc Boss is a tough and brutal warrior, who will throw his
lads into any fight that he thinks he can profit from. He is the
strongest, toughest and most barbaric member of the
warband and if any of his Boyz think otherwise, the band may
soon find itself with one less member!

Profile - I__A Ld

M WS BS S T W I
i 4 4 4 4 1 3 1 8

Weapons/Armour: An Orc Boss may be equipped with
weapons and armour chosen from the Orc equipment list.

SPECIAL RULES
Leader: Any warrior within 6" of the Orc Boss may use his
Leadership characteristic when taking Leadership tests.

o1 Orc Shaman

40 gold crowns to hire

Orc Shamans are outcasts from Orc society. They are gifted by
the Orc gods Gork and Mork with powers they can neither
understand nor completely control. Many join roaming Orc
warbands where they are no longer shunned for their
abilities, but respected for them.

“Where's da loot den?” asked the Orc Boss: “All 'umies

got loot!

" the Big ‘Un replied, disbeliefs
y told me da rocks wuz from dis

dis map.”

The larger Ore grabbed the scrap of parchment his
lieutenant had been holding and scanned it for a few
quick seconds, then began barking orders. Gobling
squealed and ran about the encampment, atically

packing up the warband’s gear. Four huffed and

strained as they picked up their leader on his throne
and carried him aloft. The Ore warriors were much
more composed about the whole affair, and calmly,
packed up their kits and prepared for the journey
ahead.

The scouts faded back into the forest, secure in the

s about the human city that had
treasure supposedly lyving on the streets for casy
ard other 2

.M WS BS S T W I Al

4 3 3 3 4 1 3 1 7
Weapons/Armour: An Orc Shaman may be armed with
weapons chosen from the Orc equipment list. An Orc Shaman
may never wear armour.

SPECIAL RULES
Wizard: An Orc Shaman is a wizard and uses Waaagh! Magic
See Waaagh! Magic overleaf for his spell list.

02 G Big ‘Vns

40 gold crowns to hire
Orc society is a savage hierarchy where only the toughest
survive and rise through the ranks (often atop the bodies of
other challengers). Big 'Uns are such rising stars, and the}
carry out the orders of the Orc Boss. If the Boss ever falls, it
is up to the Big 'Uns to decide on a new leader (usual
through personal combat).
Profile M WS BS S T W I AW
4 4 3 3 4 1 3 1 7
Weapons/Armour: Big 'Uns may be equipped with weapof*
and armour chosen from the Orc equipment list.
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25 gold crowns to hire

ﬂt'C Boyz are savage and tough. They fear nothing that they
“sun get their bare hands on, though they are even more
wrorant and superstitious than most other beings in the
Warhammer world. They form the core of any Orc warband.

M ws BS § T W I A ld
4 3 3 3 4 1 2 1 7
-wcaponS/Armour: Boyz may be equipped with weapons and

"yrmour chosen from the Orc equipment list.

‘profile

SPECIAL RULES
osity: Orc Boyz are subject to the rules for Animosity
{sce Special Rules for details).

Gobfin Barviovs

10 gold crowns to hire

Goblins are often used as cannon fodder (as well as a food
Source in lean times!) by their larger Orc cousins. They are
usually not as well equipped as Orc Boyz, having to make do
with whatever the Orcs do not want or cannot use.

Profile =M WS BS S T W I

¥S BS Al
4 2 3 3 3 1 3 15

Weapons/Armour: Goblins may be armed with weapons and
atmour chosen from Goblin equipment list.

SPECIAL RULES

Animosity: Goblin Warriors are subject to the rules for
Animosity (see Special Rules for details). Note: A Goblin
Warrior who fails his Animosity test and rolls a 1 for the result
will never charge an Orc Henchman, though he will still use
iny missile weapons to attack as normal. Goblins are far too
raid of Orcs to challenge them individually:

Not Orcs: Orcs don’t expect much from non-Orcs, and are
therefore not unsettled if Goblins or Cave Squigs break or get
it down in battle. In fact, they expect as much from these
weaklings! Therefore, when testing to see if an Orc Warband
fteds to take a Rout test, each Goblin Warrior or Cave Squig
liken out of action only counts as half a model. Therefore, a
bind of 5 Orcs and 10 Goblins (15 models) would only have
10 take a test if 4 models fell (4 Orcs or 8 Goblins, or some
tbmbination thereof).

Useless Gits: Goblins never gain experience.

05 Cave Squigs

13 gold crowns to hire

Gnt.)lins raise the deadly Cave Squigs. These creatures are a
Wrious blend of animal and fungus, and are composed
N0stly of teeth, horns, and a nasty temperament.

fofile M ws BS S T W 1 A 1d

206 4 0 4 3 1 4 1 5
Weapons and Armour: Big gob and brutality! Cave Squigs
"ever use or need weapons or armour.

@enct}men (Bought in groups of 1-5) E@m;y

SPECIAL RULES

Movement: Cave Squigs do not have a set Movement
characteristic but move with an ungainly bouncing stride. To
represent this, when moving Squigs, roll 2D6 for the distance
they move. Squigs never run and never declare charges.
Instead, they are allowed to contact enemy models with their
normal 2D6" movement. If this happens, they count as
charging for the following round of close combat, just as if
they had declared a charge.

Minderz: Each Cave Squig must always remain within 6" of a
Goblin Warrior, who keeps the creature in line. If a Cave
Squig finds itself without a Goblin within 6" at the start of its
Movement phase, it will go wild. From that point on, move
the Squig 2D6" in a random direction during each of its
Movement phases. If its movement takes it into contact with
another model (friend or foe), it will engage the model in
hand-to-hand combat as normal. The Cave Squig is out of the
Orcs & Goblins player’s control until the end of the game.

Not Orcs: See Goblin Warriors entry for rules.

Animals: Cave Squigs are animals of a sort and so do not gain
experience.

01 ‘Troff

200 gold crowns to hire
Trolls are not intelligent enough to recognize the value of

gold, but large amounts of food can often instill a certain
loyalty in them.

Profile

M WS BS S T

6 3 1 5 4

Weapons/Armour: Trolls do not require weapons to fight but
often carry a big club. In any event, Trolls can never be given
weapons Or armour.

w1 Ald
3 1 3 4

SPECIAL RULES
Fear: Trolls are frightening monsters which cause fear.

Stupidity: A Troll is subject to the rules for stupidity.

Regeneration: Trolls have a unique physiology that allow
them to regenerate wounds. Whenever an enemy successfully
inflicts a wound on a Troll roll a D6, on a result of 4 or more
the wound is ignored and the Troll is unhurt. Trolls may not
regenerate wounds caused by fire or fire-based magic. Trolls
never roll for Injury after a battle.

Dumb Monster: A Troll is far too stupid to ever learn any
new skills. Trolls do not gain experience.

Always Hungry: A Troll requires an upkeep cost. This
upkeep represents the copious amounts of food that must be
fed to the Troll in order to keep him loyal to the warband.
The warband must pay 15 gold crowns after every game in
order to keep the Troll. If the warband lacks the gold to pay
the upkeep, the Boss has the option of sacrificing a Goblin
Warrior or Cave Squig to the Troll in lieu of buying food
(Trolls eat nearly anything). If this fee is not paid (either in
gold or in warband members) the Troll gets hungry and
wanders off in search of food.

Vomit Attack: Instead of his normal attacks, a Troll can
regurgitate its highly corrosive digestive juices on an
unfortunate hand-to-hand combat opponent. This is a single
attack that automatically hits with a Strength of 5 and ignores
armour saves.




Orc speciaf equipment
Squig ProPer

15 gold crowns
Availability: Common (Goblins only)

This item is a long pole with a trio of spikes at the end.
It is used by Goblin Squig herders to keep their
livestock in line. Cave Squigs will recognize a Squig
prodder and automatically give the bearer more
respect, as they’ve all been on its pointy end more
than once! To represent this, a Goblin with a Squig
prodder can keep all Cave Squigs within 12" from
going wild, instead of the normal 6" (see the Minderz
special rule under the Cave Squig entry). In addition,
a Squig prodder is treated exactly like a spear in
hand-to-hand combat.

Aa® Cap NusProoms

25 gold crowns
Availability: Common (if warband includes Goblins)

Mad Cap Mushrooms (see the rules in the Mordheim
rulebook for more information on Mad Cap
Mushrooms) are a necessity for someone wishing to
wield a ball and chain (see below). Fortunately for Orc
warbands, Mad Cap Mushrooms are cultivated by the
Night Goblins of the Worlds Edge Mountains, and they
are much more willing to trade these to other
Goblins. Though normally a rare item in Mordheim,
Mad Cap Mushrooms are a common item that costs
25 gold crowns for an Orc warband that includes one
or more Goblins.

Baff and Chain

15 gold crowns
Availability: Common (Goblins only)

This is a huge iron ball with a chain attached, used by
the dreaded Night Goblin Fanatics to deal out
whirling death. Enormously heavy, it can only be used
when combined with Mad Cap Mushrooms.

Range Strength Special Rule
Close Combat As user +2 Incredible Force,
Random, Two-handed,
Cumbersome, Unwieldy
SPECIAL RULES

Incredible Force: Because the ball and chain is so
heavy, normal armour does very little to protect
against it. No armour saves are allowed against
wounds caused by a ball and chain. In addition, any
hit from a ball and chain is very likely to take off

someone’s head (or at least break some ribs!).
Therefore, any hit that successfully wounds will do
1D3 wounds instead of 1.

Random: The only way to wield a ball and chain is to
swing it around in large circles, using your body as a
counter-weight. Unfortunately this is not a very
controllable fighting style, and as soon as he starts
swinging his ball and chain a warrior starts to lose
control. The first turn he starts swinging the ball and
chain, the model is moved 2D6" in a direction
nominated by the controlling player. In his
subsequent Movement phases, roll a D6 to determine
what the model does:

D6 Result

1 The model trips and strangles himself with the
chain. The model is taken out of action. When rolling
for Injury after the game, a roll of 1-3 means the
model is out permanently, instead of the normal 1-2.

2-5 The model moves 2D6" in a direction nominated
by the controlling player.

6 The model moves 2D6" in a random direction. If the
player owns a Scatter dice (available from Games
Workshop stores), roll that to determine direction. If
not, then roll a D6: 1 — Straight Forward, 2-3 — Right,
4-5 — Left, 6 — Straight Back.

If the ball and chain wielding model moves into
contact with another model (friend or foe), he counts
as charging into close combat, and will engage in
close combat until his next movement phase.
Opponents wishing to attack a ball and chain wielding
model suffer a To Hit penalty of -1, as they must dodge
the whirling ball to get close enough to strike. The
ball and chain wielder cannot be held in close combat
and will automatically move even if he starts the
Movement phase in base contact with another model.
If the model moves into contact with a building, wall,
or other obstruction, he is automatically taken out of
action. In addition, a ball and chain wielding Goblin
is much too busy trying to control the spinning
weapon to worry about what others are saying about
him behind his back, so ignores the special rules for
Animosity.

Cumbersome: Because the ball and chain is so heavy,
a model equipped with one may carry no other
weapons or equipment. In addition, only a model
under the influence of Mad Cap Mushrooms has the
strength to wield a ball and chain.

Unwieldy: The great weight of the ball and chain can
easily tear ligaments or pull a wielder’s arms out of
their sockets. While someone under the influence of
Mad Cap Mushrooms will not notice such effects,
when the drug wears off he will be in great pain. To
represent this, at the end of the battle the controlling
player must roll for Injury for each model that used a
ball and chain, just as if the model had been taken ou:
of action. If the model was actually taken out of
action normally, just roll once for Injury — there is no
need to make a second roll.
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Orc speciaf s6iffs

Orc Heroes may use the following Skill list instead of any of the standard Skill lists available to them.

‘arR ead

The

warrior has a thick skull even for an Orc. He has a special
1+ save On a D6 to avoid being stunned. If the save is made,

Da cunnin’ pfan

jreat 2 stunned result as knocked down instead. If the Orc

ls

the

waaagh!

o wears a helmet, this save is 2+ instead of 3+ (this takes ’
place of the normal helmet special rule). weff aﬁ

The Orc has a thick, dark-green skin, possibly indicating Black
Orc blood. Such is the toughness of the Orc that he may add

+1 to any armour saves.

rcs are aggressive creatures and some are experts at
pulldozing charges. The warrior may add +D3" to his charge P e a% a 5 er

Ange-

‘ere we go!

Orcs often charge even the most fearsome opponents. The

Orcs have massive physical strength and some of them even
learn to aim their blows at the heads of their opponents, with
obvious results. Any krocked down results which the Orc
causes in hand-to-hand count as stunned results instead.

model may ignore Fear and Terror tests when charging.

Only the Boss may have this skill. The warband may re-roll
any failed Rout tests as long as the Boss is not out of action.
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®drc tactics

Crump ’em! The fierce nature of Orcs means that they are
always ready for a good scrap. They would much rather kill
and rob than search ruins looking for treasure. As such, they
are an excellent warband for your Mordheim games. The
following are things that should be kept in mind when
designing and running your Orc warband:

Goblins and Cave Squigs are expendable. Orcs do not
particularly care if these members of the warband die or run
away, and they are relatively cheap. In addition, Cave Squigs
can easily hold their own against most foes in close combat,
as long as they have a Goblin minder close by to keep them
in line. Use these troops as your front-line fighters. You can
lose twice as many of them as normal before your warband is
forced to take a Rout test, so don’t be afraid to use them.

Trolls are scary. If you can afford to add a Troll to your
warband, do so! The ability to cause fear should not be
underestimated. However, even without considering this
ability, a Troll is a nasty opponent. With multiple attacks,
multiple wounds, and the ability to regenerate, a Troll is
likely to stand and take lots of attacks from the opposing
warband without missing a beat. In addition, its larger base
size means that it can effectively block a large alleyway
(or even a street!) all by itself.

The warband I have put together is designed around
the use of Goblins and Cave Squigs as the front-line e
troops. The band is 13 models strong, so will have to ‘ »
lose 4 Orcs or 8 Goblins/Squigs (or something in-
between) before a Rout test is required. The Orcs will
mostly stand back and shoot with bows, only
throwing themselves into the fray if it is absolutely
necessary. As the warband collects more money; it can
purchase more equipment and add more members.
The warband could be expanded to include more
Orcs, Goblins, and Cave Squigs, or the Boss could
decide to save up enough until
he can afford a hard-
hitting (and very
durable)
Troll.
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Reinhold walked among the buildings, hunting for more
of the precious wyrdstone. The Reiklander Caprain was
alone. as he had spread his warband throughout this
quarter: They had stumbled upon an unusually large
coneentration of the stone shards, and were hoping to
find and gather as much treasure as possible before any
rivals got wind of their find.

Movement at the end of the street brought him out of his
reveric. Three bandy green midgets dressed in black
were prodding forward what looked like enormous
orange balls with legs. ‘Goblins’, thought the mercenary
o himself, ‘damn!” But wasn’t the figures in black that
worried him, it was the creatures they were herding. As
they came closer, Reinhold could see the enormous
mouths that oceupied most of the creatures’ bodies,
Cave Squigs, all teeth and bad temper. and three of them
were more than a match for a single human, no matrer
hows skilled. Just as he started 1o duck into the nearest
doomwity to avoid being spotted, one of the Goblins
loaked him straight in the eves. The linde creature's face
sphit into an evil gap-toothed grin, and he prodded his
Cave Squig forward more quickly. The other Goblins
follewed suit, and soon all of the creatures were running
down the narrow street toward Reinhold, the Squigs
bounding forward on poweiful legs. and the Goblins
running behind.

Grim determination set in his features as Reinhold
resolved to sell his life dearly. The familiar weight of the
buckler on his arm and his family sword in his band

reassured the scarred veteran somewhat, and he
limbered up his sword arm with a few practice swings in
anticipation of the coming conflict. The Goblins were
closer now, little more than a block away. 'It's been a
good life." thought the old warrior proudly.

Suddenly one of the Goblins stumbled on a loose stone
in the street, jostling one of his companions. The second
creature hissed his displeasure at this mistreatment and
swung his spear at his clumsy neighbour, narrowly
missing him, Both Goblins had stopped now and faced
each other in the street, spears at the ready, jabbering
away at each other in their evil tongue. The third
continued his run a few paces, but after noticing that his
comrades were no longer keeping up. he stopped as well
and swung around to see what all the commotion was
about. The noise stopped the Cave Squigs, and as they
turned, the large-toothed monsters began to whine in
excitement. In the next moment all six creatures were
involved in a swirling melee, As Reinhold watched one of
the Goblins thrust his spear into the right arm of his
mate, only to suffer a huge bite on his leg from a Cave
Squig,

Experience told Reinhold that while such fights eften
broke out among the green skinned folk, they rarely
proved to be fatal or long listing. Peciding 1o take

adyantage of his good luck swhile it lasted, the mercenary

ducked into the doorway he'd moved towards earlier
“Praisc Sigmar for bad tempers.” breathed the warrior
under his breath as he made good his escape.
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Gpify Darfsouls

I had actually finished the
warband but just had to go
back and convert some more
models when I realised that I
hadn’t used the Warhammer
40,000 Chaos spiky sprue. To
make up for not using it on
the rest of the warband I really
went to town on these two.
Looking at it you could quite
easily use all the bits on this
cool sprue. Both of these
Henchmen are based upon
the Chaos Warrior body and
legs with Orc arms. For the
first one I added the Ork Boyz
shoulder pads with lots of the spiky
bits from the spiky sprue. His head is
one of the gargoyles from the spiky
sprue used to adorn guns on Chaos
tanks. To the back of the model I
added all manner of chains and
severed heads from different places.

As I wanted both these models
to look well armoured, I added
to the second the jaw guard
from the Ork Boyz sprue. I
used the severed head from
the Zombie sprue as it looks
quite startled. The shield is
simply one of the armour
plates from the spiky
sprue. The last thing I
did was add the
severed arm to mark
them as members of
the Hands of Fate,

Aove Sarbsouls!

From the start, I decided to
convert someone who wore
wooden armour.
To achieve this I
only used parts
that contained
wood, hence the
Skaven shield
shoulder pads
and primitive
wooden chopper from the Orc
sprue. For his mask [ used the
Zombie drum.

I wanted another Darksoul
with a mask so I used the skull
from the Orc sprue and horns
made out of shoulder pads
from the Ork sprue. On top of
the mask I added the two
severed hands from the
Zombie standard. While I was
busy converting this model,
someone pointed out that I
hadn’t added a fish,
SO just to please
them I sculpted one
out of Green Stuff

18

The Beastman
This was the hardest
to convert as I had
to work out exactly
how to make him. 1
definitely wanted to
use the plastic wolf
head. To make the
head look more
like a Beastman, I
carved a full set
of teeth and
then added the

horns from the skeletop
sprue. The body was
quite difficult to convert
as I wanted to give him hooved
hind legs. To achieve this, I used
the back legs of a boar added to
the legs and body of an Orc. To
the back of the figure I stuck all
manner of stuff from the
Mordheim accessory sprue and
again sculpted a fish out of
Green Stuff.

The Gaf
I was inspired by
Hollywood to do this
model as all warbands
and gangs seem to have
an oaf in their ranks.
The size of this model is
purely visual as all he is
in game terms iS a
Brethren armed with a
mace and shield. This
figure was the simplest
to make as he is just an
Orc with a Zombie's

make
him look really
bizzare I added a

head. To

plate of apple
cores to his back
made out of 2
drawing pin and
some apple cores
nicked from Matk
Jones. To make
him look a real

dunce, I added 2

candle to his
head. 1 think this model is the simplest conversion in the
warband, but one of the most effective.
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Fmperiaf Assassin

40 gold crowns to hire + 20 gold crowns upkeep

Politics is a dangerous game and not all dangers are found
on the battlefield. The Assassin specializes in removing
‘obstacles’ with discretion. He will bire bimself out to the
bighest bidder and satisfaction is guaranteed. The Assassin
calmly dispatches bis ratber distasteful duties with
[astidiousness and finesse. In between jobs, such a man will
often join a wandering warband in order to bone bis skills;
assassination is not a profession for the slow or dull-witted!

May Be Hired: Any warband except Witch Hunters, Sisters of
Sigmar or Skaven may hire the Assassin.

Rating: An Imperial Assassin increases the warband’s rating
by +22 points, plus 1 point for each experience point he has.

- M WS BS S T W 1 Ald

Assassin 4 4 4 3 3 1 5 2 8

Weapons/Armour: Sword, dagger, throwing daggers and a
crossbow pistol.

SPECIAL RULES

Weapons Master: The Assassin is a master of weapons and
may use any weapon he finds. You may purchase weapons for
the Assassin just as you would for any other member of your
warband. However, unlike other members of your warband,
any weapon you give an Assassin is his to keep — he will not
give it to another warband member later. In addition,
although he knows how to use them, an Assassin will never

An Imiperial Assassin hides in the shadotws
ready 1o atteck 1 mt ictim. W used
one of the Duellists from Vesperos Vendetta
to represent-the Assassin, but pouscan
Biehener model you ﬁ;' > hest!

\

chonseé u

i

The taverns in the settlements around Mordheim make good recruitment centres
for warriors to sell their services to the highest bidder. Here, Mark Havener describes
two more Hired Swords that can be recruited by your warband.

use a blackpowder weapon as such devices are far tog
conspicuous in their use for someone in his profession

Poisoner: Assassins specialize in the use of poisons. The
Assassin starts each game with his weapons poisoned with
either Black Lotus or Dark Venom. The controlling player
decides which poison the Assassin is armed with before the
game starts, and this poison does not need to be traded for.
And no, the Assassin cannot poison other warband members’
weapons, nor will he loan his out!

Skills: An Assassin may choose from Combat, Speed,
Shooting skills or Unstoppable Charge from the Strength
skills list when he gains a new skill. He may also choose from
the special Assassin skills below:

ASSASSIN SKILLS

Backstabber: The Assassin specializes in attacking his targets
when their back is turned. The Assassin may charge an
opponent he cannot see (he knows you're there!) as long as
the target model is within his charge reach. If he does this, he
surprises his opponent and receives a +1 to hit him with all
attacks and any rolls on the Serious Injuries chart are at +1.
This bonus lasts for the first round of combat only, as his
opponent will swiftly recover his wits if he survives the initial
assault.

Hide in Shadows: The Assassin can blend into the shadows
so that his opponents will not see him. As long as he is within
1" of a wall or other linear obstacle (hedge, fence, well, etc.),
opposing models must pass an Initiative test in order to
charge or shoot at him.
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i “And I say we were here lirst: you'd better leave!”
ord 0 !

The argument had been going for a solid fifteen
minutes, with neither party budging from their position,
Reinhold stooped to press his face close o his scarler-
faged adversary, the leader of the Dwarf warband.
Dwiarls were infamous for their stubboraness, and this
individual seemed to be out to prove that his reputation
was well founded. Both warband leaders had warriors
seilttered throughout the ruins of the big hall
Crossbows were nocked and aimed on both sides, and
the stress was showing on several of the Human faces.
The Dwarfs seemed strangely calm.

Suddenly the door burst open, slamming one of the
members of Reinhold’s band into the wall. Through the
doorway, barely able to enter the room because of his
incredible bulk. strode an Ogre mercenary. The creature
stopped as soon as it was fullv in the room. It was
indeed a frightening sight. and the man to the Qgre's
left scarcely reacted when the monster grabbed the
cissbow from his hands and erushed it in 4 huge fist,

“Ah, there you are Ronch!” eried the Dwarf warband

I€ader, a smile springing into his normally dour
features, “I was wondering when you'd ger here. These

in dge ambush on a Skavey warband. We'vé used
Masetinilian Damark fromgghe Marksmen of

A Tilean Marksman leads the .i-fnn.'e;zb.w;ged!:lrcbers

Miragliano ta represent the Marksmdn. \
v -
*": et AL.%?
=y A

— i

gentlemen want to force us to leave. Convinee them that
we should stay.”

“RONCH SMASH!" bellowed the Ogre. He threw the
remnants of the erossbow across the room and brought
up his enormous sword preparing to cut the ex-
crosshowmun in two. His peor victim was [rozen in
shock, and could do nothing to stop his fate.

Fortunately for him; he didn’t need to. for in the next
instant the Ogre froze, a look of shock and horror fixed
to his face. The creature’s mouth moved slowly, but no
sound escaped. Then the hulking brute toppled forwird
and fell face down into the dust that covered the floor.
Out of his back protruded a dagger.

Standing in the doorway was a man, somewhat smaller
than average in height, with nondescript looks and the
barest hint of a smile on his face. He would have looked
like any nobleman’s foppish son. if it were not for the
utilitarian look to his night-black clothing and the utter
lack of emorion in his eves,

*Miss me?” asked Dirk, the assassin that Reinhold had
hired. The warband leader just smiled. It looked like
they would ger to stay after all...
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Michael: As soon as I saw the
plastic Mercenary sprue that
Alan and I had sculpted, I
decided to collect a warband
for Mordheim. The only
A st Udy AR problem was that I didn’t want
i ° a straightforward warband,
of the ' they needed to have a certain
Tl e R {:Ft@ slant. By pure coincidence,
& the plastics came in the same
the Tzar of k. day a Polish friend sent me a
|’4TI S8 'L brilliant photographic book
E  on the making of a Polish
sent a - historical film. It was
warband to packed with ideas
our Clty.

By Rotamaster

' Michael Perry
of the Tzar's
personal

bodyguard.

The Perry twins, Michael and Alan, were responsible for designing
the fantastic human Mercenary sprue. When the sprue first became

available Michael was inspired to convert his own warband with ;
Kislevite look, using the existing Mordheim models.

Farriovs

W

of9 Steef

g N
b ~

that corresponded well with Kislev. So there I had it, a Kisley
warband. In games I would use the Middenheimer warband
list, as their special rule of extra Strength for Heroes would
be in character with men brought up in the harsh climate
of Kislev.

The Dercenary Captain ichaf Kuvef

As you can see he is based on the Reikland Captain with just
a few alterations. I added a plastic fur cloak from the
Middenheimer accessory sprue. I sculpted a leopard head on
the cloak to denote his high rank. The original wide
brimmed hat was snipped off and replaced with a blob of
modelling putty and stippled to represent fur. On top of this
I added a cloth bag (made from green stuff) and to finish it
off, a couple of feathers from the plastic Soldiers of the
Empire sprue were pushed into the putty while it was still
wet. I removed his goatee beard as I wanted to give the whole
warband an eastern European appearance with droopy
moustaches.

The Champion Yrtur Hasinsi

I thought this Champion would look great with a double-
handed sword. The head was taken from the plastic
Mordheim sprue, although I could have used any head
without a beard, as this model would be wearing a big furry
hat. The head was turned to face the direction of the sword
blade which generally looks better. I also added a single-
handed sword with a buckler over the cross guard, as a
secondary armament.

The plastic fur cloak was increased in size using green stuff
to cover the shoulders. The hat was modelled as before and
1 added a moustache. I enhanced the base by adding paving

stones and a plastic skull.

The figure, as with all of them, was undercoated black and
given generally three highlights of paint in each arez,
getting lighter with each successive coat. I wanted to give

most of the warband a subdued look, just picking out the
metal highlights so that the Captain really stuck out 25

‘ f":l: the best figure. I painted some of the gang to look

unshaven, which helps give them an air of menace.

T Be vest of the warband

The rest of the warband were all made using the
Human Mercenary sprue and the Middenheimer
accessory sprue, with simple additions.

For the Henchmen without hats on I scrzlpt’fd
off two plastic heads and added scalp locks if
the style of Cossacks or Tartans. This seemed
apt for these poorer members of the
warband. For the torsos I used the Mordheim
body with the coat on and added a fur tri®?
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You can easily individualise your own warband with simple
conversion work, just look at historical books or films and
take one or two simple elements from them, eg. a gang from
Copher, the Araby capital, could be made by adding turbans
and cloaks.

using Green stuff The spear was added by drilling a hole
through the hand. Then I cut the lantern from the Mordheim
accessory sprue off its pole and stuck it on.

4 The two Henchmen carrying the chest was an experiment to
' see what could be achieved with the Mordheim plastic sprue
' ' The arms and hands proved the trickiest to convert. All the
| parts except for the skull and rat were taken from the
' | Mordheim sprue,

Using putty or tissue (strengthened with a coat of super glue)
to make scarves tied around the faces of your models, yoy
could have a bandit/robber warband.

Gluing Zombie or Skeleton heads and arms onto Mordheim
bodies produces a great Undead gang. The key is just to
experiment!

I On small projects like a Mordheim warband it's always worth

||| spending a bit of time on the bases, this helps a great deal in

' bringing the figures to life. Plastic bits from the Zombie or
Skeleton sprue are ideal. Masonry, paving stones and arrows
stuck in at angles all look good.
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=me Stage by Stage guide =

| basic model is
assembled using
parts from the
Mordbeim
Mercenary
Dlastic sprue
and the cloak
Jrom the
Middenbeimer

accessory sprue.

Stage 1: The e z

Stage 2: Using
green stuff the
cloak is built up
around the
shoulders. The bat
is also modelled on
and a feather from
the Empire
Halberdier sprue is
added. A
moustache is also
added using a
rolled out piece of
green stuff.

Stage 3: Extra
detail is added
when the model is
painted. Michael
bas used dark
ruddy colours for
the furs and
painted on stubble
to the model’s
Jace.







Ye final work of

PICO
GIACOMETTI

War Artist Extraordinaire

* Show to be held at
Griffon Gate Market

on the

Fifth of Phlugzeit

to raise funds for his
Widow and cleven

chlldrcn

F REELANCE

WORK REQUIRED

Apprentice printer
sccks employment.

Trained by Paulus the Fat at
the Town Cryer press.

Contact
Mattaus Huszar

at the sign of the Scorpion.

WANTED

Cedric the Scholar

For practising ye
DARK MAGIC

75

Gold Crowns .
Undead or Alive

PRINTING PRESS
FOR SALE

Made by master—craftsman
Max Apfel Well Iooked

after, onc carcful owner.

100 Gold Crowns

Dargan Rockfist
. GREENSKIN -

SLAYER

Expert at eradicating

FOUL GREENSKINS

Fee 15 Cold Crowns

for each contract

PUBLIC
NOTICE

Hangings

This month’s attractions:

Alfred Roscnberg, for
stealing a Iettuce.

Walter Bernard, for pig
burning

Gerrit Puni, selling bad fish.

Maria Reynolds, for
Witchcraft.

Henri Gautier, for man
burning,

To take place on
the ninth day of Phlugzeit

an Annual
ARCHERY

TOURNEY

chryk Bergson invites
all men practiced in the
use of the bow to a

challenge of skill.

Tourney to be held at the
Griffon Gate Plaza

on the

It Festag of Phlugzeit.

Elves welcome.

Town Crycr Press \
* from foul Ratmen from below ¢

Payment of 10 GOLD CROWNS

for cach confirmed kill

HIRED SWORDS REQUIRED
To dcfcnd

TR

OBITUARIES

Pico Giacometts, Jead poisoning.

Arturo Burelli, died from the
Red Pox.

Lucas Borcht, crushed in a
boulder slide.

Johasn, murdered by an angry
customer.

Olga Rubens, choked to death

on a fine vintage.
Black Sword, shot.
Black Arrow, knifed

Father Adolf Muller, stoned

Henri Leibl, killed by a
Snotling.

Jarak Blackblade, somcone solved
their problem in onc blow.

Mattaus Nichollus, lost his
bottle.

- GREENSKIN -

CLOAKS

FOR SALE
10 Gold Crowns each

Hardwearing and waterproof!
Arrows fust glance off!
Expert Stitching!

Contact Elsie Rockfist
at the

Drunken Goblin

(Your snitials embroidered while you wait)

i G B

Maximilian Luce

TILEAN

Crossbowman

Can hole a golden ducat at
101 paces

Dead cye shot, steady hands,
expertly craftcd bolts.

Will kill anybody
w1th stylc

ohann's Emporium

CLOSING
DOWN SALE

Everything must go

Interest free credit
(subect to status)

Come to Ye Olde
Gate Keeper's Cottage.

NICODEMUS

—
GREATEST WIZARD
in yc
KNOWN WORLD
d \

;""—D&v EINTEIING 5 o R WRMET

Payment in wyrdstonc.

Follow the riddle at the sig?
of the Red Moon.
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- PREPARE
FOR BATTLE

GAMES WORKSHOP
STORES

Great generals don't rely on luck;
and neither should you!

There are a lot of decisions every
commander has to make,
decisions like which army should
they collect, which troops are the
best to field, and what weapons
should these troops carry.

Your Local Games Workshop
store is a great place to pick up
advice on expanding your
collection. All Games Workshop
staff are keen hobbyists
themselves and they’re always
happy to offer you advice. So if
it’s a chat about strategy and
tactics you're after, then call into
your local Games Workshop

= store now. e
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Shops with their name
in RED have Games
Night every Thursday.
(N R[04 : (0] L Those with their
names in BLACK have
STORES their Games Night on
Fridays.

AUSTRALIAN

CAPITAL TERRITORY

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
MIRANDA: Shop 1048a Westfield 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 619 Capital Centre Arcade NEW
(George St entrance) Sydney NSW 2000 address
Phone: (02) 9267 6020

WOLLONGONG: Shop 2, 201 Crown Strest
(Globe Lane) Wollongong NSW 2500
Phone: (02) 4225 8064

QUEENSLAND

BRISBANE: Shop B8 Queen Adelaide Building
Queen Street Mall Brisbane QLD 4000

Phone: (07) 3831 3566

MT GRAVATT: Shop 2005 Upper Level
Garden City Shopping Centre

Upper Mount Gravatt QLD 4122

Phone: (07) 3343 1864

SOUTH AUSTRALIA
ADELAIDE: Shop 25 Citi Centre Arcade

145 Rundle Mall Adelaide SA 5000

Phone: (08) 8232 7611

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

VICTORIA

GREENSBOROQUGH: 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

RINGWOOD: Shop L44A Eastlands Shopping Centre
Ringwood VIC 3134 Phone: (03) 9876 0099

WESTERN AUSTRALIA

PERTH: Shop 34 Raine Square, William Street
Perth WA 6000 Phone: (08) 9322 3895

NEW ZEALAND

AUCKLAND: Shop 4 280 Queen Street
Auckland Phone: (09) 302 0279
WELLINGTON: Shop 13 18-30 Manners Street
Wellington Phone: (04) 382 9532

COLDEN
TICKET
GAMING

This Saturday (1st April, no
seriously) each Games Workshop
store will be running their
WARMASTER GOLDEN TICKET
GAMING. The eight lucky winners
from each store will be the first to
play Warmaster in their area!

For those who were not lucky
enough to win a Golden Ticket
their will be an opportunity for a
few introductory games in the
afternoon, ask your store staff
for details.




A vast High Elf Army bas sacked
the tombs of Kbemri before fleeing
Jor the far reaches of Ulthuan. The
purpose of their quest was to steal
the great "Eye of Osiris", an
ancient oracle that holds the key
. to crossing the gateways between

" the realms of the living and the
dead. With this oracle the High
Elves bope to discover the spells of
unbinding and destroy the Undead
once and for all.
Setira, foremost among the Tomb
Kings has dispatched armies to
bunt down those who bhave
desecrated the sacred places of bis
realm and destroy them utterly

Once WARMASTER is released
loads of our stores will be
. running some fantastic
“scenarios encompassing an
epic tale. Why don’t you head
down to your local Games
Workshop store and join in?

A column of Kbemrian Undeéd march from their
tombs to bring death to those who dare oppose them.

Store: Ringwood

Location: High EIf Colony of Arnheim

Date: Throughout April

A horde of Undead have attacked the isolated High
Elf colony of Arnheim Liche Priests wield their vile
dark magic while hordes of skeletons march
against the Elven defenders. The armies of Khemri
must recover a piece of the "Eye of Osiris" before
the High Elves can use the artefact to destroy the
Undead once and for all.

THE FALL OF COPHER

Store: Wellington

Location: Copher

Date: Saturday 29th April

The High Elven spice port, Copher, was
under attack - the forces of darkness
advancing upon them en masse. Row upon
row of shambling skeletons came forth, led
by Prince Imohtep, High Priest of Settra.
The only thing that stood between them
and the port's walls was a deep chasm. The
Elves' only hope was to use the crevasse to
their advantage, and try to siow down the
unstoppable horde before reinforcements
could arrive..

BATTLE OF ARABY

Store: Perth

Location: Araby, The Cracked Lands

Date: Saturday 29th April, 12:30 p.m.

Word of their advance spread quickly, the
righteous High EIf armies had pushed back
the vial undead to their staging area deep in
the Land of Khemri. The battle in the
Cracked Lands will decide the fate of the
legion of soulless warriors. Do the High EIf
commanders have enough manpower to
destroy the Undead?
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Store: Belconnen

Location: The plains south of Nuln
Date: Saturday 29th April

Once again an Undead cross running
waters of the Upper Reik, marching
across the plains south of Nuln.
Farmlands and small villages are
crushed before the horde and the
refugees rush north before the army!
Someone must decimate this evil
scourge before it is too late!!!

: iy’
| LAST STAND AT ZANDRI BAY

Store: Castle Hill

Location: Zandri Bay

Date: Throughout April

Captain Athises servayed the surronding country
side. Not a living thing stirred, all he could here
was the thud, thud, thud of the advancing Undead
force. This was it, the last stand to buy time for the
High EIf mages so they could bring their piece of
the "Eye of Osiris" back to Ulthuan.

AN f
eSS Z7miets

WNW mrmm

DARKNESS BEFORE DAWN

Store: Chatswood

Location: Pirate Isle of Sartosa

Date: Throughout April

Trapped between the imposing cliffs of Sartosa and
the fast approaching Undead fleet, the High Elves
must form a battleline as best they can. The last
survivors of a titanic sea battle, they have no hope
of rescue. Come put up a valiant High EIf defense
or crush them utterly in Settra's name

A
ESCAPE FROM THE CRIMSON COAST

Store: Melbourne

Location: Shores of Zandri Bay

Date: Saturday 15th & Sunday 16th April

The path of escape for the invading High EIf forces lays through the
harbour city of Zandri. .. hordes of Undead rise up to block their retreat.
Will they reach their ships with their piece of the "Eye of Osiris" or will
their blood be spilt upon the shores of Zandri

/"

Store: Miranda
’ Location: Mortis Tarn

Date: Saturday 22nd April

b | The cold breeze swirled around the cursed earth where the High
Flves camped. The once proud Lord Allyrion Caradryel has been
forced to retreat his forces into the unforgiving mountains.
Amidst the constant howling of the wind and bitter taste of sand
fear finally grips the weary defenders as they prepare for their
last stand. The end s near. In the distance a storm is coming and
in the still of the night the dead are walking

Store: Marion =—r—g

Location: River delta v—

Date: Throughout April d

The crash of tortured wood sounded over the

Dragonship's deck as it beached itself on the thick

shore of the river delta. Like a well oiled machine 1 —_—

the High EIf troops marched down the lowered FLIGHT FROM AR ABY

gang planks and took up a defensive position just

as the first volley of arrows began to fall amongst Store. Sydney i

them. Looking out towards the great stone sphinx Location: Khemri i

they could just see the advance guard of the Date.' Saturday 22nd April . .

Undead army as it creasted the dunes Fleeing the lands of Khe.n?n with
A piece of the Eye of Osiris, the

High Elves are ambushed in the
A dead of night by huge Undead

horde led by Morthael, the once
THE EYE OF OS‘RIS trusted advisor of the EIf General
Store: Parramatta Aethos. The sentries have quickly
Location: Khemri ’ succumbed to the mighty horde
Date: Throughout April : and now Aethos must batlle

¥ The High Elves’ Search for a piece of the “Eye of through the horde and make it to

Osiris” has led them to the Khemri City of the waiting fleet for the final
Alexandretta, A bloody conflict will follow as their

forces lay siege to the Tomb King’s walking dead

Flaming skulls hurtle from the city walls. Chariots

and cavalry clash on the open plains.
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“%’m§ EASTER |
“u%  HOLIDAYS

During the EASTER HOLIDAYS all Games Workshop stores will be playing lots of
games, and holding painting and terrain building classes. A Games Workshop store
is the perfect place to get started playing some battles. The staff are always happy
to answer your questions and will take you through an introductory game. Your
local store is also a great place to meet other gamers!!
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HOBBY WEEK

17th-22nd APRIL (EXCEPT QUEENSLAND, 25th-30th APRIL)

As part of our school holiday madness, each Games
Workshop store will be holding a hobby week.

Each day during the week our stores will be running
surprise events to showcase one of our games and
they’ll be giving away lots of silly prizes. So
surprising are these events that not even our staff
know what system they are going to be playing!
There will be lots of big games, painting and
competitions for the beginner as well as for our
regular customers so just ask your local store staff

I;J; rlrllzrﬁ :ﬂii'ls and they’ll tell you.....if they know! é
DON’T BE LEFT FOR DEAD
| GET DOWN TO YOUR LOCAL GW STORE TODAY!
9 T o e T e T T 57 i
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The warpstorms that bad isolated the tropical world of Laniena Il
were at an end.

Vital supplies for the garrison stationed there were now able to reach
the planet after five years of isolation. Accompanying the convoy was
an Ecclesiarchal mission from the Convent Sanctorum, consisting-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 transports bad
landed.

What followed could best be described as four weeks of Hell &
Damnation. Distress callswere made, and at the eleventh bour the
astropatbs received an answer from an Astartes strike craft patrolling
the sector. '

The last stand of the beleaguered defenders was at a place called
Placidus Stagnum, an ancient and once beautiful city. Now muderous
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
Dbeace with the Emperor. As the grim ceremony came to a close the first
wave of Space Marine drop-pods, as though delivered by His Immortal
Will, screamed through the atmospbere.

LANIENA Il pits the staunch
forces of the Imperium (Imperial
Guard, Sisters of Battle and
Space Marines) against the evil
Dark Eldar, all fought over a
massive, fully sculpted gaming
table, the likes of which you
have never seen before (it

really is that dramatic)!
LANIENA Ii1 will crash through
these stores soon:

AUCKLAND 31 March - 1 April

WELLINGTON 15-16 April
MIRANDA 29-30 April
RINGWOOD 13-14 May
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These are just some of the upcoming events
happening in our stores. Contact your local
store to find out what they've got planned.

GAMES WORKSHOP
STORES

FIREBASE KRASSUS

GW Greensborough (29th April) - From hidden bases deep in the
Catachan jungle the "Catachan Devils" launch lightning

attacks into enemy territory, but now the hunters have
( \ become the hunted.

BATTLE OF THE BULGE Will Firebase Krassus be able to hold against the

) . Tyranid menace or will they be washed away by the
GW Auckland (29th April) - Before his Great Devourer? Bring in your own painted unit or use
ill-fated journey to visit the High Elves, one of ours for this massive Warhammer 40,000 battle.
Grom the Paunch made a quick side trip to

the Empire. Can his appetite handle the The game s from:1am - dpim;
might of the 1st Imperial Tiger Tank
division? Chariot vs Steam tank -
it's not as one-sided as it seems...

 AGAINST THE ORCS
HADES HIVE: THE AFTERMATH GW Ringwood (8th April) - Baron von Hardcore and

. his loyal soldiers must battle the Orcs of the Red
GW Auckland (29th April) - Through the ; e
ruined Hive City of Hades, where tanks fear Fang clan who dwell in a fortified tower on Mount

to tread, Imperial Sentinels aided by elite Blo_m‘j k_!orn. 3
Stormtroopers must clear out the To join in the battle, bring in your own painted
\remaining Ork forces. models or use some of ours. The game begins at
/ \12 Noon.

"PAINTING COMPETITIONS ~ 4. |

Many of our stores run painting competitions during the school
holidays. Contact your local Games Workshop store to find out
whether they have a competition planned for the April holidays.

GW Melbourne will be running a Silver Skink Painting Competition
throughout the April school holidays. Staff will be awarding winners for
best single miniature (Warhammer 40,000 and Warhammer Fantasy
Battle) in the following age groups:

» Young Bloods (under 14 years)

» Novices (under 18 years)

e« Henchmen (Open)

Winners will be announced on Tuesday 25th April at 3:00pm.

GW Parramatta is also running a painting competition during April. The
categories for the competition are as follows:

« Best painted unit (Warhammer 40,000)

= Best painted regiment (Warhammer)

= Best painted army (Warhammer 40,000)

* Best painted army (Warhammer)

For full details on the rules and conditions contact the staff at GW
Parramatta. Winners will be announced on the 29th April.
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A Chaos cult temple has been Our stores in Queensland |
discovered near the rim of the pit and is

will be continuing their
believed to be a source of great power Mordheim campaign. You
for the Shadowlord.

can join in at any time by
e ; e ! bringing along a painted
During Aprll_, l:.lnng in your pamle:d 500 gold crown warband.
Ewarband iOl]OII‘I Fhe_renpwned Witch Contact the staff at GW
‘Hunter Marius Dire in his attempt to

release Mordheim from the dark lords.

Brisbane and GW Mt.
Contact the staff at GW Wollongong to

Gravatt for further
information.

register your warband for a chance at

the spoils.

A

p

IN THE END THERE )| [ ASSAULT ON AVERLORN 3 |
CAN BE ONLY ONE' "Chaos forces have deployed Colonel. ETA 15 minutes." \'1\

Colonel Truan looked up into the polluted sky of the Hive

Adelaide vs Marion - During the month of world of Averlorn. The Chaos assault craft marked the sky

April each of our stores in South Australia on their approach towards the hive spire of Averlorn

‘will be running heats to find a store Prime. On board the assault craft unknown beings from
champion. These champions will do battle the Eye of Terror lurked, waiting to bring bloodshed and o]
‘on the 27th - 28th April to decide the best ; eternal Chaos to the Imperial planet.

‘Warhammer Fantasy Battle and
W y "Prepare the the 25th and 26th regiment for front line

Warham 40,000 general for the state.
FHek SEnsrEpn e YA defence. | only hope that the Adeptus Astartes will arrive
To take part you must register your army in time..”

at either GW Adelaide or GW Marion by : . ) " . ;
Thursday 30th March. Heats will be run on During April, GW Sydney will be building a huge hive 1

G Niahts during Apfil. world gaming table for the Bring 'n Battles to be run on
1 \ gines Nights during ARel J Saturday 29th and Sunday 30th April.
' All are welcome to help prepare the defences or join in the
assault on Averlorn Prime. J |
|

"BOOT CAMP

The Administratum wants YOU... to become a
fully- fledged gamer. Our hobby isn't just about
demolishing your opponent's army. It's also about
painting, making scenery, playing in the spirit of
the game and much more.

By joining the BOOT CAMP you are putting
yourself in the hands of the Emperor's finest

/’

} servants so that they may give you the proper
| BR]SBANE D]ORAMA COMPETIT]ON training in all things Games 'Workshop, you may
even join the ranks of the Veteran Sergeants. Oh,

don't worry, you still get to demolish your
opponent's army...

To enter this competition simply register your
name with one of those crazy guys in the red
shirts and you will receive the Official

Competition Base upon which to build and Boot Camp is a regular event that takes place at
paint your diorama. GW Brisbane and GW Mt. Gravatt. Call these
The competition will be judged on Friday 28th stores for details. p—

April. Ask GW Brisbane store staff for details.

p
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'E MONTH « ARMY OF THE MO,

MORE THAN JUST
A \NOTHER BEASTIE BOY!

Andrew Long, manager of our Melbourne store, collects too many armies! He may be
able to roll out any number of "war stories" as proof of bis gaming knowledge; then
there’s the two Golden Demon trophies that belp back up claims of being an avid
bobbyist; but lets face it, the sheer size of bis 40K armies stamp bim as a collector.

RMY @59

Some of you may remember his Eldar Army from White
Dwarf, there’s a huge Blood Angel collection (over
7,000 pts) that sometimes lives in the window of the
Melbourne store, a sizeable Nurgle Cult force, Legion of
the Damned, Necrons, a growing Orky Warband and
those dead sexy Sisters of Battle that have influenced a
load of people to start Sisters forces (just ask Head of
Retail Jim Fox)...yep that’s too many armies.

So it was surprising when we asked Andrew to supply us
with an army to showcase in White Dwarf that he
offered up a Warhammer army.

"I love to play Fantasy Battle. I've played it longer than
40K and it’s always fun to play a good game of
Fantasy. The Warbammer World and the armies that
populate it bave so much character and background.

That’s something you can emphbasise when you collect
an army. Choosing troop types that influence the way
the army plays during a game. Also, when you get
down to painting the army, a strong theme really belps

AT VE X

make it look good on the battlefield.

I collect the true children of Chaos, creatures that may
bave once been buman but are now a powerful force in
their own right...the Beastmen. The range of models
available for a Beastmen army are excellent, with
loads of character and they’re great to paint.”

Andrew’s Beastmen army is built around the tactics of
hitting the enemy head-on with a two prong attack.

“Whenever I put together an army my first choice is a
large unit of Bestigor to spearbead my assault. With
balberds, beavy armour and two wounds they are
among the best shock troops in the Warbammer World.
This unit forms to bodyguard for my Beastlord. They
are supported by Ungor to barry the flanks and Chaos
Hounds to chase down fleeing opposition units.

The second pincer is dominated by my Minatour. This
rock bard unit is an imposing centre piece for the
second arm and is supported by my Gor and Chariots.

)
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| » ARMY OF THE MONTH * ARMY OF THE

The basis of these Beastmen tactics is to make up for the
army’s weakness. Like all Chaos armies the Beastmen
bave no missile troops. However, with their great
toughness and two wounds I like to get my force
moving. Everything marches bead long across the
battle field to engage the enemy as quickly as possible.
Those missile dependant armies bave a lot of targets
or run the risk of one of my two prongs reaching their
main lines.

Once they bit each prong becomes a rolling wave of
beastmen crashing against the opposing army. If all
goes to plan enemy units that flee will be chased down

Andrew’s always been a fan of
these massive Minotaurs, and
it shows in this awesome unit!

by my fast moving units, the minatours and Chaos
Hounds. Leaving the Bestigors and Gors to mop up.

The only other variation Andrew makes to the army is to
sometimes add in a unit of Harpies.

"They’re great for dropping in front of war machines or
better still right in the middle of Goblin armies. Matt
Davey, manager of our Parramatta store, certainly
knows bow ugly it can be when all those Night Goblin
Fanatics come out to chew up more of their own army
than the Harpies!"




 THE BLACK LIBRARY PRESENTS

INFERNO! 16 -
Short stories, illustrated features, comics...

Inferno! is Games Workshop’s anthology of short stories from the
grim and dark worlds of Warhammer and Warhammer 40,000. Every
issue is packed full of action-packed short stories, fantastic artwork,
incredible iflustrated features, comic strips and more. This issue
features four short stories, including Snares and Delusions by
Matthew Farrer in which a mighty Khornate champion hell-bent on
revenge against an Eldar craftworld finds himself face-to-face with the
horrifying destructive force of an Avatar. Also from none other than
Gordon Rennie we have a fantastic Battlefieet Gothic story in which an
Admiral finds himself in a deadly ship-to-ship batile with an ancient
and evil Space Marine Lord. Also the final, blistering episode of
Obvious Tactics form David Hugh. All this and more in the latest
fantastic issue of Inferno!

OUT: NOW « ONLY $9.95  NZ$11.95

=2

Get all the latest news about the Black Library at our wehsite: http://www.blacklibrary.co.uk
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NEW! NEW! NEW!

KAL JERICO — The Graphic Novel

This fantastic graphic novel contains all of your favourite Kal Jerico stories in one
volume. Brilliantly written by Gordon Rennie and superbly illustrated by Karl

Kopinski, the Kal Jerico storylines are amongst Warhammer Monthiy's most
dynamic. In this great collection you will find: The Hit; the first appearance of
both Kal and his haif-breed side-kick Scabbs, not to mention their arch-enemy,
renegade Pit Slave Vandal Feg. Other stories include Yolanda, Nemo, Redemption
and of course The Motherlode, in which Kal and Scabbs search for a mythical

horde of archeotech. This great action-packed, sabre-wielding book is a must for
any fan of Necromundal

~ OUT: SOON = ONLY $14.95 NZ$16.95

GRAPHIC NOVELS
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TROLLSLAYER SKAVENSLAYER DAEMONSLAYER REALM 'OF CHAOS
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$12.95 Nz$14.95 $12.95 Nz$14.95 $12.95 Nz$14.95 | -$12.95 Nz$14.95
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HAMMERS OF ULRIC COMING SOON! A BRAND NEW NOVEL BY DAN ABNETT
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Warhammer
Chronicles takes a
look at the
Warhammer game,
its rules,
background and
game mechanics,
frequently 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.

If vou hetve

zot a good ilem for
Wearhanner
Chronicles then
torite Lo

Tavoners Pivinesn
(Warbanimer
Chronicles)

CGrenpires Workshof
Willene Rocd, Lenton
Nottinghant, NG7 2WS

Please note that e
letters containinge
riles guieries, regiiests

Jor a Mercedes Benz or

conking rectpies ele
will be terminated
with Lxtreme
Prejudice. You bave
been warned.
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chronicles

This month we deal with some
optional rules which you might like to
try out in your Warhammer games, just
for fun. The idea behind these rules is
to represent some of the problems of
commanding a real army which are not
usually taken into account in a

wargame. Obviously it hardly needs to
be said that you and your opponent in
the game should agree whether or not
to use these rules and if you do, be
prepared to use your imagination in
applying them.

The Night Before The Battle

By Nigel Stillman

How much control does the General
have over the course of events once
the battle has begun? Not much. When
the regiments start to move, the dust
rises, the smoke of the guns obscures
the view, confusing and contradictory
reports come rushing in and couriers
fail to deliver their vital messages.
Orders are misunderstood or ignored,
the most reliable subordinates have
already fallen, the least reliable don't
do what is expected of them, the plan
goes astray, the enemy do the
unexpected and so it goes on. What is
the General to do except put himself
at the head of his reserves and charge
in at the decisive moment to swing the
balance, showing his banner surging
forward, inspiring his flagging troops
by heroic example, hurling back the
enemy breakthrough? He might send
out couriers to change orders or
prompt his subordinates into action,
but the results are uncertain and there
will be inevitable, fateful delays.

The truth is that when the cannons
begin to roar, the greater part of the
General’s work is already done and
the outcome is down to fate and
fortune. This being so, the plans and
preparations made by the General in
the days before the battle, his choice
of troops, the route of march, the
choice of ground, the choice of
subordinates, inspiring the troops and
many other factors, influence the
outcome of the battle greatly Herein
lies the greater part of the General’s -
work and where his talents, or lack of

them, will seal the fate of his army: His
decisions and judgements on the eve of
battie will often be as decisive as
anything he does on the day — maybe
more so. A General who is fortunate to
be able to direct the course of battle,
rather than merely react to events, is
most likely to be one who has made his
plans well and taken everything into
account before swords are even drawn.

This aspect of generalship is of course
the last thing to be considered in the
average wargame. Campaigns and
scenarios try to deal with these things
and confront the player with some of
the real challenges of command. The
wargame, however, places the player in
a fortunate position of control which a
real General could not hope to enjoy.
The wargame is not wrong to do this,
because a game which makes
everything variable and out of the .
players’ control is no more realistic and
much less interesting. What is needed
are mechanisms for representing the
aspects of generalship which are not
usually taken into account.

The mechanism described here
operates before the battle begins. It
represents the General’s judgements
on the days leading up to the battle
and on the eve of battie itself The -
choices made by the player as General
create opportunities and circumstances
which can give his army advantages
the battle. Of course, the opposing
General will be doing the same, but hi$
judgements will be different...
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| debatc in the council of war. Young
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and battle is expected
morrow. All the reports you are
g to get have already come in
pm the scouts and spies. The

ps are resting in camp and
ting what for many of them may
eir last meal. There is only

ne to do one more thing before
wbreak, when all efforts must be
rected at getting the army up
moving. In this last quiet
oment, the General, that is you,
t opt to do one of the following
ngs. Choose one from the

wing list.

* Call a council of war
‘ Equtpment inspection
- Cnnsult the omens

greatly diminished following, having
recently returned from an arduous
quest. Baron de Foppe was demanding
the place of honour on the right of
the batile linc. The cxpression on the
face of Baron le Bon said it all

The King spoke: “Baron de Foppe, it
is my wish that you command on the
Ieft of the linc, for although your
rank and nobility entitles you to
command on the nght the danger to
the Jeft of the army s so great,

being exposcd as it is to attack from

* Sacrifice to the gods

¢ Study the maps

* The last supper

* Inspired oration

* Survey the battlefield

* Fraternise with the troops

Leader’s Personalities
The next thing you must do is to
establish the personalities of your
subordinate commanders. These
include all your character models
and all the other leaders of units
(remember every unit has a leader
even if it doesn’t have a Champion).
In the case of units with multiple
characters only roll for the one with
the highest points cost. Do not roll
for your General. Any unit led by
the General will not be affected by
their original leader’s personality

the flank, that this placc must be
taken by the greatest contingent”
Dclighted with this flattery, Baron de
Foppe concurred. Then turning to
Baron fe Bon, the King said “Baron Ie
Bon. my oldest and most trosted
friend, since Baron de foppe cannot

be spared for the right flank, I
choose you to command here, where
your cxperience will outweigh your
fack of troops.” Baron le¢ Bon smiled,
knowing full well the mind and
wisdom of

One of the principle tasks of high
command is to know the abilities of
your subordinates and, if possible,
to appoint the right men as leaders
of units. Even though the General
will usually not be able to change
unit leaders (because they are

tribal chiefs or feudal barons for
example, who can’t be easily
removed and replaced), he can take
into account their personalities
when making his plans. So, for
example, it would be best to deploy
a well led unit in an important
position in the line of battle.

All armies must roll to determine
each leader's personality on the
chart below. However if you call a
council of war this will effect

the results (see over the page).

2 Rash and impetuous

A unit led by this leader will
‘counter-charge as a charge
response against enemy chargmg
{rom the front (the unit moves 4"
‘lowards the enemy, and the enemy
t:harges as normal; both units count
as charging; models attack in

 Initiative order). Test against

|| Leadership when enemies come

ns. It
ments
yattle
The
General
nstances
ages in
sing

;, but his =

l Ixalf rate (this includes marching).

:mthm 8" of the unit. A failed test
‘means the unit charges them.

3 Treacherous
“This leader secretly harbours

' Some kind of grudge or is jealous

‘of your position as General He
‘Wwould quite like to see you
‘defeated and maybe even
‘Overthrown. A unit led by this
leader will not charge the enemy
and will never move at more than

5 Cautious

A unit led by this leader will not
charge enemies more than 12"
away from it If occupying cover,
the unit must test against
Leadership to move out.

6-8 Decisive, intelligent and uses
initiative

A unit led by this leader operates
exactly as you, the General, would
wish. The leader has understood
what is in your mind and knows
what to do.

9 Unreliable

A unit led by this leader will not
rally when fleeing, he will just
assume the battle is lost and head
for home. When pursuing, the unit
will rush off in search of plunder
far behind the enemy battie line,
so roll an extra D6 for pursuit.

Leader’s Personality Table (2D6)

10 Incompetent

A unit led by this leader is poorly
trained and its equipment is
neglected. Discipline is lax and
morale is low. The leader doesn’t
bother to inspect the troops or
drill them regularly. Their pay is
owing and their rations are
meagre because he keeps most
of the money for himself The
unit suffers -1 Leadership, -1 W§
and -1 BS.

11-12 Expert veteran

This renowned leader has the
devotion of his men. A unit led by
him operates exactly as you would
wish. Even better than this, the
unit may re-roll any failed Break
test or Rally test. The unit is so
well trained that they count as
having +1 WS.




Call a Council of War

You summon all the regimental
commanders to your tent for a
council of war. You tell them the
battle plan and ask their
opinions. Each one has his say
while you sit quietly watching. It
is possible that someone will
have a good idea to improve the
plan or notices a fault. Who
knows what else might be
revealed at the council? Take
note of who is confident, who
may prove unreliable and who
was too drunk to attend.

Advantage: If you call a council of
war, you find out the strengths and
weaknesses of your regimental
leaders and their ability to act
according to plan. You can deploy
them where you think they will be
most useful (or do least mischief)
in the coming battle. When you roll
Sfor each leader to determine bis
Dersonality before the battle begins,
you may re-roll any undesirable
results once per leader, to represent
promoting a replacement for an
incompetent one! You may then
swap around the results you bhave
rolled to apply to the leaders of
your choice, to represent you
appointing your most trusted
lieutenants to lead the most
important regiments (in game
terms you only swap personalities
not maodels).

If you do not call a council of war,
your regiments will deploy for
battle with whoever bappens to be
their leaders. Roll to establish
Dersonalities exactly as described
on the previous page.

Equipment Inspection
You decide to check over the
baggage and inspect the
equipment, especially
war machines, artillery,
gunpowder or siege devices.
i something is amiss, you
instantly order men to put it
right. If anything has been
neglected, you will discover it
before battle.

Advantage: One missile unit or
battery gains +1 BS or may re-roll
any misfire result in the coming
battle because you ordered them to
spend the night looking after their
equipment.

Disadvantage: One random
character must be made an
example of and demoted to the
ranks for neglecting bis duties and
so will not take part in the battle.
He remains under guard in the
baggage camp.

Consult the Omens
Everything that is within your
power has been done, but there is
much that is beyond your
control. Maybe you should
consult the gods for guidance. As
the sun sets, you summon the
priests to scrutinise the omens.

Who can predict the will of the
gods; roll a D6 on the chart below.

D6 Result

1-2: The omens are dismal;
tomorrow is not an auspicious day
to fight a battle and the portents
indicate defeat. Unfortunately, you
bave no choice when to fight,
because the enemy are already at
band. Though you may be sceptical
of superstition, your troops are not.
As the rumour spreads, they are
filled with a sense of dread. In the
coming battle, all troops will roll
three dice to rally and choose the
worst two scores.

3-6: The omens are favourable;
tomorrow is an auspicious day to
fight and there are portents of
victory! The news spreads through
the army filling the troops with
confidence and banishing their
Jears. In the coming baitle you may
re-roll any failed Panic tests and
Fear tests.

Sacrifice to the Gods

It is wise to placate the gods
before going into battle. This is
both prudent and respectful. It is
best to get the gods on your side
and it is certainly tempting fate
to ignore them. Therefore, you
summon the priests and perform
a sacrifice. You call upon the
gods for divine intervention and
vow to offer up to them the
captives and the lion’s share of
the booty if they grant you the
victory.

The gods are fickle: Roll a D6.

D6 Result

1: The sacrifice was not acceptable.
The gods are offended! Not only do
they ignore your pleas for belp, but
seek your doom. Whenever the
General suffers a wound in the
coming battle, roll a D6. On a roll
of a 1, this is a mortal wound and
the General is slain, regardless of
any remaining wounds.

2-6: The gods are impressed. In the
coming battle you may re-roll one
failed test against the General's
Leadersbip during the battle.

Study the Maps

You spread out all the maps in
your tent and discuss the routes
of approach to the battlefield,
trying to guess where the armies
will meet. You ask the opinion of
your scouts and interrogate some
locals which they have rounded
up. This diligent scrutiny reveals
possibilities for you to exploit °
with your army.

Advantage: You discover a way to
outflank the enemy position and
order one unit of troops to
approach the battlefield by this
route. One unit of your choice may
arrive anywbere on either side edge
of the table at the start of any of
your turns, then moves normally.

Disadvantage: The maps may
bave been inaccurate and the locals
may bave given misleading
information. The troops you :
despatch by the roundabout route
may lose their way. Roll a dice on
the turn you want them to arrive
On a score of 1 or 2 they do not
arrive. You may dice again in
subsequent turns. If they fail to
arrive for three turns, they don'’t
turn up at all.
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Survey the Battleficld
You decide to use the last
remaining rays of the setting sun
to look over the ground between
your army and the enemy, so as
to choose the best place to
deploy for battle. The long
shadows reveal the lie of the land
and suggest possibilities.

Advantage: You notice a
strategically tmportant terrain
Seature and give orders for light
troops to occupy it at once so as to
be in place when the battle begins.
In the coming battle, you may
deploy one unit and any associated
Champions plus one independent
character anywhere on the
battlefield, excepting the enemy
deployment zone, before any otber
deployment.

Disadvantage: Enemy scouts spot
you and take shots in the dark.
Your unit with the bighest
Leadership accompanies you on this
task as your bodyguard (if more
than one unit is eligible, determine
which one by rolling a dice). Now
you must roll a dice for each
trooper. On a score of 1 be was shot
and will not be taking part in the
battle. Roll also for yourself and on
a score of 1, you begin the battle
baving already suffered one wound.

Fraternise with the Troops

You wander round the camp
disguised as a common soldier,
laughing, joking and playing dice
with your troops. Everybody
knows who you are but pretend
not to recognise you; flattered as
they are to be able to talk openly
with the General himself. You say
a few words of encouragement to
the young recruits, listen to much
grumbling about rations, pay and
long marches and maybe hear
words of wisdom from veterans.

Gnashrag the Orc warlord watched the Bretonnian battle line
approach. Suddenly he spied Ugrug's boys surge forward. “Nar!
Yer spoiling da plan!” yelled Gpashrag. Then Grotnob’s Gobboes, for
no reason whatsocver, started to fall back. squabbling among

themselves. “Gork save us,” thought Gnashrag, “wot 2 bunch of gitz.”

Advantage: Word gets around the
camp. Your men now know that you
care about them and share their
concerns. They will follow you with
devotion and will fight with
determination in the coming battle.
All regiments may re-roll any tests
to rally.

Disadvantage: You lose a game of
dice with the biggest and best of the
veterans. You must show good
bumour and lose an item of your
wargear.

D6 Result
1-2: You must part with your
cheapest magic item.

3-4: You lose an exotic piece of
armour (-1 armour save for the
entire game).

5-6: You lose your warhorse, chariot
or otber mount (if you are on foot,
roll again).

The item is immediately exchanged
for drink or some such frivolous
Dleasure as soon as your back is
turned and may not be used in the
battle.
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- NEEDS YOU! ..

W s ; ’/I:’IT‘E; |
: “’mpenal Guardsmen,, - ‘f Prg ¥y
you are the last line of AS s s,

defence against the alien
hordes that threaten our Imperium. Each one of
you brave warriors is part of a vast fighting foree
that will be called upon to serve in the eternal war.
You will fight on countless battlefields on
thoy;gpd di t would, across the galaxy.
hd, h ou ' fight in our great

crusadmg rlm - or serve with th
smallest garrison, .you must
proud to sacrifice your life to save

Humanity from its ene_mles 2

Commissar Yatrick,
addressing new recruits

AL o
/“The lMPEHIAl RD Battle Force j 'ﬁ . The lmp;%? W Battle Force contains
an ideal way, to’start a new Imperial | /| <20 Catachan Jungle Fighters
Guard force or to-further reinforce 2 Sentinels;

)I your existing Imperial Guard army. \e 1 Leman Russ battle tank

warnAMMER*  IMPERIAL GUARD BATTLE FORCE - aus$125 nz$14
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arbo cuts his way through 2 Chaos Space Marine squad

he Colonel stepped up 1o trooper

Marba. Marbo's eyes: were empty again,

like rhey always were when he wasn 1
stalking through the jungle or carving his
name in some cncmy's internal organs.
Inwardly the Colonel sighed — there wis
something wrong with this boy; blood and
death had warped him to the point where
he could only be normal with a blade in his
hand.

Once again the Colonel pronounced the
well=rehearsed words, “For valour i battle
and ‘service to the Emperor of wnbounded
courage you are hereby awarded the Star of
Terra bear it with pride and miy you inspirc
others to worthy endeivour in the service of
Man" The Colonel completed the dedication
in a single breath before pinning the ribbon
ante Marbo's chest.

This one was for wiping out a whole squad
of alicns, killing their commander and
captunng their command post single-handed.

He leancd closer to Marho and asked "You
want me 1o/ look after it for you son? Like
the rest?”

Marbo) nodded solemnly.

“Alright son, you ¢an go” The words had
barely lefr the Colonel's lips before Sly
Marbo had plunged back into the jungle as
smoothly as a fish slipping into a stream.




WANTS YOU!

RETAIL TRAINEE MANAGERS

DO YOU HAVE:

* Good communication skills?

e Career ambition, looking for that first step on the management
ladder?

* Drive and determination?

* Some experience in a position of responsibility?

» Some experience in managing a team?

* An ability to lead and command staff?

= An ability to make decisions and stand by them?

« An ability to deliver quality customer service?

» A good level of knowledge of the Games Workshop hobby?

RETAIL SALES ASSISTANTS

DO YOU HAVE:

* L oads of energy, enthusiasm, and ambition?

* Retail sales experience?

= Ability to deliver quality customer service?

» Flair-and initiative?

* Willingness to progress?

* Huge passion for the Games Workshop hobby?

WAREHOUSE

WE NEED:

People who are keen, willing and have a hardworking attitude to assist
with picking and packing of GW product. This work is located in
Ingleburn NSW. You must have previous storeroom experience, flexible
approach to work hours and possess an excellent knowledge of Games
Workshop product. This is a fast paced environment, so your
motivation, speed and strong attention to detail is a MUST, Some
experience in operating machinery as well as a Forklift and Driver's
Licence would be an advantage.

CLERICAL - CASUAL

WE NEED:

A highly motivated and cheerful person for casual at call work, located
in Ingleburn NSW. You must be able to handle a very busy switchboard,
have great computer skills including Excel, Word and E-mail, along
with excellent attention to detail. Full and half days available!

TO APPLY

Games Workshop prides itself on recruiting the right people, with the
right attitude and qualities. We have both casual and full-time positions
available for the above job opportunities.

If you are ready to undertake the challenge that Games Workshop has
fo offer, then pick up an Application Form from your nearest Games
Workshop store or phone our Mail Order Trollz on 02 9829 6111 to
request a form to be sent to you, or email us at:

Customer_Service@games-workshop.com.au




A Warmaster battle report by
Dylan Owen, Alessio Cavatore
& Rick Priestley

'V‘\f\’ The inaugural Warmaster battle report is a bit special. You see we've
P managed to coax/threaten/beg the creator of Warmaster, Rick Priestley,
= into taking part! So, sit back and read how Rick’s valiant High Elves get

T e Y B ool T

on against the foul Undead commanded by Alessio.
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bundred years ago the High EIf bost of Lord Valoriel
g{ set sail across the ocean to Khemri. Some say that be

sought the ancient wealth buried amongst the tombs
of that land, others that be merely sought to escape from the
dull routine of courtly life. Upon landing, bhe marched
across the wasteland to a long abandoned city on the edge
of the desert. His guides bad warned bim before they
\ deserted that no one bad dared trespass the ruins since
. their fall a thousand years ago. The Elven Lord sneered at
. such superstition. He was eager to recover the great treasure
wbhich be believed the ruins beld. But be would not lay
claim to bis prize unchallenged. The old king of the city was
long dead but be still ruled this land, destined to an eternal
living death by the curse of Nagash. He bad but one desire
deep in bis shrivelled beart, to defend the resting place of
bis ancestors. From their graves, bis warriors stirred
Hundreds of Skeletons rose to face the might of the High
Elves, willed into action by the power of the Tomb King and
bis servants. The battle would be bitter and bloody...

When Lord Valoriel, the High Elf commander, scanned the
low bills beyond the ruins be sucked in bis breath. He had
not expected to be met by so many enemies. On the Undead
army’s left flank were positioned a brigade of Skeleton
warriors, two massive units of spearmen sheltering bebind
ranks of archers. Bebind them were catapults, constructed
from the bones of some long-extinct bebemoth, skulls piled
beside them. Towering over the troops was a fleshless giant,
rocking from side to side and bellowing in a voice like
thunder. Next were a mass of fast chariots and mounted
warriors riding skeletal steeds. Positioned in the centre was
a unit of deadly Bone Throwers above which circled giant
vultures, Carrion, their bones protruding through their
tattered wings. They croaked bungrily as they eyed the
approaching Elves. To the left of these was a Dragon ridden
by a bunched, black-cowled figure. Flesh bung from the
| monster's corpse, sulphurous fumes streamed from its
rotting maw; a sick parody of the proud Dragon from
. Caledor which fought on the Elvish side. On the right was a

colossal figure of stone, a hideous skeletal lion draped in
outlandish armour. A statue, thought Valoriel, dragged to
the battle lines to bring them the fortune of their dark gods.
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Anotber large brigade of Skeletons armed with spears and?
bows guarded the Undead right flank. To outflank that
brigade meant entering the precarious ruins of the ancient
toun. Their battle line was well guarded. The enemy general
was no fool. Valoriel could see bim in bis chariot of bone, a
mere busk wrapped in decaying robes, his golden crown
and the glowing orb which be clutched in bis withered hand
the only indications of bis patbetic majesty. Dotted evenly
along the length of the Undead lines were the Tomb King's
personal servants, the Liche Priests, gnarled masters of
the art of necromancy, who would belp control bis S
shambling army.

sl

Valoriel smiled contemptuously. This sorry gathering of the
grave was no match for bis warriors. The general stood in |
bis chariot at bis army’s centre where be bad concentrated
the main thrust of bis army, ranks of valiant Elven |
spearmen on each side of him, their flanks protected by |
units of archers. On bis left flank be bad placed a column
of Reavers, swift at dealing death with their bous, and
resplendent Silver Helms to protect the repeater bolt (
throwers at the bead of the column, ably commanded by
Aereadbe the mage who, as always in the calm before
battle, was deep in meditation. Beyond the wizard was a |
unit of Elven archers intent on securing the woods that &
guarded the entrance to the ruined town. On bis right flank
were the chariots where rode the bravest of bis warriors,
whose valour bad won them the right to bear the magical <
Battle Banner which bad accompanied Valoriel's kin into
battle for centuries. Nearby was the beroic Naranniel, Lord
of Castle Starn. Valoriel looked up at the clouds. His beart |
was gladdened by the sight of the giant eagles of Annulii,
kings of the sky. So they bad come as promised. Belching
flame towards the lines of Undead was Arrach, the Dragon
ridden by Prince Falunieras in bis silver armour. The great
serpent eyed the blasphemous form of the Undead Zombie .
Dragon with batred. The Elven general turned to bis
messengers. “Go, my fleet-footed children, inform our lords
that battle shall commence. He nodded at Iymfré, bis §
second in command, whose white borse pranced nervously
at the stench coming from the ranks of the dead. “Now we
shall win ourselves glory". :
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Battle report thingy...
The force artfully arrayed before me was
a 2,000 point variant on my standard
1,000 point High EIf army. This was an
army I had used many times before as it
was the first for which models were
sculpted. As Warmaster armies go, the
| High Elves have a major advantage in
that their General has a Command
value of 10 compared to 9 in most other
armies. In addition they have good magic spells, and a broad
mix of troop types including bolt-throwers, chariots and
Dragons. Because they are reliable and lack any obvious
weaknesses, High Elves are a relatively easy army to use,
especially compared with their opponents on this occasion —
the Undead.

Rick Pricstley .

The compulsory element to the 2,000 point High EIf army is
four units of Spearmen, two units of Archers and the General
himself. In a fairly large army such as this, I prefer a bit more
missile support and so have added a further two units of
Archers and a unit of bolt throwers. Against most opponents,
it is possible to deploy the Elven missile units broadly, or to
scatter them about, as their extra-ordinary accuracy enables
them to score sufficient hits to drive enemy units back and

throw them into confusion. However, against Undead this
would be a waste (Undead are unaffected by the Confusion
rules) so my plan was to concentrate fire and destroy units
where possible.

A Wizard and two Heroes fulfil my command needs perfectly.
The Heroes will command the wings of the army whilst the
General looks after the centre and the Wizard takes care of
the special effects.

‘Two units of Silver Helms and a unit of Chariots give the army
plenty of backbone. In Warmaster, the difference between
infantry and cavalry/chariots is a stark and obvious one.
Infantry are good defensive troops and cavalry are good for
attacking. Whilst infantry are more flexible, being able to
move through dense terrain and take advantage of cover, a
charging cavalry unit will usually beat any target you send it
against. With that in mind, it’s important to balance your
army, giving it some flexibility and defensive staying power,
but adding enough punch to mount an attack.

To bolster the aggressive element of the army, I added a
Dragon Rider. This is a troop type unique to the High Elves
and so one I thought well worth including in the battle. This
absorbs a lot of my points, but with 6 attacks and 6 hits as
well as the ability to breath fire and fly, the 350 points asking
price doesn’t seem unreasonable.

A unit of Giant Eagles gives the army some mobility and will
prove useful for picking off any artillery that the enemy care
to deploy. Flying troops are best thought of as squadrons of
aircraft in so far as you send them off to perform a missiof
after which they ‘home back’ for new orders. Although they
can use their initiative to attack close targets, flyers can’t be
given orders by a character once they are airborne — in the
rules that means more than 20cm away.

Add a unit of Reavers to give some mobile fire support to the
cavalry, and all I've got points left for is the odd magic item
and another unit of Spearmen. I'm not completely happy
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about the Spearmen as a choice, but there
are just too few points for anything else. At
least I can use them to make a solid line of
infantry.

Magic: I decided to use the magic to support
my attacking troops with the Battle Banner
for the chariots (50 points), Sword of Might
(10 points) for one of the units of
Silverhelms, and the Wizard gets the Ring of
Magic (30 points). This last item gives one
automatic spell cast. With just the one
Wizard, 1 decided to emphasise attack over
defence in the knowledge that High EIf
Wizards can be very dangerous indeed. Not
only do they have some very effective spells,
but they automatically re-roll a failed cast and
are therefore more predictable than ordinary
Wizards. In retrospect, this was to prove less
than ideal and some defensive magic would
have been far more useful, but it seemed a
gamble worth taking at the time and one
which had yielded victory in the past.

So, all ready to go with a total of 16 troop
units establishing my break point at a
comfortable 8 (in most Warmaster games the
battle stops once one side has lost half of its
units).
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We live again!

I was really
pleased when
Fat Bloke told
me that I was
going to play
in the first
Warmaster
battle report,
against none
other  than
Rick Priestley,
the author of
the game. Not only that, I also got
to use the Undead, my favourite
‘Warmaster army. Splendid!

Alessio Cavatore

1 immediately started tinkering. First I
had to buy the mandatory troops,
which for 2,000 points are four units
of Skeletons and four of Skeleton
Bowmen (remember that the
minimums and maximums on the
army selectors always work per
thousand points!). I didn’t buy any
more of these because there were
many other things which were more
appealing to me on the list.

You must always have a General and I
gave to my Tormb King a precious Orb
of Majesty. On more occasions than I

can remember, this magic item has
allowed me to ignore a failed order at
a critical moment in the game, bringing in the vital charge I
needed to win. At 30 points, I think it’s a very good buy for
any army.

The next thing I considered vital for an Undead army were
the Liche Priests. I immediately bought the maximum I could
afford in the game (four). Having lots of characters is more
useful for the Undead than it is for the other armies. Undead
cannot rely on Initiative to move when the enemy is close, so
you need to issue more orders than any other army.
Furthermore, your average troops are almost the poorest
close combat units in the game, but they can be deadly when
used in combination with magic. Like in Warhammer, Undead
have probably the best magic in the game and the Liche
Priests are your Wizards. In particular, I like the Raised Dead
spell, which allows you to create new unit of Skeletons in
combat with the enemy. This allows the Undead to use one
particularly devastating tactic; charge the enemy in the front
with decent close combat troops and create some Skeletons
behind the enemy ranks. If successful, this has a devastating
effect, reducing the number attacks the enemy have (because
they will be surrounded) and, more importantly, cutting the
enemy’s line of retreat. In this way, if forced to give ground,
the enemy will be completely wiped out! To try to use this
tactic at its best I bought four Liche Priests and gave to one of
them the expensive but powerful Zombie Dragon (terror-
causing creatures are extremely effective in Warmaster,

considerably reducing the enemy’s attacks). I gave the flying
Liche Priest a Dispel Scroll for protection against enemy
magic.

The best troops in the Undead list are, in my opinion, the
Chariots but unfortunately they are also quite expensive, so |
could only afford two units of them. However I gave one the
mighty Banner of Shielding, making that unit the centre of
my army. I imagined it as my Tomb King’s bodyguard and
consequently (and to follow the spirit of Nigel Stillman’s
Khemri Warhammer list) I put my Tomb King in a Chariot.

At this point I have to explain what I call the ‘Rule of Four’.
Since you can issue orders to brigades of up to four units, to
minimise the number of orders you will need to issue in the
game, you should build your army based on the brigades you
will form on the battlefield.

The first two brigades in my army were already made by the
eight units of infantry and to respect the rule of four, I bought
two units of Cavalry to fight at the side of my Chariots.
Brigades don’t have to be made of units of the same type, but
they perform better if they are, so that their movement is not
limited by slower troops. The next brigade is the Artillery,
made up of all the available war machines (two Skull Chukkas
and two batteries of Bone Throwers). Long range shooting i
very important to disrupt the enemy battle line and the Skull
Chukkas are amongst the best war machines in the game!

Finally, I bought the maximum allowance of Carrion units.
because flying troops have an unbelievably long reach.
allowing you to strike almost anywhere on the battlefield. A
very versatile and powerful troop type, especially to K
annoying artillery pieces. The ability of war machines to stand
and shoot will often mean that your flyers get annihilated, but
not before maiming or destroying the vulnerable artillery
units. A worthwhile exchange in my opinion.
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The points I had left at this point were quickly spent on a
couple of large monsters: a Sphinx and a Bone Giant. I don’t
expect them to achieve much, but being big and scary, they
normally distract the enemy from the really dangerous units
like the Chariots and can take quite a lot of punishment
because of their high Armour value. The Sphinx is quite good
at this and, if you put it at the front of your army, the enemy
will have to shoot at a model which should discard two-thirds

of the hits suffered — it is much more resilient than the other
Undead. Hopefully the enemy will spend some of his
resources to kill these relatively unimportant models while
the rest of my army advances.

My dark and tattered legions are now ready to meet the
gleaming Elven warhost.

Liche Priest Aletti
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THE

Although the book contains a number of exciting scenarios to
play, before the game started Rick and Alessio agreed to use
the simplest and quickest method of starting a game of
‘Warmaster.

The armies would set up 80cm away from each other in a line
and they would use screens to hide their deployment from
each other. They also agreed to keep the victory conditions
simple as well. The winner would be the first one to kill the
enemy General or to reduce the enemy’s army to half strength.
This is a standard victory condition found in many of the
‘Warmaster scenarios.

Q Bone Sphinx
X Giant Skeleton Skeleton

DEPLOYMENT

The scenery was set up using the modular terrain boards ang
woods built by Nigil Stillman specifically for play testing
‘Warmaster on.

With the scenery set up, the victory conditions set and the
armies deployed, it was time to remove the deploymen
screens and let battle commence...

Tomb King
Cavetia

Liche Priest Aletti E
riding

Zombie Dragon  Liche Priests

Chariots Cavalry
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Aereidhe the Mage was the first to react. He muttered an
incantation and a rainbow of lights danced above him. The
archers far to his left acknowledged this signal and hurried
to the dense woodland that lay between them and the ruins.
Well-drilled, they soon reached the trees, and took position
to fire at any Undead who dared approach.? '

Next, Aereiidhe bade the Reavers and bolt throwers forward

-into a battle line and motioned to the Silver Helms to join

them. He flew ahead of them on a magical cloud, his stern
gaze locked on the unending line of Skeletons.?

Valoriel’s standard bearer motioned at the brigade on his left
to march forward. The archers moved to the front of the
formation and the brigade manoeuvred into two lines. Next,
the chariots were ordered forward. They rumbled towards
the enemy, manoeuvering into attack formation, their right
flank protected by a copse of oak trees. The General looked
towards the Eagles but they were but distant specks in the
sky. He urged his chariot forward, maintaining proximity
with his forces.3

Meanwhile, Iymfré rode ahead of the other brigade with
shouts of encouragement. Alas, the High EIf infantry failed to
share his enthusiasm and advanced only warily, failing to
match the speed and efficiency of their kindred on the right
flank.

Naranniel urged the Silver Helms on the right flank forward,
They galloped alongside the chariots, the High Elf Herg
turning away to be closer to the Eagles. The Dragon Arrach
hissed at the lines of Undead but its rider Falunieras had
been ordered to hold his ground until the right moment.

The ranks of the Undead were still too far away for any of the
Elven archers to shoot. They tensed their bow strings in
readiness.

UNDEAD: Turn 1

To Valoriel’s surprise, the Undead army stood rooted to the
spot. A chill crept up his spine as a low murmur rose from
the Undead lines; the foul litanies of the Liche Priests
attempting to bind the Skeleton warriors to their will. On the
Undead left flank, a single brigade of Skeletons shambled
forward towards the wood near their lines but had not yet
reached its leafy cover.¢ Suddenly, there was a terrifying roar
and the ground shook as the skeletal lion statue sprang to
life. Valoriel grew pale. This was a Sphinx. He had heard tales
of such creatures, guardians of the Tomb Kings’ pyramids
who were brought to life in times of crisis. Now one was
trampling towards his line of chariots. It reached the edge of
the woods and raised itself on its hind legs, roaring and
clawing towards the horrified Elves.

1 The Archers are given two orders — one to move forward and one to enter
the woods. A character can continue giving orders until be fails bis
Command roll.

2 The Wizard was amazingly successful at ordering bis troops — seven
successes out of seven,

3 Orders cannot be given to units out of range of a character’s command radius.

4 Alessio was incredibly unltucky with bis Command rolls, failing all but two. As
a result, bis army bad to remain virtually motionless for bis entire first turn.
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HICHELF: Turn 2

Unperturbed, Iymfré shouted at the troops he
commanded on the left flank to close ranks. The brigades
of spearmen and archers consolidated their defensive
position, the archers moving in column hastening to
close the gap on the left. Aereidhe sped forwards
towards the ruins, followed by the units of Reavers -and
Silver Helms hoping to outflank the listless Undead.
Narraniel reached the Eagles, waving his sword in the
direction of the enemy in the hope that they would
understand his order. But the proud Eagles just soared
higher into the clouds. Why should they move in to
attack now? What a foolish plan. Their respect for the
competence of the Elven commanders had been soured.>
Exasperated by the arrogance of the Eagles, Valoriel
motioned Falunieras to urge his Dragon forward to
support the chariots. The Dragon soared effortlessly
through the air, hovering in front of the oakwoods.
Bolstered by the presence of this great creature, the
chariots readied themselves for the charge. Valoriel bade
the Silver Helms position themselves just behind the
chariots. His attack plan was ready, poised to bear down
upon the rapidly approaching Sphinx. Valoriel’s chariot
trundled towards the creature, leading his troops from
the front.

Because the Undead had remained in place, the archers
were still frustrated at being unable to shoot at
anything.

5 The EIf Hero rolled a blunder for his
Command roll (double 6). Rolling on tbe
Blunder chart, the result was that the Giant
Eagles now bad a -1 penalty on any dice to
command them.

Liche Pricst Aletti and
his Zombic Dragon
clash with the High

Elf Dragon nder,
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UNDEAD: Turn 2
" The Liche Priests’ ritual motions became more frenzied, yet
' the two huge brigades of walking dead still did not respond,

| ; thousand empty sockets staring vacantly at the steady

approach of the High Elves.6 However, on the left, the
catapults positioned themselves on the crest of the hill, in
range of the massed chariots and cavalry of the Elves. The
Bone Giant pounded his fists on the ground but did nothing
more than issue bellowing threats. The Sphinx continued
snarling at the chariots and cavalry massing against it. The
Tomb King seemed to have trouble controlling it. He raised a
withered hand clutching the orb which now pulsated with a
faint glow. The Sphinx shook its skull and leaped forward,
though not far enough to reach the mass of mounted High
Elves.

slowly flapping its ragged wings, the Zombie Dragon

Jaunched itself into the air. Its rider pointed morbidly at the
chariots and with blood-curdling screams the Carrion
- momentarily blotted out the sun before diving down upon
the hapless crew and horses, the Zombie Dragon swooping
down to join the slaughter.”

The Liche Priests on the
ground crept forward. The two
closest to the Elven battle lines
gesticulated, croaking evil incantations. The ground
in the woods behind the Dragon and chariots erupted as
dozens of animated bones rose from long-forgotten graves.
Bony fingers ripped riders from their chariots and pulled
down horses. Arrach the Dragon swatted at the Skeletons as
they crawled over him, hacking at his scales with jagged
knives.8 Valoriel looked at the scene with disbelief9 He had

6 we couldn’t believe it. Alessio still couldn’t give bis Skeletons orders.

7 Even though it is a buge model, the Zombie Dragon and other character
mounts only indirectly affect combat by adding bonus attacks to the attacks
of the unit they bave joined. The advantage of characters is that they can
only be killed if the entire unit they are with is also destroyed.

8 The Elven Dragon rider differs from the Zombie Dragon in that it is
treated as a unit, not a character mount, so can be burt by sufficient bits,
eic. Normally Dragons cause terror, reducing an opposing unit’s attacks but
Skeletons are immune to this. Of course, the Elves suffer the effects of terror
because the Zombie Dragon is attacking with the units of Carrion.

? One of the Undead army’s most potent magic spell is the Raised Dead
spell. Alessio used it to attack the Elves from the rear and to block their
Tetreat ensuring their destruction.

entered battle against the Undead without a scroll to dispel
such sorcery.Z¢ The Carrion pecked at the chariot riders,
swooping them up into the air and dropping their broken
bodies upon the ground. A few of the surprised Elven
warriors hacked back at the Undead birds, killing several
before being caught in the maw of the Zombie Dragon and
being swallowed whole. Taken by surprise, Arrach reared up
roaring with rage. Falunieras slipped from his saddle and fell
to his doom, carved up by the knives of the raised dead.
Riderless and panicked, the Elven Dragon flew into the sky,
Skeletons still clinging to its scales, and swooped away from
the battlefield. A gasp of dismay rippled through the Elven
ranks.2?

The Skeletons retreated into the murky depths of the woods
and one flock of Carrion and the Zombie Dragon returned to
the safety of the Undead ranks.Z2 The other flock of Carrion
swept into the Silver Helms who had stood behind the
chariots. The Elven knights disappeared in a confusion of
black feathers and sharp talons. Protected by their armour,
the knights counter-charged, skewering many of the giant
vultures on the ends of their lances. The remaining Carrion
flapped away, taunting the Silver Helms with croaks like
raucous laughter.Z3

S Sl e
10 Atways take a Dispel Magic Scroll wben facing the Undead!

11 Afrer combat, the loser must retreat. If its path is blocked by enemy,
terrain or friendly units who cannot or will not make way for it then it is
destroyed. Even a large unit such as a Dragon Rider, with a befty six bits,
can be destroyed if it bas nowbere to retreat to after a lost combat.

1z After combat, winning units can choose to stay where they are, fall back,
pursue a fleeing 1y or ad e if the enemy bas been destroyed. If a
pursuing or advancing unit meets other enemy, a fresh combat is fought, the
combat phase only ending when there is no one left to pursue or when
combat ends in a draw.

13 Non-flyers cannot follow up flying units.

Lo




HIGH ELF: Turmn 3

Driven to fury by the deaths of the charioteers, the Silver
Helms charged the Carrion.?¢ Narranniel, weeping with fury,
urged the Eagles to avenge his fallen kin. Enraged, the Eagles
dived into battle. Aereidhe ordered the brigade of Reavers
and Silver Helms to charge round the ruins and engage the
Undead’s right flank. Alas, the riders balked at the sight of the
silent, endless rows of dead warriors staring menacingly at
them.?5

Iymfré finally managed to complete the battle ranks of the
infantry brigades and General Valoriel, eager for revenge,
wheeled the right-hand brigade to face the approaching
Sphinx. Aereidhe swept through the air, blessing the Elven
archers with the gift of Heaven’s Fire as they prepared to
shoot.?6 Thus enchanted, they let loose volley after volley of

ver Helms charge the

arrow fire upon the stone monstrosity, which was fol‘Ced
to retreat before the stinging hail of iron.Z7 The Reavey
fired at the Skeletal ranks but they remainey
unperturbed.8

Meanwhile, Naranniel had charged forward into the melee
against the Carrion, and the Silver Helms, their Courage
bolstered by his sudden appearance, lunged at the
Undead birds. The Carrion defiantly flew higher, avoidi,

the full impetus of the charge? but fell straight into h,
claws of the Eagles. The Elven knights were showereq
with bits of bone and rotten flesh as the entire flock f
Carrion was torn apart. Victorious, the Silver Helms ang
Giant Eagles fell back a safe distance away from the
remaining Carrion, Zombie Dragon and Sphinx.

UNDEAD: Turm 3

At last, the Liches and Tomb Lord managed to waken the
Undead warriors from their slumber. The bone throwers
were dragged forward to close ranks with the Skeletoy
brigades and the Tomb Lord manoeuvred his ranks of
cavalry and chariots to form a defensive curved line facing
the Elves. The brigade of Skeletons on the left flank wege
commanded to take the woods beside the cavalry. Valorig]
cursed. It would cost many lives to break that line
Fortunately, the Bone Giant still refused to move, staring
blankly forward. Back near the oakwood, the Liche Priest
riding the Zombie Dragon succeeded in making the Skeletons
in the woods shuffle forward to attack the Elven archers in
their flank20 The Sphinx, was commanded to charge the
archers in the front while the Carrion swooped at the Eagles,
tearing at them in mid air. Valoriel gripped his sword as the
Zombie Dragon rose into the air and flapped towards him,
drooling gobbets of black mucus.

There was chaos on the Elves’ left flank. Iymfré had spurred
his steed towards the cavalry but before he could order them
away, they were cut down by missile fire and by the bone
missiles of the Undead bolt throwers. Two nearby Liche Priests
raised their arms and flung bolts of pure darkness at the
survivors which exploded, eviscerating steeds and vapourising
fully armoured warriors.
Those who still lived
turned tail and fled back
to where they had come
from. The other two Liche
Priests on the Elven
right flank attempted to
summon more Wwartiors
from the grave, without
success.

With piercing screams the
Eagles dodged round the
cumbersome Carrion and
slashed at them with their
talons, felling several of
the creatures and forcing

14 Uniss close enough to the enemy can use their initiative to charge, without needing orders
from characters.

15Mortaltroopssuﬁ‘erapenalty if given an order when close to enemy troops. They cannot
use their Initiative to charge until their next turn as the Initiative phase comes before the
Orders phase. Because the Wizard failed to order them to charge, they are siiting ducks for
the Skeleton arcbers.

16 1345 Blven spell allows a unit to fire twice in one round. The Elves are so skilled at magic
that they can re-roll one failed magic roll.

17 Even if shooting fails to destroy a unit, the unit may bave to fall back under the onslaught.
18 1he Undead archers bad to retreat before the Reavers’ arrow fire but the unit bebind
refused to move. Normally, a unit which must retreat into anotber unit may suffer confusion,
which severely disrupts it, but in this case, because the Undead never suffer confusit

- nothing bappens. This means that Undead are particularly difficult to sbift by boufire if
‘,‘ there is another unit supporting them from bebind.
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them back. The Eagles never let the Carrion recover, falling
upon them, surrounding them, allowing not a single vulture
to escape.?? Screeching in victory, the Eagles swooped down
upon the Skeletons which had attacked the Elven archers.23
Meanwhile, the Sphinx was being shot at as it bounded
towards the archers. It reached the unit bristling with
arrows.?4 Like a cat among mice, it clawed and snapped at
the terrified Elves, crushing bones and pulping flesh. In
turn, the Elves overcame their fear and hacked at the
monster with their swords, chipping away at its stone skin.
Some of the Skeletons which had charged into the fray
continued to attack the Elves in their flank, slaughtering all
who faced them,?s others turned to swipe at the Eagles
diving down on them. Several Giant Eagles fell to earth
mortally wounded and the ferocity of the Skeletons’ attack
kept the birds at bay. The archers succumbed to the Undead
and the survivors were pushed back towards their comrades
forming a confused mass.?6 With a triumphant growl, the
Sphinx pounced at the retreating archers, followed by the
Skeletons which also smashed into the Elven spearmen
behind. The Elves hurriedly formed a defensive position and
the Skeletons were skewered by a wall of spears. The

archers, however, were cut down to a man, the screams of
the dying was terrible to hear.2” The spearmen could not
stand the slaughter and they stepped back further into the
morass of shields and spears, surrounded by the persistent
Skeletons. More Elves fell to their cruel blades but this time
there was fiercer resistance and the Skeletons were forced
back by the wall of shields.?$ The Sphinx, too hurt to fight
further, fell back beside the Zombie Dragon to recover. The
surviving spearmen and the Eagles, too tired to continue
fighting, decided to reform facing their enemies. The
fighting had been vicious. Mounds of dead and dying Elves
littered the ground, sprawling among the shattered bones of
the Undead.

HIGH ELF: Turn 4
On the other side of the battlefield, Aereidhe ordered the
shattered ranks of cavalry to charge once more, but they
took one glance at the solid line of Undead archers and
decided to hold their ground. Iymfré turned his attention to
the brigade of archers in the centre of the army but his
orders to advance to support the cavalry on the right were
lost amidst the moans of the dying. Naranniel gave the
command for the spearman brigade which had not yet seen
action to form a defensive line behind their comrades, who
had managed to bring order to their ranks. Valoriel’s banner
bearer waved his standard, motioning the Eagles to fly back
next to the Silver Helms. With a series of commands, the
other units of EIf spearmen likewise formed a line to blunt
further Undead attacks. Valoriel manoeuvred his chariot to
where he was needed the most, in the centre of the army.
Speeding through the air on his cloud, Aereddhe let loose

T

—
o
SERE

A

19 out of twelve dice, Rick only scored only one bit!

20 Had they been normal troops, they could have used their Initiative to
charge as they were close enough during the Initiative pbase. The
disadvantage of Undead is that they cannot use Initiative so must always rely
on the orders of their leaders to charge. However, they ignore any modifier to
the leader’s Command roll for their proximity to the enemy.

21 7pe Deatb Bolt is the Undead version of a spell that can be deadly against
damaged units.

22 Giant Eagles can pursue Carrion because both are flyers.

23 If the combat with the Skeletons had been resolved first, the Eagles would
not bave been involved in the combat because they would bave still been in
combat with the Carrion. Alessio was too confident that the Carrion would
win against the Eagles, so be chose to enact this combat first. Instead, bis
Carrion were destroyed and the Eagles followed up and participated in the
combat that bad yet to be resolved.

24 Missile troops can fire at a unit that charges them in the front, though
cannot drive them back (bits caused count for the first round of combat).

25 Units are very vulnerable to attacks from bebind and on the flank.

26 The archers are pushed directly away from the Skeletons (units alway
retreat from the enemy unit with the most number of stands). They are forced
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into another Elven unit not in combat, which must make way. Both units bad
to test to see if they became confused, the latter unit rolling a 6 which meant
that they did become confused.

27 Combat is simultaneous in War ter. Before their destruction, the unit of
archers tried to inflict one more bit on the Sphinx. It bad already taken one
bit from shooting and one from the previous round of combat, so if the
archers bad been lucky, it would bave been reduced to half damage, which
meant that its Hits and Attacks would bave been balved. But the damage bas
to be inflicted all during one turn, so it is very difficult to accomplisb this.

28 Fyen though the Skeletons destroyed one stand and suffered no losses
themselves, they were made to fall back because they bad only caused one hit
and the High Elf Spearmen bad caused two. The High Elf Spearmen stand had
suffered two bits previously this combat round, so the third destroyed it. The
Skeletons, with its full complement of bits, was reduced to one so remained
in play. At the end of a combat round, after initial combat, pursuit and
d es, all bits 1 ining on a unit are removed, so a stand not destroyed
returns to full strength by the next turn.
29 Taking no chances, Rick wants to weaken the Sphinx with the potent Hail
of Destruction spell so uses his one-shot Ring of Magic to ensure it is
automatically cast. Alessio’s timely Dispel Magic scroll puts pay to that plan
though.




sorcerous fire at the Sphinx, powered by the ancient Ring of
Magic he always wore in battle. The spell fizzled into
nothing as a Liche spat forth the invocation of dispelling,
recited from a crumbling Khemrian scroll.2?

UNDEAD: Turn 4
The Elven commander waited in trepidation for the Tomb
King’s next move. His right flank was in tatters and his attack
on the left had been thwarted. A Liche Priest made an
eldritch sign and the Sphinx leapt back into combat.
Aereiddhe hovered directly in its path. Panicking, the Mage
flew for safety back to the EIf spearmen3? The Skeleton
warriors on the left flank of the Undead were suddenly filled
with necromantic vigour and sped across the battlefield
securing the oakwood3! The Tomb King emotionlessly

30 Character stands can never be charged or brought to combat. If an enemy
stand moves through a character, the character must flee 30cm back to a
Sfriendly unit. If be cannot do this, be is captured (or bad the Wizard been
caught by the Sphinx, be would bave been eaten).

31 1pe importance of woods in the game is that only infantry can move into
them, so in this case the Skeletons are safe from attacks from the Eagles or the
Silver Helms. However, it is more difficult to order uniis in dense terrain such
a; woodland. Alessio failed in bis third attempt to order the brigade because
of this.

32 The Skull Chukka is not only a devastating artillery piece but also bas an
increased chance of causing confusion among the ranks.

commanded the catapults on the hill into range and
beckoned forth the Bone Giant, which obediently lurched
forward towards the Elves.

The Skull Chukkas were now in range. Screams pierced the
air as gibbering skulls were hurled at the Silver Helms. Many
of the Elven knights fell, their armour pierced by the sharp
shards of bone as the skulls smashed on impact. The knights’
horses panicked and fled away from the skull catapult, theijr
riders barely hanging on.32 The Liche Priest riding the
Zombie Dragon launched a Death Bolt against the Eagles,
driving them back. The two Liche Priests on the right
Undead flank moved forward, smashing the battered cavalry
brigade with Death Bolts. Warriors and horses fell screaming
in agony as the dark magic blasted them. The survivors
turned tail, panic-stricken.33

Another Liche Priest screamed out the words of a poisonous
spell and, to Valoriel’s horror, Elves who had recently fallen
rose up to attack the rear of the unit of warriors charged by
the Sphinx. Stricken with horror, the spearmen tried to
escape their Undead kinfolk. Slaughter ensued as some of
the unit were trapped between the spears of the dead Elves
and the vicious fangs of the Sphinx. Dripping in gore, the
Sphinx followed after the retreating spearmen but they had
fallen back towards their comrades, who helped them drive
off the stone guardian.34 Cheering at the sight of the monster
backing off, the Elves swept forward to surround it. They
embedded their spears deep into the cracks that had
appeared in the Sphinx’s hide. Roaring, the Sphinx lashed
out at the Elves but was in too much agony to cause
sufficient casualties. Neither side succeeding to break the
other, both retreated.35

HIGH ELF: Tumn §

Now Valoriel’s wisdom of deploying his spearmen behind
the front line became apparent. These charged the Undead
which had been risen behind the Elves in front. The Elves
were grimly resolved to put to rest their comrades who had
been turned into the Tomb King’s puppets. In the meantime,
Naranniel beseeched the Eagles to fly to their aid but they
were circling too high to respond. Valoriel barked orders at
the brigade in front of him to form two ranks of spears facing
the main Undead army and a rank of archers to prepare for
the expected assault, with a rank of archers covering the left
flank. His army having now formed the semblance of a
defensive position, Valoriel charged resolutely into combat
with the risen Elves. Aereidhe, having achieved no response
from the frontline spearmen, glided towards the Sphinx to
resolve matters himself. A blast of magical energy smashed
into the Sphinx’s side and it staggered away from the Elf
Mage. Valoriel rampaged through the mass of Undead,
gladdening the hearts of the Elves who cut the Undead to
pieces, reducing them once more to corpses. The way
hacked clear, Valoriel and his warriors now faced the brigade
of Skeletons leering at them from the woods. Cautiously be
ordered his men back, his chariot would have been useless
in those dense thickets, and he grimly bade them to stand
firm.

33 1pe cavalry become confused in this 1 e because wh a stand
needs to roll for being pushed back by shooting or magic (it rolls 1 dice per
bit taken), if any dice comes up a 6, the unit becomes confused.

34 On its own the High Elf Spearmen unit would bave lost but, because it bad
Jfallen back in line with a neighbouring uncommitted unit, that unit could
now belp support it, increasing the High Elves’ combat result and winning the
combat.

35 The Elves managed to reduce the Spbinx to balf strength because the)
inflicted 3 bits in one combat pbase. But botb sides inflicted only 2 bits aptece
in this last engagement resulting in a draw. This meant that both units b

to fall back.
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UKDEAD: Turn 5

The Silver Helms had just rallied when the Sphinx smashed
into them. The Skeleton infantry lurched out of the wood,
and charged alongside the Sphinx, while the Skeletal
archers shambled out of their cover to protect the flank. The
Liche Priest riding the Zombie Dragon willed the Bone Giant
forward, though it was too slow to reach the Elves. The
Bone Throwers moved closer and the Skeleton brigade on
the right flank marched to the crest of the hill. The chariots
and cavalry remained listless where they stood, the Tomb
King powerless to influence them.

The Liche Priests crept forward once more, chanting. With a
hiss, the Zombie Dragon spied the Elven general fighting in
the front rank and glided forward to join battle. Valoriel
prayed to his gods for succour. He kissed his blade as his
chariot drew closer to the stench of the Zombie Dragon.37
The Tomb King abandoned his position at the centre of the
army and his chariot rode forward closer to the battle.

Now the Undead let loose with everything they had.
Screaming skulls smashed into the centre of the EIf army
forcing back the units they struck. Elves ran from the
missiles sobbing with fear. The bone throwers spat their
spears into the archers facing them, pushing them back with
the force of their attack. The Skeleton archers on the hill
were now in range and slew most of the hapless Reavers
with a rain of arrows, the survivors retreating for cover. A
Liche Priest scattered more Elven archers with a well-aimed
Death Bolt. The High Elf army was shaking beneath the
tumult of Undead missile fire.

But now the Silver Helms were eager to demonstrate their
prowess. Singing songs of battle, they smashed into the
Sphinx with their lances. The monster fell back, looking for
a chance to pounce, but the Elven knights followed up their
success and the Sphinx’s scream carried across the
battlefield as its skin cracked. Chunks of stone fell from its
body, it dropped to its knees and keeled over, smashing into
pieces. Exultant, the Silver Helms swept into the rear of the
Skeleton archers, trampling them into dust. The Silver
Helms turned to face the battle between their General and
the hideous Zombie Dragon.37

All too late... The Skeletons and Elves hacked and slashed at
each other with furious anger. Valoriel ploughed through
the ranks of Undead with his chariot. The Zombie Dragon
crushed whole units with its claws, snapping off heads and
limbs with its jaws. Nearby, the Tomb King stretched out his

| The Zombie Bragon towers over the High Elf General

arms and displayed the true extent of his power. Blue fire
flickered across his body as he pointed at his troops battling
the EIf General. The Skeletons were filled with unearthly
swiftness, leaping over the stabbing spears of the Elves to
slash at their faces or rip out their hearts.38 Lord Valoriel
sounded the order to fall back. His chariot rumbled over the
living bodies of his own men as his terrified horses struggled
to get away from the Dragon. He turned his chariot once
more to face his pursuers. His men were cut down like corn
before the Skeleton horde. Valoriel screamed defiance at the
Zombie Dragon which towered above him. In the chaos, his
standard bearer had been dragged from the chariot and the
Lord Valoriel himself now gripped the tattered banner. In
one final effort, he hurled it at the monster as its fetid maw
closed around him...3?

36 Remember that these characters only indirectly influence the combat they
are in and can only be killed if the entire unit they accompany is destroyed.

37 A unit can only advance once during a combat phase. In this instance,
the Silver Helms, after pursuing the Sphinx and destroying it, advanced into
the Skeleton archers but could not advance further to give much needed belp
to their General.

38 1he Tomb King bas a special power which be can use once a battle to
increase the attacks of any nearby Undead unit. This is best used at times of
critical importance such as this combat round.

39 When the General dies, that’s it. Game Over. Needless to say, it
was a victory for the Undead. Alessio: G55 victory points, Rick, 390
victory points.

g The Tomb King stood on a mound of Elven corpses

watching as bis Skeletal troops pursued the fleeing
\ foe. The Zombie Dragon belched noxious Jfumes,

desiccating entire units. The Bone Giant bad at
 last reached the battle lines. pulverising flesh and
armour with a tree torn from the earth. When the
| Liche Priest Dragon rider bad flown above the
battlefield, Valoriel's bead skewered on his spear,

their lives. The Tomb King surveyed the baitlefield.
Even now the mangled corpses that littered the
. ground were beginning to stir, destined to be his
| slaves forever...

the entire High EIf army lost all bope and ran for

e
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A naive Alessio falls for Rick’s cunning rusc - the ‘joy-buzzer

Settra the imperishable be praised!

What a strange and entertaining game it was! In the first two
turns my army simply refused to do anything, but obviously
that was all part of a clever plan conceived by my cunning
Tomb King...

Indeed when my army started to react, it moved with
sudden and unexpected speed and coordination, catching
the overconfident Elves completely off balance. The initial
attack against the Chariots and the Dragon Rider proved
how terrible the weak Skeletons can be if ‘raised’ behind
the enemy.

With his best units wiped out on turn three, Rick had to play
the rest of the game with a massive disadvantage. I managed
to keep up the pressure on his right flank, where the
Sphinx worked wonders against the EIf infantry (also
thanks to Rick’s appalling bad dice...) and we both had the
feeling that the Elves never got close to regaining the
advantage lost.

In the end, I did not get to use my best troops, the chariots,
which repeatedly refused to join the fray, and the game was
resolved in a massive infantry clash where the Elven
General was stricken down by the most successful of my
characters, the Liche Priest on the Zombie Dragon!

The presence of so many Wizards on my side proved
decisive (always take a Dispel Scroll, especially against
Undead!), confirming that the Undead need to synchronise
their magic with their troops to be competitive. The units
which fought and won the game for me were the Carrion,
which I held in esteem already, but also the Sphinx and the
humble Skeletons, which I had considered unimportant
before this game.

This victory was their victory, clear proof that you always
need to play lots of games before expressing strong
opinions on your troops!

Oh dear...

After what looked like a promising start I found myself
constantly wrong-footed. Reduced to a series of fire-fighting
actions, my plan fell apart with the inevitable disastrous
result. Alessio fought a very able battle, forcing me to
constantly expend orders on reorganising my battle-lines
rather than attacking his forces. Still, there’s always a next
time!

I was somewhat embarrassed to fall for the old Carrion
attack and Raise Dead combination. I'd already convinced
myself that the presence of the Dragon would discourage
Alessio from mounting an attack so early in the game...

L o
victory hindshake trick’.

more fool me! The ability of the Undead to raise dead and
surround their opponent in the first round of combat is a
battle winner when it comes off, and Alessio, to his credit,
stacked the odds to make sure it did. Obviously I should
have taken a Scroll of Dispelling.

After that, I struggled to bring my troops into battle and
never really succeeded. The Undead steadfastly refused to
move forward whilst my Archers never quite got their act
together. Seeing any chance of victory ebbing away, I threw
my cavalry forward hoping for a lucky dice roll, but, alas
(and deservedly) it was not to be. Left inconveniently in
front of the enemy’s Archers, my cavalry were doomed, but
by then it was more a question of salvaging honour than
winning an outright victory. Deprived of any chance of
turning Alessio’s right flank, the battle focussed around the
centre-right of my line.

This phase of the battle was one in which I had a breath-
taking series of slim chances to turn the tide! The Undead
are tremendously fragile once forced onto the defensive.
Several times I pinned my hopes on destroying the enemy
in a single round so that I could advance forward and carry
the fight onto Alessio’s weaker troops. In terms of the rules,
an ‘advance’ is an extra move of 20cm or 10cm which a
victorious unit can make if it destroys its enemy. An advance
can initiate a whole new combat and usually ends with
troops breaking through their enemy’s line. In the cold
light of day, I have to admit that the odds were very firmly
against success, but I felt I had very little choice under the
circumstances. In the end I committed my General to battle
(always a do or die action in Warmaster) and that was that.

Lessons to be learned... Even Dragons are vulnerable and
with a2 100cm move can be perfectly well concealed until
ready for action. As for the Undead — well they might be
reluctant to move most of the time but their magical
prowess more than makes up for their inherent
disadvantages. My High EIf s are usually much more
effective, relying on drive-backs and confusion to disrupt
the enemy formations. With Undead, confusion doesn’t
apply, and by stationing a second line behind the first to
prevent it being driven back, the Undead can avoid having
their formations broken apart altogether.

I know from past experience that the Undead can be a
vulnerable army but Alessio demonstrated just how
effective it can be when played to its strengths. As for the
High Elves, I felt I hadn’t really done the army justice, for
past experience has shown them to be one of the finest
armies in the game with no marked weaknesses. Still — as I
keep telling people, Warmaster is a game about generalship
so it would be remiss ‘of me not to say that victory went to
the best general on the day. Now... about that re-match!
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“ ANYTHING AT ALL - GIVE US A CALL

Or e-mail us at trollz@ games-workshop.com.au

WHAT MAIL ORDER CAN
DO FOR YOU

* COMPONENT PART SERVICE - Mail Order
has & limited range of components.

* HOME DELIVERY - Set posiage rates no
matter how much you order!

+ RULES SERVICE & ADVICE - If you have a
gaming or hobby question give us a call.

» ADVANCE ORDER - Why wait? If you iike a
product, place an order.

+ OPEN7 DAYS AWEEK - 8am to 10pm
Monday to Friday and 10am to 6pm weekends
and public holidays!

HOW TO USE MAIL ORDER

Ordening by Mail Order/is:easy. |f you have a credit card you can order over the phene:

+ GIVE US A CALL ON - (02) 9829 6111

* TELL THE TROLLS WHAT YOU WANT - If you are not sure, just ask the Phone Trolls. They, will be
happy to heip you out.

* SIT BACK & RELAX - After you have placed your order, just sil back, relax and wait for your parcel
to arrive on your doorstep

If you wish to pay by cheque or mongy order, it is just as easy. all you need to.do is;
* FILL OUT THE ORDER FORM - with what you would like.

» COMPLETE PERSONAL DETAILS - Fill out your name and-address in the space provided al the
bottom of the torm.

+* PLACE ORDER IN THE POST - Send your order to:
Games Workshop Mail Order, P.O. Box 576 Ingleburn NSW 1890
...AND THAT'S IT!

| 'AIL ORDER T (02) 9829 6111 MAIL ORDER T (02) 9829 61




This book contains the complete guide to playing tabietop fani:

wargames with the Warmaster range oﬂmdelswfmm Games Woﬂmhnp
includes detailed gaming rules for figl ti-ng. )

between two or more players. Included along with the game rules are
advanced rules for magic, sieges, foriress b_attle honours, umpires and
mighty campaigns of conquest. With complete army lists for the Empim
Undead, Chaos, Orcs, High Elves and Dwarfs

NZS39 95

each

The assembled warrior
host of Ulthuan marches to
war. This mighty 2,000
point army is based on
Lord Valoriel’s High EIf
warhost used in this
month's battle report:

* DEAL 1: For $90, get the
Warmaster Rulebook plus
a 480 point High EIf Army.
The Army includes; 2
Spearmen Units, 1 Archer
Unit, a Hero on Giant
Eagle. (We use this as our
General) and a Silverhelms
Knights Unit.

* DEAL 2: For $140, get
- the Warmaster Rulebook °
i plus the first half of the 2000 point High EIf Army pictured above. This part consists of 3 Spearmen Units, 2 Archer Units,

A Heroes and Wizards Pack, 2 Silverhelms Knights Units and a Repeater Bolt Thrower Unit.

* DEAL 3: For $110, get the rest of the 2000 point High Elf army pictured above. This part consists of 2 Spearmen Units,
2 Archer Units, a Reaver Knights Unit, a Chariot Unit, a Hero on a Dragon, a Repeater Bolt Thrower Unit and a
Giant Eagle Unit.
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‘\\‘-_\N - WARMASTER ARMY DEALS

THE TOMBKING'S e nder fhe Jeadorsing

f evil Tomb Lord. This
UNDEAD HORDE > (2,.033 pointoTIndegfi army

is based on Tomb King
Cavetta's Undead Horde used
in this month's battle report.
* DEAL 1: For $110, get the
Warmaster Rulebook plus a
485 point Undead Army.
The Army includes 2 Units
of Skeletons, 2 Units of
Skeleton Archers, a Undead
Characters Pack (We only
used one model from this
pack in the Army), a Bone

=N 9% 'ﬂ.

Lo

Chariot Unit.
» DEAL 2: For $145, get the Warmaster Rulebook plus the first half of the 2000 point Undead Army pictured here. This .
part includes 2 Skeleton Units, 2 Skeleton Archer Units, 2 Skeleton Cavalry Units, a Bone Giant, a Skull Chukka, a Bone
Thrower Unit and an Undead Characters Pack

* DEAL 3: For $135, get the rest of the 2000 point Undead army pictured here. This part includes 2 Skeleton Units, 2!
skeleton Archer Units, an Undead Hero on Zombie Dragon, an Undead Sphinx, 2 Units of Carrion, 2 Units of Undead
Chariots, a Skull Chukka and a Bone Thrower Unit.

EMPIRE ARMY PRE ORDER

F For $160, you can Pre-Order this 995 point Empire
Army (remember, Pre-Orders are postage free).
The army consists of ¢ Halberdier Units,
3 Crossbowmen Units, a Unit of Flagellants,
2 Units of Pistoliers, a pack of Heroes and Wizards
! (This has a General a Hero, and a Wizard),
i a Helblaster. Volley Gun, a Steam Tank
and a unit of Handgunners.

A unit of
Empire
Pistoliers

Giant and a Skeleton ¥
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PLARMASTER gy

HIGH ELVES NZ$16.95
§§ﬂ§§§§£§§¥535§:¥%dsmmn.
All Warmaster Citadel miniatures shown at actual size. $1 4|95 :
. . NZ$16.95
$1 4-95 2 . ; g;%zefgr Bolt & B

NZ$16.95

each

High Elf
y Silver Helms

$11.95

NZ$13.95

each

Figh Elf
Hero on
Giant
Eagle

- NZ§16.95




NZ$13.95

for 4

611¢1IL O NEW i02) 9829 6111 MAIL onm 'R,,,{M) 31195 611

b EIf
bers

UNDEAD

Des1 ed by Gary Morley, Trish Morrison,
lglkzdfoby ﬂ-l'Y X'ews Tim Adcock & Alex Hedstrom.
A].l ‘Warmaster Citadel ‘miniatures shown at actual size.

$14.95

 NZ$16.95

lor 3

NZ$16.95

each

Undead Hero on
Zombie Dragon. {§

$11.95 NZ$16.95
NZ$13.95 ' s
each L v -
8 3)5 A N2$13.95

o Skull Chucka

Characters

51195 i qr

NZ$13.95

for 3

: NZ$13.95 &=
Undead g A : for 3
Skeletons : ; > : |




ordbeim, City of the Damned, Eg?u'? 92
a terrible place of Iesifs
nightmarish ruins where death
awaits in every sbadow. Here, bard-bitten warriors stalk

| through the crumbling palaces and twisting streets, 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 Merdheim is in this box. There are two

| complete warbands and five card rulned buildings. The comprehensive rulebook describes

| elght different warbands and a vast array of weapons and equipment. There are also rules
for running ongolng Mordhelm campaigns as well as including Hired Swords and special
characters In your warband.

Possessed Boxed Set
Designed by Dave Andrews & Trish Morrison.
This boxed set contains 1 Magister, 1 Dark Soul, 1 Possessed & 4 Brethren,

boxed set
. NZ5d4.85

NZ$19.95

each

NZ$17.95

for 3

NZ$17.95

for 3

NZ$13.95

each

Dark Soul Brethren Possessed Beastmen
Designed by Mark Bedford

S 11 a new SSabart so my frierds wiff ay me againt |

Has your Warband become so powerful that not even the combined strength of two enemy Warbands can beat
you? Do opponents fear your Warband so much that they won’t even play against it? If that's the case then this.
deal is perfect for you. The deal consists of Blood On The Streets, a boxed Warband of your choice, an $11.95
blister of your choice. and a $14.95 blister of youyr choice for only $85!

NB: (Mercenary and Skaven deals include an additional $11.95 blister pack)
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Tilean Marksman 18 A M T e A i L s 22 5
ﬁisgéﬂ;s%eggee?gh (Maxirnilian Damark) e e ©— P/
- 4.95 1z516.95 each Z
; ‘ Citadel mlmatures designed by Michael Pern; & Alan Perry
LS
= s This is just a small selection of the Orc & Goblin miniatures available. Give Mail Order a
A e rc 5 call for more details. Designed by Brian Nelson & Aly Morrison.
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== = o RS y WARHAMMER ORC PLASTIC WARRIOR

(Multi-part Orc warnor plastic sprue cantains
ORC BOSS ORC SHAMAN enoligh bils 1o build & arm 4 Ores)
$11.95 NZ$13.95 §$11.95 NZ513.95
Goblins with Squig prodder & Cave Squigs

5 F R, (NS

& ) : ~T A i L .
A complete Orc Warband for only $45. This = .,t a8 ' SATTA
Orc Warband Deal consisis of an Orc Boss, an o ':’ﬁ:"ﬂ.‘f.,:' 2 ” s -
Orc Shaman, 2 Sprues of Orcs (enough to R T ] b i "
I make 2 Big Unz and 6 Boyz), and 1 Sprue of _ = S ~ :';“* aetel |
r Goblins (enough to make 5 of the weedy gitz).  Night Goblin Squig Herders W s g et

511.95 NZS13.95
{Incluges 3 Squigs &
1 Saug Hunter)

Plus, we'll throw in a Troll for only $20!
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CODEX:
CATACHANS

Catachan is the most infamous
deathworld in the galaxy and its
inhabitants are the deadilest jungle
fighters serving the Emperor.

. = - 3 This 24 page Codex contains a
s ==t 4 . 5 complete Deathworld Veterans
W$3 4 95 %ﬁ.&a&u—— 2 A X army list and full rules on how to

o/l CATACHAN JUNGLE FIGHTERS B oo, oo o v @ unoe

NZ$13.95 environment.
NZ§39.95 Boxed set contains 20 multi-part, plastic Catachan Imperial Guardsmen. $ 0
Designed by Alan Perry & Michael Perry. Codex

CATACHAN STARTER ARMY

= Get a Catachan Starter Army for $75.
- oot This army consists of a Catachan Jungle Fighters
_ boxed set, 2 Heavy Flamer Teams, and either, Colonel
COLONEL BN ‘fron Hand' Straken OR a Calachan Lieutenant.

‘RON

HAND’ Z IR CATACHAN HEAVY
215‘,,““ 51 'Ky FLAMER TEAMS

! Designed by Mark Bedford
N2$16.95

tor 2

$14.95 CATACHAN SNIPERS

Designed by Mark Bedford

NZ$16.95

for 3

Emperor be praised! The imperial Guard Battle Force boxed set contains everything a new Imperial General
needs to uphold and reinforce the Pax Impaerium. The boxed set contains:

20 Catachan Impenal Guard, 2 Sentinels & 1 Leman Russ batile tank

S5 | IMPERIAL CUARD BATTLEFORCE |

signed by Atan Perry, Michael Perry & Tim Adcock
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pid you know that you can
sjace an Advance Order for
il new games and miniatures,
ihen have them delivered to
your home postage free.

Just give us a call to find out
he prices and what other
advance orders and special
offers are available!

rollz‘nes-workshop

If you Advance order the Space Wolf Codex, the Space Wolif
Battle Force (which has 10 Grey Hunters, 10 Blood Claws, 3 Space
Marine Bikes, 1 Rhino, plus a Gothic Ruins Sprue) for only $137,
we’ll throw in a pack of the new Space Wolf Scouts for free!
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CORRESPONUENCE We welcome comments about White Dwart,
Games Workshop games and Citade! miniatures. All letters except
subscriptions and Mail Order should be addressed to: The White
Dwarf, Games Workshop, P.O. Box 576 Ingleburn NSW 1890.

Please mark your envelope clearly with the name of the game you are
writing to us about. if you want a reply you must enciose a self-
addressed stamped envelope (overseas readers should include
IRCs). We receive an enormous amount of mail. We do read every
letter but it may take a little time for us to reply to you, 8o please be
patient!

You can find Games Workshop on the World Wide Web at the
foliowing Internet address:
http://www.games-workshop.com

SUBMISSIONE Al material submitted to us for publication is only
accepted on the assumption that the copyright in it is, by the very act
of submission, unconditionally assigned by the author as beneficial
owner and with full title guaranteed to Games Workshop Limited. We
also retatn the right to edit and/or amend all matenal as we see fit. So,
if you do not wish to assign copyright in this way, please do not send
us your submission. We're afraid we cannot work in any other way!

REGISTERED TRADEMARKS The foliowing are all registered
trademarks of Games Workshop Lid. Armageddon, Blood Bowl,
Chivalry, Citadel, the Citadel logo, Codex, Dark Angels, Dark Future,
Deathwing, Dungecnquest, ‘Eavy Metal, Eldar, Eldar Attack, Epic, the
Games Workshop logo, Games Workshop, the GW fogo, The GW
Fiame logo, Genestealer, Slottabase, SpacesFleet, Space Hulk,
Space Marine, Talisman, Tyranid, Warhammer and Warmaster.
Marauder is a registered trademark of Marauder Miniatures Ltd. Used
with permission.

TRADEMARKS The following are all trademarks of Games
Workshop Ltd. Adepta Sororitas, Adeptus Astartes, Adeptus
Mechanicus, Aekold Helbrass, Aman ‘Chakai, Arbaal, Archaon,
Archon, Asdrubael Vect, Aspect Warrior, Avatar, Azazel, Battlefieet
Gothic, Black Library, Blood Angels, Blood Dragon, Bloodietter,
Bloodthirster, Cadian, Catachan, Celestian, Count Mordrek, Culexus,
Daemonette, Dark Eidar, Dark Reaper, Darksoul, Death Zone,
Dechata, Digga, Digganob, Drachon, Dregmek Blitzkart, Egrimm van
Horstmann, Eversor, Exarch, Eye of Terror, Falcon, Farseer, Fire
Dragon, Fire Prism, Flesh Hound, Furioso, Gargant, Gobbo, Golden
Demon, Gorkamorka, Gorthor, Great Unclean One, Gretchin, Grey
Knight, Grot, Haemonculus, Hellion, Hunter Siayer, Immotator, Incubi,
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
Q' War, Marauder, Mekboy, Melkhior, Mordheim, Mordian,
Necromunda, Necrarch, Necron, Nob, Nurgle, Nurgling, Obliterator,
Ogryn, Old World, Ork, Painboy, Plaguebearer, Plague Fleet,
Possessed, Predator, Psyker, Raider, Raptor, Ratling, Ravager,
Ravenwing, Red Gobbo, Scourge, Scyla, Sea of Blood, Sentinel,
Servitor, Skaven, Slaanesh, Slann, Snot, Snotling, Space Woives,
Spanner, Squat, Squig, Striking Scorpion, Succubus, Swooping Hawk,
Sybarite, Taltarn, Tears of Isha, Terminator, Trolt Siayer, Tzeentch,
Uttramarines, Valhalla, Vainir the Reapsr, Vyper, Walach, Warhammer
Quest, Weirdboy, White Dwarf, the White Dwart 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 Ltd
2000. All antwork in all Games Workshop products, and ail 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
is the property of Games Workshop Ltd. © Copyright Games
Workshop Ltd 2000. All rights reserved.
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JMAIL ORDER 7 (02) 9829 6111 MAIL ORDER ¢ (02) 9829 611+

This is your Mail Order form. 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
CODEX CATACHANS 4{ WBITE DWARF 243
CATACHAN SNWEW/WHITE DWARF 243

SUBTOTAL !

Please start my WHITE DWARF POSTAGE & PACKING
subscription with issue number: ............ [EESET TR (R

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 e i .

o 5 you get your games and miniatures as quickly as possible we always

gfgngng;If.?;lg_eS‘ /t\c:‘lgdgstréeAp;&ag: ;E?\‘ packing charge. PLEASE PRINT IN dispatch your order via our express defivery service. All orders placed before noon
: 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)
Alternatively, we take Mastercard, Visa, and Bankcard. if 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 overleal. 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 Mait 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.

B o eeeeeemremrieesanaseresnsaananssnnnnnsasnnnnnsianansnsnnnnnnnnnnnnnnns ADDRESS:

Method of Payment: Cheque (] = Money Order (]  Mastercard (] Visal] Bankcard ]

earane: L)L LI I L.ILILIL.I

Card expiry date: ...........cccccviiiiicennne Cardholder Name: .......ccooooooiiiiiii

SIGNAUNE: ...

Please feel free to photocopy this form.
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WARHAMMER

S\ HARDWARE
o\ SUBSCRIPTION
OFFER

Buy a 1 year subscription to
White Dwarf Magazine for only
$120 (Overseas $140) and receive...
e 12 issues of White Dwarf Magazine
e 12 issues of Trollz Nooz magazine

e One Army Book or Codex of your
choice - you can even advance
order Codex-Space Wolves

 Your Choice of ONE of the
Bulldog Buckle packages below!

- BATTLE SISTERS: 1 x Sisters of Battle Badge and 1 x Sisters of Battle Key-ring

- SPACE MARINES: 1 x Keyring (choose from Terminator Sgt, Ultramarine, or Space Wolf)
- IMPERIAL GUARD: 1x Imperial Guard Badge and 1x Imperial Guard Key-ring

- ELDAR: 1 x Eldar Badge and 1 x Eldar Key-ring

- SPACE ORK: 1 x Space Ork Badge and 1 x Space Ork Key-ring
-TYRANIDS: 1 x Tyranid Hive Badge and 1 x Tyranid Hive Key-ring

- CHAOS: 1 x Badge (choose from Khorne, or Chaos Undivided)

- SKAVEN: 1 x Skaven Badge and 1 x Skaven Key-ring

- VAMPIRE COUNTS: 1 x Vampire Counts Badge and 1 x Vampire Counts Key-ring

- DWARF: 1 x White Dwarf Badge and 1 x Dwarf Belt Buckle
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