M

§8

=

1

(0

EN

P

rst-

i

om

THE §
{ &




LET’S SMASH SKULLS

WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Miniatures’

own Bryan Ansell, Richard
Halliwell and Richard Priestly.
Whether you enjoy role-playing
adventures or mass battles,
it’s all here for you in this
three volume boxed set.
Simple enough for the

novice to learn, yet meaty
and innovative for the
experienced gamer to
enjoy.

WARHAMMER gives you rules for Movement * Psychological Factors * Shooting *
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons *
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation *
Enchanted Objects * The Games Master * Player Characters * Creating Adventures *
Character Advancement * Injuries * Starting Expeditions * Running Campaigns *
Encounter Charts * plus two special scenarios: THE ZIGGURAT OF DOOM and
THE REDWAKE RIVER VALLEY.

WARHAMMER s disiributed by
Games Waorkshop (US), PO Box 2537, Gaithershurg, MD 20870

and available in yvour local gane or hobby store.
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WEILCOME Te TiHE

Weleame to the first CITADEL COMPENDILM. Public demand
has encouraged o to attempt to illustrate our entire range for
the first time. We have optod for line Hlustrations in the main,
as we find the printing of photograghs in catslogues to be a
rathar unpredictable prodess, and we belisve that drawings are
the best way of letting you know what the models actually
loak Hke:. we weloome vour views on the subject! Of course,
we can only show models available at the time of writing,
Citadel's policy of systematically re-modelling the selection
available scross our entire range means that even as you riad
thiz the pumber of models available will have bean changed
and extended, Some godes will consist moatly of models from
our old stalwart Fiend foctory and Fontasy Tribe ranges, but
wa are reworking our new codes @t o rate of about three a
month, Bnd you can be sure that in the near future you'll be
seaing exciting new models of which ever subjects particularly
intersst you.

Qur plang for the near future include:-

b
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This brings us to the concept of the Citadel Compendium. The

Compendium will aflow wz to regularly bring you up to date
with our latest developements, it will take the form of an

irreqular jourmal; featuring complete current listings with
illustrations. We will also take the opportunity to run articles
on our modals and related tepics, and to publish scenarios,
rules and additional material for WARHAMMER role-playing
rules. Dur staf! are busy writing material for the naxt issue,
but we hope that you, our customers, will be contributing too.
We mlzo hope to continue with our letters page, Eldritch
Epistles, in the next issup, so please feel free to write with
youp comrmants, gquestions and suggestions, articles will also be
very welcome. To avold comfusion, please address your
correspondence e @ Beyan  Amsell, THE CITADEL
COMPERDILIM, 0 Victoria 5t., Mewark, MNotts. Please be
sune to use a separate sheet of paper from any mail orders etc.

tiere Runequest models, bath individual models and boxed sets, Including Runepriosts complete with
their familiars, re-mads Dragonowts and individunl monsters.

Some splendidly feracious BOGBEARS.

Major re-working and additions to COL:Fighters, our most populsr code.

Mew Diorama sets, including Engines of War with Fantasy Crews.

A new range of Cungeon accessories featuring chesta, urns and ather itams.

Cur first WARMAMMER supplements featuring army lists ameongst other things. We're really 'll'!'tl'l:It:El'J
about Warhammer, having been playing with them for over s year now, and have plans for printing
sovaral supplements, oe well as running additional material in the COMPENDILIM,

ROGUE TRADER: our Science Fiction Role Playing Rules, We'll be re-making and re-titling our
Spacefarers models to colncide with the releass of these.

Some, hopefully maest, of these should be ready to appear in the next issue of the CITADEL

COMPEMDIUNM, together with & few surprises!

Best Wishes
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Bryan Ansall

The Drawings and Photographs in this catalogue are not Lo scale.

Oetobar 1963
Citadel Miniatures
10, Victoria Street
Mewark

MNotts
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Unlike |ust about every other fantasy game on the market
Warhammer has been bailt firmly from the models up. From
the onset Citade] nimed to produce a set of playable rujes that
wiould enoblo. gamers to wse their full collactions of models:
thus facillitating gaming on the grand acale, with whals armies
of strange and heroic fantasy soldlery. MNeedless to say, this
turned up a number of unique problems of design. How, for
example, could combat be quickly resolved without losing any
of the character of cstablished role-plaving systems? How olso
could magic be sccomodated onto the batelefield? mnd what
aboul the 'all too obvigus' effects on morale caused by huge
maonsters and tereifying spells?

In meeting these uruousl requirements the suthors of
Warhammer have presented the gamer with somes navel jdeas.
The game rules are contained in 8 three volume format, within
8 sturdy box. The first volume iz callod Tabletop Battles, and
provides all of the basic rules for movement, shooting and
combat. The remaining two velumes expand the scope of the
Fules to include ‘Wizards, spells snd magical iteme in the Magle
volume, and charocter deévelopment and creating adventures in
the Characters boak. Whilst different sorts of dice are ulilised
for most of tho generation systems, the mainstay of the
combat rules fs the traditional D&, This gives Warhammeor
games a salid and comprehensible 'game-flow’, o much ao that
maost of the rules can be committed to memory within o fairly
short space af Lime.

The Tabletop Battles wvolume has some quite innovaotive
material contained within a almple playing mechanism. Each
of the ployers takes a turn in rotation - perfarming all of the
usual actions, movement, shooting ond combaot. Thets, s also
an extra movement phase after shopting ond ecomibal, this
allows unengaged troops and skirmishers & chance to move
again, although you may nob use this extra movemaent ko
nitiate combat. This added move makes troops more maobile,
=0 units don't get stranded all over the plece. Two movermont
Tahnaes® alea allows clover playars to use their misslle men to
full advantage. Movement itself is falrly standaed, with fixed
move rates and ponalties for Lhe wvarlous types. Aerial
movament is practical and effective, permitting flying troops
a high degree of mobility and flexibility.

Shooting and combat both use o 1 model/1 dice system, rolling
a D6 for each model firing or fighting ta determing hits, Yaur
chances of hitting depend on your Bowskill, for missile-Tire,
and Weapon Skill for combat. Each varies from | wpwards,
with gobling and moot monstors down the low end, and heroes
having levels of ug to 10. Any hite caused are resolved, ngoin
with. w D6 , and the results depend an the Strength of the
attacker and Toughness of the defender. This two-level system
allows monstera to be clumsy and awkward, so they dont hit
aften, but powsrful, so they can take more damage and ony
hits they score tond to be devastating. Most of the common
‘massed ranks' creatures, such as moen, slves, gobling ond
dwarfs, can take only a single successful strike - called a
Wound - and are dead, Bigger critters get more Wounds,
whilst hieavily armoured individuslz receive a saving roll.

Perhape the most Intaresting and origirsl perts of the game
mechanizm are the Psychological Factors. These represant the
vorious effects of magical attack, large monsters and
frightening things in general. Ench of the affects iz described,
with on appropriate chart to determine troops reactions.
ri!ﬁl“'q Iz done: on @ wnit basis, although heross and
personalitien may Be immune to certain of the effects. The
tosts are simple 6 rolls, and do not inhibit the flow of the
qame at all. Factors covered are Fear, Terror, Fronzy, Hatred
and Stupidity. Fear and Terror are, In effect, two levels of a
similar foctor. Troops failing to make saving throws tumn and
flem when presented by samething thay Feor, or else refuss to
engage thair enamy. Frenzy altows some of the more mentally
uttable troops to go Into berserk killlng fronziss, wvery
wotfying b 18 tog. Hatred simulates snimesity betweon certain
races, compelling some troops Lo ottack others despite the
controry intentions of their commander. Stupidity is just that -
B ocreature subject to Stupidity has a chence of occasionally
dogenecating Into 8 slack |awed and ineflective vegetabls
when faced by someé pressing problem.

Further rules cope with flying credtures, e effects of
poisons, regensrating crestures and the difforent kinds of
monsters. There iz olio A complets introductory scenario, The
Ziggurat of Doom, which iz intended to familiarise the players
with the besic mechanisms.

| WAARENER |
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fntemal cover s for the Werhammoer game. These (Heairatinng, snd
vabie the booda were il deos by wlall artist Yany Ackland.

thea jr



The Magic valume introduces Wizarde and spells inta the .
game, with details for same sixty five spells in four Jevels of
competonce, including an  additional four levels aof
Mecromantic imagic, Wizards are allowed certain innate
abilities; including the ability to engage othoer Wizards in
dangerous magical conflict. The spells ars designed mosatly for
battiefiald conjuration, and include such useful tactical ploys
a3z creating areas of confusing mist and causing mangical
bridges ta appear. The magic volume alzo Ineludes a  list of
magical items, including swords and other weapons, which are
intended to provide players with idess snd saurce material for
garnis,

Volume three, Characters, expands the Warhammer package
into a8 more traditional role-playing format. It introduces
rersonal eharacteristics, Intelligence, Cool, Will Power and
Leaderahip. The full deveopment of these characteristics iz
Inft to the Games Master in the origirm! game, althougth more
thorough rules are provided in the growing amount of
Warhammer supplementary material. Characters are allowed
to aguice Skills, which the Games Master uses Lo dotermine
potential employment and sourses of income. Alignments are
Interesting, they include Evil eharacters who really are! There
are alio alignments for Avarice ond Hunger, the latter aguires
experience points by eating alain enemies. The Characters
wolume alse includes rules for personal injuries, money snd
finance and encounters, A complele scenario adventure The i i
Redwake River Valley introduces all of the new matecial

within a fantasy campaign. i S
_..\' L .-fi':l Origina]  bisck snd  white box arl  for
- _I."_'_:. s Warkammer by ortls! John Bluneba,
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So mueh for the role-books, what about the game itself.
Generals who sit down ta play Warhammer for the fiest time
will find the rules quick to learn and play. Moensters, Heroos
and Magic may toke some getting used to though. Monsters
vapocially are tough -most monsters cause Fear or Terror in
human-type opponontz and only need win a single combat
round to reut an entire unit. Undead types oo are nob the
ineffectusl, sword fodder of some role-play games, they're
mean...really mean. Some Undead refuse to be eliminated at
all except by powerful and rare magical weapons, and oven
them can ba extremely abstinate. In fact the only characters
who will stand up ta mast of the Monsters are Heroes - which
i3 how it should be!

Future Warhammer releases sound tempting. In eonjunetion
with specially designed scenarios Citadel will be reldasing
appropriate models, beginning with the Morsemen and Slann
from the Kremlo the Slann adventure in this compendium.
Further excursions Into the fantasy world of Southern Luetria
are planned by its ¢reator and Warhammer suthor Richard
Halliwell. As wall as the models, there are dlso the first two
boxed supplemants due out soon. Forces of Fantasy provides a
whole set of semy lists, and special rules for players fighting
large scale battles. Included are sueh things as Inter-goblingid
feuding, Undead instobility, painting tips, sections on laying
Ve out seenery, battle-field encounters; Rune-swords, Pawer-
ST Weapons, new magic and monsters. Realm of Chaos iz the
3 ultimate playing-ald for players using Chaotic  troaps.
Included are rules for Chaotic Gods and Demans, Champlons of
Chaoos, Chaatic Attributes, Demon Swords, playing Chaotie
characters and aquiring Chantie followers., |

WARFAMMER]
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\WARHAMMER:

We've all been amazed by the response and enthusiosm which
has grested the launch of our own Games System -
Warhammer, the rules that allow you to fight fantasy battles
on the tabletop. The letters and ideas have been, guite
fiterally at times, overwhelming, Groups of players all round
the countsy hove been uaing and adapting our rules to thoir
own ends - and judging by your letters with some interesting
results. Ourselves, wall we are very happy to sec our jdeas
gxpanded and madified; its all very encouraging and bodes well
for the future. WKeep the idess coming. Meanwhile we have
arronged  this  selection of rules  ommendments  and
modifications which should cleer up a few mistakes which
crept inta the rules. Occasionally we've found that what we
wrobe was not 8% clenk a3 we intended - so 8 Tew wards of
gxplanation on vital points are included too,

THE TURM SEQUENCE

Val 1 p5 saya that both playoers may shoot in the Shootim)
Phase = this i3 o foul Jie! in fact only the Active Player may
ghoat., The only exception is "Return Fire' - goe next section.

RETURN FIRE

In & plavers Shooting Phase other players may attemnplt to
ghaot with figures whose Bow Skill is & or mote, Thiew a Db,
add 1 for each point of Initintive, If the result is 10 or more
that unit or individusl may shoot. This does not prevent thom
firing ngain in their own Active Tam.

FIGHTING DEFENSIVELY

Thiz is on advonced alternative rule designed for games
invalving only @ few (less than 10} models a side, although it is
applizable to any sized game. Any choracter model - a Haro,
Wizard, ete, - miy choose to fight defensively in combat. This
means he forgets about trying to kill his opponont and just
concenteates on parrying and trying Eo stay alive. This is
particularly wseful if you find youself totally outclassed . in
combat. You must declare at the beginning of combat that you
intend to Fight Defensively. Having done so you roll o hit as
marmal but with a +2 dice modifier - you will rall first even if
your eppanents Initistive s higher and he would normally have
the firat blows I you succeed in hitting your opponent then you
cauge no damage - but your opponent may not attompt to hit
youi you have ‘blacked" his blow, You may fight denfensively
against as many individuals as you bave attecks,

WEAPORNS DIFFFREMNTIATION AND OTHER BONUSES

There are some of these lsted on p 23 of Vol 1. More detall
can be included In your games by introducing more bonuses Lo
cover pxotic weapons and  situations. The following lhat
summarises the factors given in Warbammer and loclodes 2
few new ones developed by ourselves and other players. You
can ocul this chart out and paste it |nto your copy of
Warhopmmer gver the axisting chart. E

s — o — — —— — — — —— ——

| Imitistive ToHlt To kil
I
|CHARGE fCOUNTERCHARGE il - ;
(FIGHTING ROUTING ENEMY - 2 ol
|LANCERS ol E 1
|ARMED MONSTER 54 T S ol
LONGER WEAPON ol - 2
ILIGHT WEAPON vs SIKIRMISH o1 o )
ILIGHT WEAPON va SHOCK . = -1
|CROSS DEFENDED OBSTACLE -1 -1 .
|l—EJ'-'.W WEAPDM wa SIIRMISH - | =1 -
JHEAVY WEAPON vs SHOCK - ¢l -
jHEAVY WEAPON va ALL - 2

Mew ltema which won't be fomiliar are Crossing Defended
Ohstacles and Heavy wWeapon vs Shock. If you are attacking
troops who are behind some sort of cover - such @ a
tarricade, hedge or wall = them you will suffer a penalty af -1
To Hit' and -1 'Initiative’. Onee you have pushed back the
defendiers you have ‘scrambled’ ever the obatacle and there is
na penalty. If the defenders push you back then they dan't have
to follow over the shataele - but the wnit pushed bock still
ratreats 2 as normal.

Heavy Culting snd Thrusting Weapons « basically two-handed
weoapons and heavy polo-arma - receive o «1 'To Hit' bonus
when fighting troops in Close Order. This is because troops in
cloge order have little room to duck ar dedge.

An additional bBorus which we have introduced into our own
games |3 the +2 "To Hit' end + 1 "To Kil' if you are Fighting
Foted Lroops.

L



LISING MOUMTED FIGURES

A fow people have asked uz to elarify the rules for cavalry and
other mounted models. If the rider |8 mounted on either a
Harse, Beoar or Wolf - then it counts s cavalry, Cavalry
receive appropriate movement Tor the type and a +]1 Saving
Throw. Attacks against the cavalry ore worked out againgt the
RIDER with the appropriste bomuses, If the Rider iz killed then
the entire model is remowved from play. This is a convenient
way of working out cavalry becsuse it saves having loose
harses wandering about the battlefleld. If the sldsr ia mounted
on a Wolf then that animal may itself hite and claw against
combat opporents - attack with Giant Wolf [nitiative,
VWeaponskill and Attack Strength, Oppononts must still fight
ogaingt the rider - thiz means that the Welfl could find itself
being killed simply because the rider |z killed. In the basie
game we find this iz fair enough because the rider/wolf
combination iz pretty powerful and the wolf is bound to be
disadvantaged by having the rider on his back,

Tha enly modals actually designed to flide larger ercstures are
all either mounted on some form of Giant Riding Reptile or
specially dealt with in the rules (Giant riding Elephant and Ore
Riding Wyvern), 1f you wish to mount models on other large
monsters, such as the Griffon, then use the same rules as for
the Giant Riding reptiles. In combat the rider and ereature
both attack the enemy - but the opposition can anly attack the
ereature. Ones the ereaturs |8 dead the rider ia dismounted
and may be ongaged in combat,

Some players have indicated that they would like
more detall for riding larger monsters and oo we
have developed the following rules. | must
amphasise that thess new rules are to zome
#xtant experimental =

L. All Mountz and Riders may be considered
geparate. In cormbat the Rider strikies o blow and
the Mount also strikes a blow where appropriate,
Mormal Horaes, Donkeys, Mules ete, don't strike
# blow but trained Warhorses do.

= Foot opponents may chooss to aither fight the
tdount or Rider. |f the Mount iz so large that the
Rider is out of reach of his enemies weapon then
the blow must be streck ageinst the Mount.
Generally for foot opponents under 10 tall the
Ridor gan be attacked if he is riding anything
horge gized and not il he Iz riding anything
bigger.

3 Where two mounted opponents meet in cambat
riders may attack either riders or mounts;
maunts may attack only mounts. Riders moented
on horses or horse sized creatures may not strike
blows against riders riding larger creatures. They
must strike against the mount.

a If & riders mount is killed then Throw & D6.
1-4 Riger is dismounted and must Tight
on foot.
5 Mider g thrown clear of mount.
Place 2" behind combat. Fight on
foot.
& Rider is trapped under mount - take

1 Strength 2 Hit and roll 8 9,56 on a
D& at the end of the Turn to break
free. If attecked whilet trapped
réduce Initiative to 1 and number of
Attacks to | only. If you break free
continue o fight on foot.

5 If & rider is Killed then the mount may continue
ta fight alane if it is intelligent, but a semi-
intelligent or non-intelligent creature becomes
mubject  ta  STUPIDITY.  Mon-intelligent
creatures will move and attack rendomly - this
must be determined by the Gomes Master. A5 a
genoral gulde poa-intelligenl mounts  without
riders will attack the nearest troops if they are
naturally aggressive (such as a non-intalligent
stupid Dragon) and will run awasy if they ore
pazsive (such ag horseg),

[ Riders and mounta take separate Saving Throws -
riders recsive o bonus Tor being "'mounted’,

56 a Dragon rider, for example, could charge into a unlt af
infantry. The Dragon will attack as normal, the Rider will
sttack mx normal and the Infantry will attack the Dragon, If
the Infantry succeed in killing the Dragon then the Rider rolls
o dice to determinge whether he is dismounted, thrown clear or
trapped. Once dismounted he will continue to fight on foot.

If, for instance, a Criffon rider and a Hippogriff rider attack
each other then the Griffon arkd Hippogriff must attack sach
other, The rlders may chooase Lo attack either each ather ar
thair opponents mount.

It iz ultimately [eft to the GM to decide whether a mount
counts as horse sized or bigger - but az a rough guide mast
monaters that can be ridden count as horse sized. For example
Griffons, Pegasi, Unicorns, Hippogriffs, Manticores, Welves,

Boarg, Carniverous Birds, and Centaurs. Creatures which count
a5 bigger should be fairly obvious, Elephants, Dragons, Giant
feptiles, Winged Reptiles and the 'riding' Wyverns far Instance.

COMBAT FACTORS FOR TYPRICAL MOLINTS

The Characters Profile Factors - Strength, Initiative ete, are
not given in full on this chart, In this and further charts the
Factars are abhraviated to save space.

PO Mova:i LT __Iwnii:'ie_ll_._iv.tr'
WS Weapon Skill W Wounds
s o Sk AL “Attacks
e - Steength

N © Teughness
Warhorses (NI 3 20 B s
[Glant i Wot ST 51T A T NG S L
Glant Boar (D 3 il ap et ey
(Elephant b= i ] T e e

tl = Mon-Intelligent [ 51 = Semi-Intelligent

ADYANCED RULE - DISMOURNTING OPFPOMENTS

If you are using the advenced "“ounted Troops'
rules then you can incorparate the rtules given
here If you wish. If vou ape attacked by a
mounted model then instead of attacking the
rider you may attempt Lo unseat him - flinging
him from his mount and forcing him to fight on
foot, You may only attempt this if you may normally fight the
rider and not 1f you ean only fight the mount. First declare
your intention ta try to dismount your opponent. Then roll 'to
Hit' as normal. For esch bit roll 'to dismount’ - Rall a D&,

+l If you are Lance armed
+1 If you charged ar countercharged
this turn

Then consult this charkz-

1-2 Mo effect at all

-4 You fail to dismount - Boll 'to kil
az normal but with a -2 dies
madifier.

#-6  You have unseated your cpponent -
Roll again on the chart below.



Roll a D6 to determine what has happened to the dismounted
rider.

1-4 Dismounted - continue La fight on Toot
-6 Digmounted but with complications

Foot caught in stirrop
Drops weapon - Disarmed
Trampled by mount

Flung to ground
Concussed

Wnocked Out ar Killed

= - R e

If your feot catches in the stirrup you will be dragged 106 " by
the mount and deposited as Concussed. Horse and similor
mounts will always run away from the conflict. Aggressive and
intelllgent mounts will probably continue te fight In which
case count as 'trample’.

Dropped Weapons may Include shields (30% of the time) and
may be picked up, or another ene drawn, on the roll of a D6 -
needing a & to succesd, Recovery increases by +1 per Tuen snd
{s automatic if there is a break in combat.

Trample invalves - getting stood on... = lot. This can hurt,
count as 1 Hit at the Strength Attack of the mount. Se you'll
prabably survive being tramplad by a horse - but 8 Dragon?

It you mre flung to the Ground take 1 Hit at a Strength Attack
equivalent to the number of 'pips’ on your Saving Throw from
arrmour. 6 18 1 'pip', 5 s 2, 4 is 3 and 50 on. Riders {lung to the
ground may not get up that Tuen and may enly fight
defonslvely.

If you are ‘concussed’ this means that you are flung to the
ground as above, In addition you receive o blaw Lo the head aryd
beeome a little bit ‘vague' - from now on you are subject to
Stupidity for the rest of the battle.

ook Cut or Kill means that the rider hos been rendered out
of combat and should be removed from play. Roll for injuries
after the battle if you wish - Val 3 p 16,

MORE MONSTERS
THE UNICORMN

Unicorns resermble large white horses with o single haorn
growing from the forehead. Unicorns are bastcally good
crentures  and semi-intelligent, They are very sensitive to a
persons aura and will flee or attack if approsched by evil or
chaotic types. They will permit themselves to be ridden by
Virging, Paladins and some goodly herees. They are magical
creatures and have the ability to nullify all magic within 6" of
them =magic simply won't work within this area, An enhanced
spell cast against the Unicorn ha: o % chance of working
eguivalent to the enhancement. So If you enhance the spell by
20 Energy Points then it will have & 20% chance of working,
Unicorns cast a magical Aura around them equivalent to o
combined Aura of Steadfastness, Aura of Protection and
banish Undead. 5o Unicorns and their riders are immune from
Fear and Terror, the Unicorn has a 4,5,6 D6 Saving Throw and
automatically destroys all Undead within 8" (except for
Liches, Lindead Heroes and Champions, and Personalities,

TR R e L G
THE PEGASUS

A Pegasuz iz a winged horse = aften o normal horse with a
Chaos Attribute. Pegesus are semi-intelligent  ond  make
excellent steeds if they can be tamed. A character requires a
Willpower of above B to tame a Pegadus. Pegasus can fight in
cambat in addition to a rider bot i their rider is killed thoy
will usually fly awaey.

Pagasus B U302l gt Wiy

MAGICLAMS AMND ARMOLUR

Guite a few of vou have expressed abject disgust and horror at
the fact that we allow Wizards to wesr armoul without
panalty (Shrisks of dishaliefl, Well we have devised an
Advanced Rule section to allow for reduced effectivenass of
Wizards when wearing armour.

Wizards may not use shields and perform magic -
they rmay carry shiclds into combat bul them
function as lighters with no #bility to ecast
further speils wntil they remove the | shicld.
Shiglds hinder s Wizards ability to make the
correct gestures for effective conjuration.

b

Y

Wizards may wear armour - but tha presence of metal armour
will interfere with the Wizards abilities, setting up bad vibes
and confounding hiz magic. All Wizards wearing armour
become subject to an increased Fumble Factor and must roll
for a fumble everytime o spell i3 cost, Roll 206 ax for a
normal fumble. Tot up the modifiers that apply {Wounds etc)
ard add an additional 1 per Saving Throw 'pip' from armour.
That is, If vour Saving Theow iz & - 1 'pig’, I your Saving
Throw iz 5 - 2 "pips’ and so on. Then if the score iz 13 or mare
roll for @ Fumble, This way the more armour o medel has the
more likely [t is to "Mumble' a spell. Wrist Guards, the odd
gorget and helmets don't add to the Saving Throw - so they
don't make any difference to the Wizard, being quite small and
maostly decorative anyway.



VAMPIRES

We didn't include rules for Vampires in Warhammer becauss
we wanted to do a proper set of special Yampirism rules and
didn't have the room to do it. But ardent fans of Transylvania's
favourite son hove agked us to account for our omission. To
keap them satiated | have assembled eur Vampire rules as thay
stand Lo date.

Vampires are created by the willing transmission of the
phenamenon fram one Vampire to a Human, or, altecrnatively,
it ls possible for Vampirism to be inherited from one or both
parents. Both events are very rare indeed - Yampires are
solitary or rmonogamous by nature and demand exceptionally
high standardz of intellect and sophistication in their apouses
and companions. For thiz resson Vampirism tends to be
restricted to only & very Tew aristocratic families -occasionally
taking human wives into the line. Female Vompires would
mever take 8 human spouse, although they may take buman
lovers.

There are minimum Personml Charactoristics . required to
hecome, or be allgible to becoms, a Vampire.

TMTELLIGEMNCE I

CcooL 12
WILL POWER 8
LEADERSHIP 3

The Vampire supplimants iz own Life Energy from that of his
victima and sustains his life Indefinitsly. Life Energy is
espresged in the pame terms as a Wizards Life Energy. A
Yampires Life Energy con be genersted by rolling - 1D10 x
-EIi‘iJ. Sa a typical Yampire will start off with from 200 - 2000
palnts .

) e 3
Vampires need to expend Life Energy to prolong their
exlstence beyond their natural life spans. The natural life span
has ended a¢ soon as the character becomes a Vampire -
Vampires are "Undead. They are so powerful, however, that
they are not subject to the normal spells and restelctions
which effect Undead. To sustain their life roguires 10 Life
Energy Points per day, which can be eut down te 5 pojnts per
day if the Vampire remains in a comatose state in his caffin
during the hours of daylight.

Vampires may aquire additional Life Energy Points only by
feeding from the Life Energy of victims. Vietims can be of
two kinds - short term or long tecm. A shart term victim is
attacked and killed instantly and yields only a little Life
Energy - gensrate by ralling 1D10. A long term victim is
drained aver a peciod and yellds up all of their Life Energy -
establish this as Z0D6x100 minus 20 points for each year of
their age, if this result In a neqgative number then the person is
unsuitable te be @ vietim. Long term victims must have
Personal Charasteristics which make them asligible to become
Vampires, The first attack on a long term wictim will yield
106 Life Energy Points, the spcond attack 206, the third 306
afd 30 on wntil all of the persons Life Energy is used up. A long
term victim does nat have to be of the opposite sex but a
victim of the same sox will vield only half of the normal Life
Energy. Attachs of both kinds can enly dccur st night and only
onie sttack may be made per night, The victim's blood should
bie deained. It will be abviews from the above thal a Vampire
will need to cultivate long term victima in order to survive.

A long term victlm will die when thelr Energy reaches zera. A
fong term victim will tlse up as 3 Vampire in their own right 3
days after burial, Genorate the initial Life Energy Level
DI10=200. A Vempire created in this way will usually have
amational ties with the original Vampire.

A long termn victim can be prevented from bocoming &
Vampire if buried with the appropriate precautions. The head
must be out off, and a Lawful symbal of some kind placed
around the neck and within the mouth. A choin of garlic
flowers can be used in this context in conjunction with a cross.

Vamplres may bacome Wizards in the same way as normal men
-« but canmot cast o Blesz spell. Life Energy paints will be
expended as per normal but Vampires are unable to bensfit
from any magic that would increase or suspend their Life
Energy. This means that Vampires maoke relatively poor
Wizards because of the excessive drain on their Life Enorgy.
Vempires have the ability to transmute into either Giant Walf
or Giont Bat form with 8 Were=factor of 2 (2 on a8 D6 to
transmute) - each Transmutation, including back to man, uses
up L Life Energy Point. In daylight the Yampire must revert to
Humar form o be destroyed. Vempires can aquire Life Energy
from vietims in any form = but must rest as the human form in
their Coffin to "synthesize’ the anergy. In Giant Bat and Giant
Woll foron the Vampire has the normal attributes of thet
creature, 3o in bat form he can Tly, ete. In Woll form he can
act a3 & Wolf Pack Leader and command upte 306 Pack
Wolves. The Fighting Characteristice of each form are given
helow.

Vampires are characters and =so their attributes may wvary
acearding Lo experience - the Flghler Advansement Thresholda
can be used with lOx points for turnming & victim into a
Vampire and Zx points for killing snd taking Life Energy. the
maximum levels of character advancement do nat  apply.
Typical Characteristics are given here and may be used on
encounters if you wish, they arp bazed on the premlse that the
‘k‘ampim Iz quite old and experienced,
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Vampires are immune to all Fear, Terror and Marale < they are
campletely uneffected by payehological fastors. They may
choose to cause Fear or Terror in any individual within 6" who
has a Will Power af 8 or less. They may try to fix an individual
within 6" with a malign stare (500%) causing Stupiditys 1,

A Mampire whose Wounds are used up ia not dostroyed but
disembodied - the body will fade and vonish and reappear in
the Vampire's Coffin or safe place. Obvigusly this makes it
very important that the Vampire maintains and protects his
resting place - this must consist of a coffin lined with earth
from the Vampirez homeland, The Vampire may rest in a
comatoga state in hia Coffin, using up less Life Energy, and
must return Lo his coffin to "synthesise’ Life Energy.

Games Masters and players should remember that Vamplires
are moarvellounly eharismatic and sophisticated ereatures, they
are vory inteiligent and generally highly cultured with a wide
grasp of foriegn language, science and the arts. Most are
talented artists and eapable scientists. Vampires certainly do
nat jump from behind pillars, flash their fangs and openly
attack whole regiments of adventursrs without either aim or
FRASON.



PERSONAL CHARACTERISTICS IN SPECIAL SITUATIONS

The Followirg situations ate examples of how o use these
facters, further situations can be dealt with by the
imaginative Games Master gz nead griges.

Bluff = A character may attempt to "bluff his way through a
situntion, for example by pretending to to someone else or by
pretending he i3 not responsible for some heinous event. His
bagic chance of suzcoeding will be BxCool a8 8 %. For exampls
if your Coal is 7 then you will have an 8x7 = 36% chance of
success, The GM should feel free to add or subtract according
to his dizcretion - for example if the player ean come up with
a particularly convinelng or witty argument or if the situation
seems relatively easy o distinetly tricky. If the character s
trying to bluff a fairly braintess individual (Intelligence below
4) add 10%, an individual subject to Stupidity add another 10%;
or a weak willed character (Willpower below 4) add 10%. [f the
character is trying to bluff someone with a higher Intelligense,
higher Willpower or higher Coof then deduct 10% for each
factor of each. For example If the guy yvou're trying to
convince ta let you in to a private asssssing elub has an
Intelligence 2 higher than you, Willpower 1 higher and Cool 1
higher vou must deduct 40% from your basic chance of
suCCess,

A few sample 'Bluffs, ..

Trying to pass yourself off as someons else, a long lost son, &
visiting wizard or the local tax collector - for pxample.

Trying to get into a bullding past a guard by pretending to
have forgotten the pass word or to have an invitation. (The
famous party crazhing Bluf(}

Pretending to have knowledge which you don't - for example
pretending you krnow where the femous Creasures of Mullah
Alklan'd is buried

Duran Cogwheel, gentleman thief ahd wit, finds himaelf
caught midrobbery (and hall way up a drain pipel, by a local
miliatia man. He attempts to Bluff* the militiaman Into
belleving that he is an insomniac plumber.

Perguasion - A character may attempt to ‘persuade’ non-player
characters Lo do things for them, either by convincing them
that what they sre about to do s in their own interests (even
if it isn't} or by offering them money. This can overlap with
Bluff* - but s intended to cover instances such as teying to
persuade someane to divulge whete a certain great treasure s
kept, whon a certain guard goes on holiday, that he sught to
murder his grandmother and collect the insurance. Your
chance of success is 8xCool 04 o % but minus the Intslligence,
Cool and Will power of the guy you're trying to persuade. [f
bribory is attempted +1% per Crown (or the GM cen determine
sccording Lo Secial Status and Alignment).

bungum the Thief ig trying to skilfully manoeuvre a
Palace guard into divulging the whereshouts of the
princess's bedroom , over o pint of "Oid Black Foul' and
bBawdy tales of Guardsmers exploits.

Reginauld, the trickster, s trying to persuade a {ocal
shapheeper to subseribe Ls a naw insurence schaome that
he has Just started.

Duran  Cogwheel, having falled to "Bluff the locsl
lawman now tries ta convines him to let Curan hold his
Cudgei while he goes and fetches help.

scringe, chiel adviser to KKing Woboagdle of Grump, ia
trying to persuade the King to lead an army te conguer
his neighbour. Scringe intends to embexzie army funds
while Koboggle iz mway.

FIRIMNG ARCS IN BATTLES

Wartwmnmer can be used to fight wnything from a emall
skirmish involving only o few models to a game between
mgesive armies. We didn't lay down any hard and fast rulea on
whather models can fire to the front only, all round or
whatever. [n our own games we have found it best tooallow
infantry armed with missile weapons, bows, cross-bows ete, to
fire at targets within o 0% arc to their front only. Mounted
treops with mlsile weapons are the same - except that their
fire are is normally at right angles ta their front, and Mounted
Troops in Skirmish Order may fire all sound but suffer o -1 'To
Hit' penalty for firing out of the 90% are.
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SPECTRES

Spectres are the modt enigmatic and powerful of the ordinary
undead types - exceptionally difficult to ki, immune to magie
attack and non-enchanted weapons and couing paralysis by
Lerch,

Spectres are the spiritual remains of long dead men - lost souls
wha are held to the earth because of some age long vow or
curse. (Oath breakers in particular may be forbidden passoge
inta the realma of the dead, ared they are compelled to remain
earthbound until their oath is completed. Sometimes a Spectre
may owe gervice, to a lord or wizard, although once Ehe
service is completed the spirits are freed from thelir bondage.
When encountered a Spectre will not generally attack - unless
in dolng =zo he s fulfilling his 'sath',

For example :- the Wizard Comencratz has 5 badvguards, One
day an assassin sneaks into Comencratz castle, murders the
guards and brutally slays the sleeping Wizard., The guards have
falled to protect their master ond Comencratz's son -
Grangorok = calls upon the Spectres of the 5 Guards to return
and do their duty protecting him from intruders. Mew 1f
anather attacker attempts to slay Grangarok the Spectres will
protect him, if they succeed then they may 'pass on' [ the
Games Master may decide that they may only pass on one at @
time if he wishes),

Spectres are immune from non-enchanted weapons and attacks
fram most normal magle. They may be dispelled by a
Mecromantic Banish undead spell as narmal, they may be
dispolled by a normal "Banish Undesd® spsll with g plus 3
‘fumble factor'. They are effected by enchanted weapons - and
a "Hlessed Weapon' will have normal effect.

Spectrag couges FEAR within 15" and TERROR within 5" - an
all normal living ereatures. A Spectre attacks by toueh and
causes na damage - but has a paralysing effect, Throw to save
as for Polzon. If vou fail to save agoinot Paralysis then the
victim becomes rigld and helpless - the effect lasting for at
least an hour { 6036 Turnsh. A Cure Light Wounds Spell will
cura this condition. Player Characters hit by a Spectre may
roll to see which part of the body has been hit - and loose the
power in that part only. Use the Waounds chart to declde which
bit has been hit. The Games Master can determine the exact
effects depending on how the character is squiped - for
instance a 'left-hand hit, and the character would drop his
shield{lantarn or whatever.
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PERSOMAL CHARACTERISTICS - ADVANCED RLLES

In the basic Warhammer game we jeft it pretty
q much up to the Games Master to determing a
character's ability to handle special situstions
and parform extra-ordinary feats. We s@id that
the Games Mastor should use the Personal
Characteristics to judge any situation, giving a
character an arbitary chance of achieving an action and
madifying according ta his 'Coal’; 'Intelligence”, "Willpower* or
Leadership' depending on which seemed appropriate.

B
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Well now we'd like to pass on some of the advanced rules we
have devised to utilise these ‘Characteristics’. Thess are only
uged In conjuncticn with the 'Personal Characteristics' of
individual heroes, officers, champlons ete, "other ranks' are all
considered to have average characteristics.

COol

A characted's 'Coal' determines his temperamaent snd ability to
keep himael! under control in stressful situations.

Characters with a Cool of 2 or less are always subject to
Frenzy, and must maoke s compulsory throw when within
charge range of enemy or when they are fired at. Rules for
disgarding of armour while in Frenzy are waived for these
wnstable characters.

Characters with a Cogd of eleven or mare are NEVER subject
to Frenzy, even if caused by magie.

Characters with o Caol of 12 are immuse to Terror and Fear,
aven il cauged by magic. They are also immune to 'Aurs of
Cammand' and "Mind Control® Spells.

WILL POWER

A eharscter's Will Power reflects his pecsonal determination
and solf possession. Accordingly characters with very high
nill Power® levels (of ten or more) can be very resistant to
maglc. Such characters are termed ‘magically resistant’,

Add the "Wil Power' of the magician casting o spell to his
Wiastery Lovel' (Magical weapons are mostly considersd to
have a Wil Power of 10). If this total is less than the Will
Power of the magically resistant character then he is wntitied
to a [% Saving Throw. This will be 1 'pip" on the dice for each
point advantage - 1 'pip' is &, 2 'pips" 5,6 and so on. If he
raakea hiz Saving Throw then the charscter takes no damage or
effect from that tpell. Of course, this rule will only apply to
you if you have a Will Pawer of 10 or mare.

Characters with a Will Power of 1 or 2 always take double
damage or effect from magic.

For example:- A magieally resistent character, with a Will
Power af 12, is attacked by a Fire Ball from a wizard with Will
Pawer 8 and tMastery 2. Subtract the wizard's Will Power and
Mastery (842 = 10, from the character's Will Power (12} This
works out a8 12 minus 10 = 2. This gives him a Saving Throw of
2 'pips' - ar 5,6 on a D&, IF the same charscter were to be
attacked by a goblin wielding & magic scimitar with a +2 "Ta
Hit* and +2 "To Kill', then this weapon would ount as having a
Will Power if 10, Our character must again rmake hiz Saving
Throw to be Immune to the weapon's magic powers, if he
makes the throw succesafully the weapen will count ac o
narmal seimitar for that round of combat, dore powerful
magical weapons will have extra plus factors for 'mastery’.

If you use this rule then Dwarves will be particularily resistant
to magic, because af this Dwarves with a Will Fower over ten
will be 20 sut ef tune with the waya of magic that they will
not be ahie to become Wizards, Dwarves never were over Keen
on things mystical anyway. Dwarves with a Will Power of 16
will then be totally immune to the effects of magie, they may
not use magic items and cause Fear in any Wizard they
opprosch within 12" of.
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LEADERSHIP

A character's 'Leadership' determines his ability to lead and
organise other people. In units of troops the 'Captain' of the
unit may add 1 to the Saving Throw against Fear and Terror
for the whole unit if his Leadership Factor is 3. He may add an
sdditional 1 for esch Factor over 3. The maximum narmal
Leadership value js & for Men and Elves, 5 for Dwarves - so
the maximum total plus factors would be 2 and +3.

‘Captaimg’ with a Leadership of 3 or more can try to stop units
reacting to Hated Enemy - Raoll a D&, you will need to score a

& to stop the unit reecting for that turn. Add 1 for each point
af Leadership above 3,

When Throwing for Morale a unit "*Captain' moy add 1 to the
dice if hiz "Leadership' iz ¥ or more.

In combat the leadsr of a unit may challznge his counterpart
in the apposing unit ta A man-to-man cembat. If you refuse a
challenge then your Leadership value is reduced to 1. If the
pombat is accepted then the two models must fight each ather
= until combat iz over or ane of them is killed.

MTELLIGEMCE

Character's with a high Intelligence receive a percentage
bonus on the Experience Points that they earn. Characters
with a really low Intelligence suffer certain penaltisa.

Charpcters  with
STURIDITY.

an Intelligence of 1 are subject ta

Characters with an Intelligence of 2 or less are unable to
aquire more than 1 skill - they will not be able to [earn ta read
ar write and suffec a minus 25% Experience Paints penalty.

Characters with on Intelligence of 4 or less may not become
Wizards.

Characters with a Intelligence of 10 receive a +10%
Experience Points bonus.

Characters with high Intelligence may lesrn new Skills quite
quickly, and Games Master may wish to take this into account
in certain situations. For example a character with an
Intelligence of 10 could have a 10% chance of being made
supervisar of a workshop if he is working Lhere, or @ character
working as = Sailor could have a 10% chance aof being
promoted to Mate and so on.

TOTHER RARMKS

Ordinary ‘renk and file' membars of a unit do not bave to roall
for their Personal Characteristics. They are considered to
have average values = which are.

Cool  Intelligernce  Will Power
magically
Dwarves 5 9 10 Resistant
Elves Fi e 7
ken i 5 5
Most others 7 5 5
P 1 O i ¥ e
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THE LEGEND

Kremlo was an orphan Slann, washed up on the shores of
Southern Lustrine Here he was Tound eamd adopted by the
Chieften of the Morse village of Skeggl. Despite the vile and
rather sickening appearance of the |nfart Kremle, Harold
Stoutback, who wan o (ine man and an outstanding foster-
parent, treated him exactly as one of hiz own sonsd. Although
quite why he did this is less than clear.

Mow, befors this tale can be fully understood, it must be
explained that mach of the many tribes of the Slann were
distinguished by unigue markings along thelr spines. Kremlo
was 8 reptile Slann, his spine was bright Blug, he was of the
BlueSpineSpick tribe.

Anyway, life went on in the Stoutback household in e more or
less normal fashion for twenty of so years, ontil one fateful
spring day, Harold Stoutback and Ven, his cldest natural son,
woere out hwnting in the mountains. Actually they had been
ambushed and killed by bandits, but as yet no o in Skeqgi
koew of this. This left Kremlo as the technichal leader of a
Marse Tharpe; a unique position for & reptile.

He was going to regret this day - badly - but little did he
realise the sort of grandiose hassle currently speeding his way
through the cool oceanic streams. His tribe were in their
spawning cyele. This speradic phenomenen was markad by the
yourw) adult males painting thelr skin, forming warrior cligues
and infusing sacred herbal preparations. Then, fremzied and
nelplessly manic sz a result of these religious narcotics, they
waould take to the open sea for weeks, sometimes aven months,
and cpuse trouble all along the coasts of Lustria.

Kremlo was at home when about three dogzen half-crazed Slann
hoaligans [umbered out of the water and buteherad a group of
fishwives who had been contentedly mending nets on the ses
ghore. Immediately all hell broke loose. Most of the village's
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warriors warg with Stoutbeck in the mountains. Kremlo, a few
fishermen and the local berserkers, who had been drinking at
the time, bocame [nvelved in o bloody Teacas with the Slann
braves. Eventually after tremendaus numbers of teeth, bones
and limbs had been smashed or cracked, Kremio and the
sattlers boat off the Slann.

A brief inspection of the corpses proved all of the Slann to be
of Kremilo's own tribe = they were BlueSpineSpicks.

That evening, while Kremlo was still floundering in a sea of
rage and terminal anger, word arrived of Stoutback's recont
demise. Kremlo was now Chieftain. Thiz had always besn
Stoutbock's wish and most of the village reluctantly accepted.
Some;, Kremlo's two younger step-brothers mainly, wers less
than happy about the whole thing, But they kept quist ahoot it.

By the time dawn broke things were [airly tense in Skeggl. The
bersercers, steeped in claggy gore, hed been up drinking all
night, Ghod they were in & bad way. Kremlo was already
beginning to erack. Could it be thet he too was suffering the
aubtly disturbing effectz of the Slann spawning cyele? Mobody
had got much sleep,

Some tirme apound midday Kremlo and the berserkers had
decided that revenge was necessary, retribution became the
ofder af the day. 50 they decided ta hail out the warboat and
cross the Gulf to Central Lustria. Kremlo's instincts would
lend him to his tribal home's spawning grounds, theére the
blood-letting would really start. Talk of gendcide was
rampant, the wounded from the previous day still wailed
phtl fuilly.

They set sail by evening. Thoughout the voyege Hremlo
behaved nervously, pacing up and down, taliking to himself.
The berserkers refused to stop drinking, Heroically they drank,
keeping themsalves meake by ginging bargerker songs. Sven and
Ben, Kremlo's two younger step-brothers secretly plotted to
kill Kremlo and get themselves out of the whale mess. The




warriorz had sworn their allegiance to the Stoutback line, they
waore stoic, as was their way.

Kremlo led them all, as stroight as he could =ail, to Zapotec,
hiz tribe®s esturine home. What happenod thers iz unknown.
Mone of those on the boal were sver sesn again,

Perhaps it would be desirable to discover theic fate by gaming
this tale. All the events, characters and motives are coversd
below.

GAMING THE LEGEND

taps for the two encounters at Skeggi and then at the
BlueSpinaSpick homeland - Zapstec - are given below.
Anywhare between two and six players may take part, Each
plaver must take esither one of the parts listed bolow,

Gamesmaster (essontial)

Kramlo (assential)

The Shann

The Younger Brothers = Sven and Ben

Tha Berserkers

The Villagera (who have no part in the journey to Zapotec or
tha fighting thare)

The Clanaman {who are in the mountains with
Stoutback during the attack on Skeggi}

HMarold

KREMLDO

Kramla is the central charscter of this tale, Whilst he is allve
he may give orders to the clansmen, the Berserkers and the
Villagers. He may also give orders to his brothers, they need
nat abay. Kremle will not be able to epenly harm his brothers
in-any way = unless thay give him due pravocation, He is mot
stupid though and is suspiciows of them,

Me also earries s phial of polson. Poured into the spawning
poal, the poison will wipe out the Slann pre-bormn. This would
bo a vile deed, indeed. An awful and terrible blow against the
BluebpineSpick. If Kremls succeeds in doing this be con treat
the whole campalgn as won.
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*Mote that swimming ia as detailed in the Slann section below.
Also from the moment the Slann first emerge from the sea at
Skegqi, Wremlo ls horeibly manic and may, therefore, roll for

FREMZY as detailed in Vol 1 of Warhammer.
Player's Objectives

Stay Adive. Kill & Slann
Foison Spawning Posls. Kill & Slann

Skeqgl
Zapotec

THE BERSERKERS

Skeggl, like any other Morse village, has it%s local berserkers.
These are the more sggressive of the village's headatrong
young men. They tend to wesr thair hair long and subsist
almast entirely on & dist of beer, mushrooms and horbs,
Parhiaps because of this, they are difficult to get along with
end are often far more violent than is absolutely necessary,
There are 8 dozen berserkers in Skeggi when the Slann land,
They are all in the Ale Hut, One player plays the leader of the
Berserkers, should he be killed another leader (s selected and
if pagssible another player should take over. All the berserkers
have the following characteristics.
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All berserliers are-able to roll for FREMEZY as detailed in
volume 1 of Warhammer. If the engagement at Skeggi 1s not
played then uas only 9 berserkers at Zapotec,

Players Objectives

KHI at least 7 Slann Lose from 2 Lo 4 men.
Lose 2 to 5 men. Kill at Isast 8 Slann.

Skeggi
Zapotec

THE YOURGER BROTHERS

There are twe younger brothers, Ben (20) and Sven (18)
Ohviously they are both quite unhappy about Kremlo®s elaiming
of the Chieftainship. There is, however, very little they can do
about it publicly. [T it became known that they had murdered
Kramlo thay wauld be exiled from Skegai, and possibly stoned,

I, hawever, they could do away with Kremlo without anybody
knowing,then they would be mare than happy.

Mave WS BS T T
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If Kramla i ever killad in o bottle then the player who was
contralling him should instantly start plaving the younger
brother if e i still alive. Sven canmst become Chisftain
unless Bon iz oul of the wayi. e

Players Objectives

Bath Stay Alive. Kill Kremla
Elther Brother Stays Alive. Kl Kremlo,

Skeggr
Zapatee

THE VILLAGERS

At the time of tha Slann raid there are only the berserkars and
the villagers around. There will be 1D6 villages in each hut
{use 5 huts to represent the village and Citadel Townsfolk to
ropresont the villagers). Thers ore also a dozen fishwives at
the waters edge. They will be in & single groep and subject to
FRENZY should any of their rumber be killed,

Move: WS BSOS T WoTDGA
Villager 4/3 2 2 2z B 1 z 1
Fishwife 3 e R

Use Citadel Codes C32 for the villagers., They will be armed
with swords and may be carrying shields.



Player's Objectives

Loge no more than 20 casualties - counting the fishwives as
double.

THE CLAMSMEM

The Lords and Warriors of* Skeggl are hunting with Stoutback
and play ro part in the first encounter. Swoin sefvants of the
Stouthack family they are loyal to it's head. Like the younger
brothers, thay are unhappy about beimg led by, what to all
appesrances, iz a large frog, However, whilst hi ia alive they
are committed to being loval towards Kremlo. IF they see
aither Ben ar Sven kill Kremlo they will avenge hirn. If Kremlo
dies for some other reason the Warciors will obey the oldest
aubviving brother.

There are 12 clansman shoard the ship that attacks Zapotes.
They may be either wearing mail aomour and have two-handed
axes and smaller throwing axes, of alternatively, they may
have bow and swaord.

i Meva WSTBS 5 T WA
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*Throwing axe only. Abilities with other missile weapons
would be 2.
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THE SLANN

The Slann Empire lies in decline, along the qulf coast of
Cental Lustria, They are an excecdingly ancient race, some
say that they are older even than the Elves {(though they are
very wrongl. The Slann Emplre was at the peak of it power
and sophistication when the ficst Sea EIf explorers arrived.
Within o few years large numbers of EIf and Morse began to
arrlve in Lustria, attracted in particular o rox's wealth of
Gemstones and gold.

The strange magic and discases brought with them by the
Elvez soon reduced Krox to an embittered and embattled
outpast at the eentre of the ance vast Empire.

Slann are determined fighters. They stend about two metres
tall and are green, blue, grey or sometimes yellow in colaur.

There & & small Imperial army which Increasingly wses
lobotormised humen eunoch warrior-slaves to make up for
shortfalls in Slann numbers. Warrlors of the Imperial army will
woar armour made of shell or of gold. Tribesmen wear anly
ghall and skins.

Being somi-aquatic they are good swimmers and move 4%
swimming on the surface and 3" when swimming underwater.
They may do this even when wearing armour and carrying
werrapons. A Slann who attacks g Morseman in the water will
finish him off In one move - there is no need to dice for the
reult as it is something of & foregone conclusion.

Roll 406 to determine the number of braves attacking the
village at Skeggl. At Zapotec use the instructions on the map
to determine the quantity of attackers.




Bolow sre the charscteristics of the Slinn, Special Slann
miodels will shortly be released by Citadel.
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1 Imperial

Herald ¥ g - 2 € 1 3 1 3
2 Low Swamp

Palace Guard 7 & &% 2 Db I 4 1 4
¥ Empire

Soldier 3 2 - T C 1 3 1 4
& Tribesmar

Blawpipe & 2 4 ¢ C 1 3 1 &
% Tribesman

Water-seythe 3 ¥ = & € 1 32 1 4
& Shore-Worrlor

Leader ] &4 - & D 1 3 1 a4
7 Eungch

Slave-Saldier 3 1 2 2 D 1 1 1 &
B Brave 3 2 ez T ) 4 1 6
9 Bravae with

Blowpipe 3 1 3= 2 C 1 & 1 4

*Blow-pips only. Blowpipes have the following characteristics.

Short Range Long Range Attack Strength

f-a" G-12" 1-Weak
Blowpipes ignore the to hit modifiers given on page 16 of
volume 1 of Warhammer. All hits must save against poison.

#oiyith tomahawks and knives. Each brave will carry a good
stock af bath,

The Slann zentries marked on the second map amre flosting
submerged with just their eyes shove the water. They will
naver be seen unless they move or shoot their blowdarts. Then
they can be zeen hy anyars within 6"

There are 3 dstachments of Imparial troops pasted at Zapotec.
They are led by a single Herald, The Slann player is
represented by this single modal. Should he be killed then one
of the Low Swamp Guards, and possibly a different player, will
take over. Subject to the number of models you have available
the Slann player or the GM may select any 3 unite from the
list below,

4 Low Swamp Guatds

1 Herald, & Soldiers

I Low Swamp Guard, 506 Tribesmen

1 Low Swamp Guard, 206 Tribeamen with blowpipes
1 Slave Warrior Leater, S04 Slave Warriors

Player's Objectivas

Skeqal ¥ill a Dazen Morsa. Lose no more than & Broves
Zopotec  Will all the Norse. Protect the Spawning Pools.

THE LONMGBOAT

The Stoutback's war bBoat, the "Golden Esmarelda’, can be
represented by any 1/72nd seale plastic or wood kit model, or
scratchbuflt. T the river it may be rowed - but the sail is not
vend, Tho speed st which It moves will depend on the number
of rowers.

Rowers Lipstream Dwvwnstream
O-4 Can't move 4"
Fa5 4" B/
10 or mora & g

Chasm

Upstream minus 3"
Downdtraam plus 5°

The boat counts as Saft Cover for figures rowing, hard cover
for figures keeping their heads down. Slann trying to get
ghoard suffer & mirug 2 "to hit' and 'Initiative’ penalty. If they
push thelr oppenent baek they are aboard.

S

Y
SKEGET

CLIFFS:— UNSCALEABLE . HILLS & DUNESL MevEMENT
WOODS ~% MovEMENT ; VISIBILITY 27
STREAM = 1 FULL TURN o CReSS
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ALCOHOL IS

Certaln groups or cheracters can be sublject to ALCOHOLISM.
Evory time any kind of action or fighting begine rall 206 for
each group af aleahalics.

Result

2-5  Only just storted the days drinking - no effect

f Rosy Glow - Initistive -2,

7 Intoxicated - Initlative -2, Weaponskllls and Bowskills
baoth minus 2.

8 Drunke - Ag Intoxicated but the figure has already lost
most af his or her ability to feel pain and =0 may Lake
an éxtra Wound point.

9 Roaring Drunk - As Drunk, also the figure becomes
subject to *Stupidity”.

10 senseless. As Roaring Drunk but the Initiative penalty
in increased to -3, a3 are the Weaponsiill and Bowskill
pennlties. Throw D6 for each blow:-

+2 'To Kill"
«2 T il

1,23
4,5,6

11-1Z Blind Drunk. As ‘Senseless’ but the figure also becomes
subject to the Tollawing rules:-

6.  May only see things within 12°

b. s subject to Drurken Frenzy, Must
make o roll for Freazy sach tur
enemy are in sight,

2. Rall 206 at the end of your Active
Turn. A Scere of 2 and the figure has
deunk himself sober and suffers no
further alcohlic effects. If, however,
the score on the two dies is 11 or 12
then the figure passes out for 206
Turna, Roll again for altoholism whon
her comieg round,

Some types are: more or less alcobolic: than others - this s
exprosted as a plus or mines modifier In the same way a3
STUPIATY (see Warhammer vol. L), The Skeaqi berserkers are

always very drunk so are subject to Alcohalism +2, Other
Warhammer types subject to Alcolwalism sroet-

10 of Halflings
L5% af Dwarves

HUll Giants are ALL subject to ALCOHOLISM +3. Elves, of
coarse, are all committed temperonce workers snd never
touch a drap (except for strictly medicinal purposes),

Of course as the poor alechalic becomes gradually more
insbriated his wsual persenal characteristics may become
altered, For example a chacacter normally sophisticated and
charming may find it hard to be charismatic whilst staggering
thraugh A missma of brown ale, cheap whisky and chesss and
onion crisps.

Accordingly the personal characteristics ean be altered by the
Games Master as drinking proceeds.

Cool Intelligence Willpower Fumble
Rozy Glow - - -1 +l
Intoxicatad -1 =1 =2 «2
Drrunk =2 -2 -3 +3
Raaring Dirunk -5 =3 il =4
Senseless -4 - +2 &5
Blird Drunk -5 =5 el #h

Wizards who like to tipple can be o particular hazard - through
the babblings of aleaholic stupor a magical aecidant is almost
inevitoble. Accordingly increase the Fumble Factor by +1 for
Alcohallc Wizards (even when scber}! and by the additional
penalties indicated for Furmbles when drinking. Alcohalie
Wizards always roll for Fumbles everytime they cast a spell,

Players ond Cames Masters are invited to elaborate and
turther expand the rules on Alcohallsm - who knows one day
wa may well see the smergence of Alcoholics o8 n charicter
clasz, and then......Anti-Aleoholins,

RICHARD HALLIWELL

SAFETY AND YOUR CITADEL MODELS

Citadel models are designed and manufectured to the highest
stondards, they are intendnd for collectors snd g1 playing
pintes for gamers - THEY ARE NOT TOYS.

Citadel minlstures are made from a teaditional type of alloy

than contabns lead, Lead can be harmful if ingested, however
there is no danger if you are sangible,

PLEASE

D0 MNOT PUT THEM I YOUR MOUTH
D0 MOT BUY THEM FOR SMALL CHILDREN

Citadel models should never be given to ehildren enider ten
yemnrs old, amnd nol to alder children who yau cannot Lrust nat
to suck them,

The alloy we naw use, which we. find idenl in terrrs  of
durability and fine detail reproduction, is samet imes subject to
o certain amount of dis-colouration. You will accagionally find
that castings are coloured In shades of blue, bronze or qald,
This in no way effests the readaly ather than in giving it an
uriasual finish, and thay take paint entirely noemally, We
recommend that all medels are ‘primed” with an cellulons
based matt white paint before painting.
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Az everyhody knows, goblins are an extremely quarrelsome jot.
They argue amongst themselves, fight and oven kill each other
without much provecatlon. The enly thing that kesps these
croptures from their own throota is the prospect of killing
something elzo. The Inter-goblinoid Animoaity Chart provides
fiilez for goblin troops going out of control and attacking thair
own troops, abuging their officers and behaving in a genorally
delinquent manner. The ides for a chart of thiz kind was born
out of playing large scale Warhammer battles, with entire
units of models rather than individual goblins. However, the
idea is also applicable to individual goblins amd can be adapted
into any rale-play ing game system.

INTER-GOBLIMOM ANIMOSITY

A ‘gablinoid' iz & creature of general goblin stock, and here |
would include all goblins, hobgoblins and orcs as well as cross
breeds, All of these types may be subject to Anlmosity - that
I8, they don't like cach athar very much!

At the beginning of his turm a player whoss armies includes
gobling or goblinoids must make a check for each Regiment
that iz not already engaged in combat, Roll a D6 - if a 6 s
thrawn thes the Regiment becomes subjest to Anbmosity for
this turn, and may passibly lose contral. [f a8 score of from 1 to
¥ ig thrown then the Regiment iz under control and behaves as
required for this turn.

Regiments which have scored & must test immediately for
Animosity. Friendly gobling wha find themselves in combat
with each other, due to the effects of a previous turns dice
roll, are always subject to animosity and test sutomatically. In
sueh @ cormbat both Regiments must be brought under control
befare the fighting con cease. If two squabbling goblinoid unlts
are attacked by enemy troopa then they will instantly forget
about each other and fight the newcomers.

Raoll a D6 and modify 85 follows

A The Leaders Leadership value. (Yaries from 1 -
ingffoctual, ta & of maore for heroes.)

ADD One (1) for each enemy Regiment within 20,
Add theee (3 instead i the Regiment is of
dwarfs - gobling hate dwarls.

DEDLCT One (1} for weach ‘friendly’ Regimont of

goblinoids within 20", Deduct two (2} if the
Regiment s of a different goblin or goblinoid
FacH.

Mow wee your score on the anpmosity chart to Tind out what
that Regiment decides to do.

Soore Raault
Balow 1 The Regiment loses all aelf control and
attacks the nearest goblinoid unit, charging
and giving missile fire where possible.

1-2 The Reqgiment will charge and fight any other
unit of gobling within charge reach, taking any
opportunity to fice missiles. [f there are no
goblins within charge reach then the Regiment
will halt far the duration of the turn and fight
amongat itselfs Fight hall the unit against the
ather hall.

] Some internal squabble develops into an open
brawl within the Regiment, You may nat move
at all this turn. D6 members of the Regiment
decide ta fight amongst themselves.

4 or mare The Regiment ia still under contral and

bohaves s normal, swearing, cursing, spitting

and gesticulating but not actually fighting.

Reactions apply only for the rest of that turn. A character
madel, such 32 5 hero or wizard, may interject himself into &
goblinoid Regiment that ls out of control and try to 'sort ‘em
out®. He may then add his Leadership levels to the Regiments
dice throw instead of the ordinary unit leader.

Advanced players may add character to their goblin units by
taking into aceount the past record of asch Regiment. If, for
example Borg the Red's ‘Red Gobling' were to  atback
Dagmutt's "Wight Gobling' then it iz to be expected thaot
Cragmutt would be 'out for revenge'.

Every time a goblinoid Regiment fights another |t receives 1
*Animazity Point' (AP} against that onit. Record Animosity
Points, If you have AP's against any unlt within charge reach
you afe mofe likely to lose contral end become subject to
Animagity, add any AP's you have againgt one guch unit to your
initial D6 dice rall, This will ba the highest possible, (f two
unlts are within charge reach you will ignore the one you
dislike least. If you go out of control then you must try ta
attack tha Regiment you dislike most,

After & few battles goblin Regiments will all dislike each
other 3o much that they became to all intents and purposes
ugeless, This may be realistic, but Its a bit impractical.
Therefore, g soon as your AP reaches 5 the Regimont can
decide to bury the hatchel’, This is done in one of two ways.
In the firet way the Regimental Leaders get together over &
few bears and agree that fighting is a bit ailly and It would be
a good ides to stop it. There is a 10% chance of this method
working - if succossful reduce AP's to zera. I the First
method falls then the secand method will be used, This
involves the Regimental Leaders fighting to the death, Fight
the combat in a spare moment, it will make a good basis for a
mini=game. Winning leaders can inotall 3 now leader over the
defeated unit. Mow leaders can be generated, or may be minor
heroes os aporopriate.  Losing leaders get eaten. AP's are
reduced Lo zerd.
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Speciality Set 1: Warriors of Chaos

L Ulvar Vileblinod

2. Skathor Skullsmasher
1. Kardos Bloadhelm
4, Behmoth Blackswaord

5 lﬁlﬂ'ﬂlll Evilhand

&, Drakar Deathbringer
7. Dgroth Darksoul

8. Marthog Deamaxe
2, ithmog Elvenbane
10.Mekris Demanblade

SPECIAL

Speciality Set 4 - Coblin Raiding Party

el - R R P R

- Warlord Lbar Earbiter = Coblin Chieften

Libiar's Heutenant - D'gllsh Sharpout

. Shaman Pogo Wildchant

. Disziplire Master Snurd Hideflayer

. Gablin Champion - Torg Dwarfsmasher
Bulbe) Oreleaver with Warhammesr

. Zurgush ‘Wartpleker with Sling

« Urag Legeater attacking with warpick

Cugblad Childsplatter with marping star

D.Mergus the Flatulant with spear

Speciality Set Sa: Warrior Knights of Law

Sir Lamorak de Gales
. Sir Blamor de Lanis
« Sir Villlers the Vallant
. Sir Melias de Lisle

. Sir Bavdwin the Virtuous

- Sir Aliduke Dragonbane

. Sir Caedor Colestor

. 5ir Palomides Pureheart
10. Sir Lanceor de Lesl

i.
Z
3
4
¥. Sir Malion of the Mountain
&
T
&
5




ITY SETS

Speciality Set 2 - The Dwarf King's Court

1. King Dumin Iranbeard

2, Queen Asabells Oragansmiter

X Orizard Oldrock - King's Champion

4, Quintin Limpfondle - Quesn's Champion
5, Fungil Wisebaard - The Sage

£. Bomban Ironbeater - Royal Armourer

T: Sargeant Dimgol - Master of the Guard
8, Royal Cuard Mimbrin

Speciality Set 3 - Knights of Chaos

. Tamar Spogh Warrlor of the Divine Tuluk- with Bec de Cacbin

Red Dulmogn Dark Saint of Insane Gotd-with Great Axe
Agrod Anti-Paladin Champion of Lasghing Jokkle.

. Gindar Molk Disciple of Dark Zoombar-with Spear.
. Thel Knight of Gorth the Great Obesity-with Falehion

Dooemed RatchraggedPrinst of Wenwoch the Waylayer-with Sieull Mace
Rechgrindle Warrior Maiden of Dim Ponn- with Disembowling Spear
Busophit Bane-Arrow Devotes of Alaman-Bowman of Chaos

| 7. Cyril Bear - the Royal Mascot
10.Carbit Shortstuff - Grome Jester

ol i 3 Tt o 1

. Cursed Doombandle Apostate of Heinug Suth-with Axe and Shield

STARTER SETS

DUNGEON ADVENTURER STARTER SET

DUNGEON MONSTER STARTER SET

Brancwen

i

Pebmin

Pach Donkey

Hobgoblir

ey
Giba ok
Bugbrar

Lir ol ) Yy

Tt Golden #alladin

Vednars

Letier Lijurdnar

dandamyr
Warripr of ChEod
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CITADEL MINIATURES

Presents

BRYANFIANVE 'L
HEROIC ADVENTURERS!

1. Skarlos: Half -E1f Hero 6. Phaidan Emiritus: Claric

Z. Peregrine Redshirt: Wizard 7.  Helen: Lawful Adventuress
3, dan Grimbeard: Dwarf Hero 8,  Gavin: Lawful Knight

4.  Olal Thurgiqmn: Dwarf Hero 9, Garlon: Lawful Kright

5.  Yamato-Talishi: Somurai

CITADEL PRESEMTS - a sories of
baxed sets featuring the wark of
internationally famous miniature
sculptors. Ench set ls designed and
produced as @ unique offering from
some af the major talents throughout
the modelling world.

CHAOS MARAUDERS

Enkalon of Garusas Wizard

Guardsman Toyne: Chaos Warrior
Guardsman Healy: Chaos Warrlor
Charsheema the Impaler: Goblin Champion
Cormantl of Khorne: Evil High Priest
tum-tin: Giant Hobgoblin Champion
Arralrock: Ogre Champion

al L L ) s

The tMonstroua Orc War mechineg ls
the first ln & saries of giant engines
af war. Models planned for future
release Include an B wheeled-
Juggernaut with s crew of Dwarfs, o
Bambard and rmore stone ard bolt
thrawers, All of the crewa will be
largely interchangable.

The War-Machine ossembled
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THE FORCES OF FANTASY - Fighting Battalions, Army Lists
and Troops TypessMustering the Army, Shield Patterns and
Uniform DetallseHeroos and Wizards, New Generation System
tor Battletield Heroess Advanced Ruless

cesrmeeneers. 1h@ Forees of Fontasy, Citadels new Warhammer
Supplerment prosents players with o hoste of fantastic warriors
and fighting characters, introduces: varied sttock modes for
Gignts, the Dresd Night Goblin Fanatics, War Engines,
Charlots, Regimental Champions and more ...

By BRYAN AMSELL

THE REALM OF CHAOS - The Maerk of Chaos, Chaaotle
Attributess Chaos Champlons --Rele-Playing a Champion of
ChaossA Chaos Pantheon, Cheoa Gods,Their Followers,
Demons, and CresturossRune  Weapons, the Power and
Poteney of the Magic Rune«Demon Swords, Demonic Weapons
for Charasters«Demon Shiolds

revveneerense. T Realm of Chaos, a Supplement for Citodal's
Warhammer Game, takes you through the dominions of the
strange. and tecrible Chaos Gods, As a follower of the Gods you
accept an essy rond to power - but owill you surdive the
paszage unchanged? or will fate warp your mind and body into
something ng longer MImen...
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clrADILS SF Role Play System

. ROGUE TRADER

L !ﬂ'-_}"
2yt B BY RICH PRIESTLEY
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ROGUE TRADER=Spacecralt Combat jn Deep Space *Space Sectors®Space Lane Encounters®
Deep Space Encounters®*Planetary Encounters® Journeaying to PlanetaRole Playing the Ships
Craw *Bounty,Commerce and Piracy *Systams and Repairs*Alien Trade *Encounters and
Technalogy®....con you survive an encounter with Dr Gostalo's Amazing Inter-Galactiac Psycho
Circus?,can you handle Feor and Loathing in Los Asteroe?,Find out with ROGUE TRADER.
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THERE 15 NO SHORTARCE OF
ARTICLES ON THE SUBTECT OF
PRINTING METRL MINIATURES.
HOWEVER THE vasT MATORITY
OF THESE ASSUME SOME
PREVIOUS EXPERIENCE ON THE
PART OF THE READER [NoT
ALWAYS BY INTENT..

SO FOR THOSE OF YOU, WwHO
W=7 HAVE YET TO MAKE A START

AT THE ART OF BURYING FINE

CAST METAL MINIATURES UNDER

\\ Agiaj LAYERS OF PAINT, HERE 15—

The Abseluie Beginnert
@ulcae to Painting Mindatures

THIMGS YO WILL MNEED.

Paint - of the wide variety of typas that may be uzed 1 would Modelling knife - a modelling knife and some spore biades will

secommend the humble tin of enamel, if only because af Its be essential. ,:"ﬁ
ywailability. Be sure to purchase the matt type {although some ;
gloss black will prove usefull, Also, a spray can of matt white x T . .

will b regquired.

Thinners - the above paint moy b diluted with white aeril or
turps sububitute,

Bristes - rather than take out o mertgage on the best guality
sable. A relatively inexpensive synthetic-sable mix will da to
start with. Buy 6 brush with the |angeat bristles you feel you
con cope with, The less steady your hands, the shorter the
bristios should be.
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FREPARING THE MODEL

Remenber that an Inadequately prepared model will always
result in an inferior finigh.

Carefully cut and scrape oway any exoess mital on the modal.
Attach  ths madel to some object that you con hold

comfortobly when you are painting it. One methoed s to use
blu-taz, or similar, 1o attach it to the botlom of & paint tin.

Linhtly undercoat the figurs using the spray matt white, Do
not try to achieve @ brilliant white finish, you will only
succeed In obliterating most of the detail on the model. A pale
grey colour is all that |s required,

PAIMTIMNG THE MODEL

Do not wse the paint directly from the tin Mix the paint
thorcughly (s match stick or cocktail otick ix wseful for this),
and place o small amount on an ald dish or similar, Dip your
prush in thinners, then dip it into the palnt. (The plastic part
of the Blister Pack makes an excellent réceplocle for
thinnersl. Grip the brush lightly and, using anly the tip of the
bristles, apply the paint to the model. Let the bristle:s follow
the direction of afy folds on the figure. Try to ensure that all
your brush strokes are made in the same direction. It iz far
batter to apply ssveral thin eosts of paint rather than one
thick one, but lesve sufficient time for each coat to dry
thoroughly, o8 instead of applying a new laver of paint vou will
Lo marely lifting the previous coat off. If you wish to apply a
light colour of paint over an ares you have proviously painted
with i dark colaur then undercost that area with white paint
first.

WASHES AND SHADING

Shading does not have to be difficult, and alwoys improves the
appearance of a model. First make 8 wash. All this consists of
ig & littly paint mixed with some thimers. You will have to
practice 8 while to get the correct proporticn of peint to
thinnors. Wathes ore lghtly brushed aver the entire ares to be
shaded, the colour will run into any folds/creases and leave the
raised areas clear. Even Il you do not shade all of a figure [t ig
witll warth applying & brown wash over any flesh arcas on @
model, particularly the face, Leave o model to dry st l=ast o
full day before applying any woashes,

IROMN AMD STEEL

To get & realistic Jook Lo oress that are meant to represent
the above two metals, first mix some silvar paint with some
clear glm: varnish, and then paint on oo por normal. When this
iz dry (leave it for at lenst & doy) apply A wash af gloss black,
ou should have an effeet gimilar to dull steal.

SHADING WASHES

SHOULD BE DEEPER LIRS
TOHES; HE'J’HRKEE When painting fantasy models the actual cholce of colours is
ToNES wory importsnt. Try to get a look at same of the books of

fantesy artwork thot are svaileble. Also, a good |dea is ta look
thiough natural history books, A qood many idess can be got
by abserving the notural colours of llving things, Above all try
to avoid merely copying other lgures vou have soon.

et oubto
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It has become a conventlon amongst gamers that Science
Fiction Games and Fantasy Games are somehow  distinet and
mutually exelusive. An odd sltuation, that In & hobby which
promotes the imagination an ircetionsl and avoidable barrier
should exist, | have ween and participated in geémes in which
the two genres have been mixed, and these heve worked
exceptionally well, kesping tha players both amused and
canfused at the same time,

If you own a copy of WARMAMMER then you probably realise
that the rules are designed to be used - If you wish change
rules, redraw charts, invent new crestures .... anvihing should
be possible, after all most of the enjoyment from a game
comes fram invention. And that - hopefully - is where | step in
wirelding a Laser Pistal and shouting '‘Beware of Greeks bearing
particle beam wespons'. Yes indeed, Science Fletion and
Futuristic elements in general make a superb cross-over into
any Fantasy Campaign. These con be worked very easily. into
the usual Fantasy contexts - an old technical clvilisation could
have |left behind sdvanced artifacts, weapons, Lransports,
gadgetry of strange and unkmown Xinds. Such artifacts can
becoms  wvitally important to your adventurers, not guite
understanding how they wark - hut being perfectly propared ta
take advantage of the fact that they dof

In the following descriptions when P've used the word "Turn' 1
refer to that players Turm - the Active: Player Turn in
Warhammer, Whan Pve used the word ove phase® | refer just
to that part of o Turn in which the model is moved, 5o [f an
action takes 'A complete Turn' then the model may da nothing
other than the action - ke may not move, shool ete. T an
action takes "A complete Move Phase' then the model may not
move - bul may shoot, combat and so on. With a bit of
ingenuity these weapons can easily be adapted into any gaming
fystem.

The Laser Pistal

Laser pistols make wonderful side arma for Heroes. A laser
pistol can be fired onoe per Tum without effecting the
weapons 'regencrating batteries’. If the firer has sufficient
attacks the weapon may be fired upte 3 times & Tumn, st

different targets if you wish. After firing this "rapld fire' the
weapon won't work for the following 2 Turns whilst the
batteries regenerate. A Laser can be {ired with one hand - like
any pistal weapon, A Laser Rifle is a similar but larger weapon
which requires two hands to use.

The Needler

The MNeedler is 8 powerful airgun which fires & steel needle;
oftenn polsonsd or drugged in some way. The needles are
carried in a magazing, each with up to 100 needles (D100 on
finds), it takes an entire Turn to fit a new magozine. After
each shat the weapon noeds to be roprossurised - this takes a
complete Move Phagse to complete. Every shot fires one neadle
perfectly, silently and very Bccurately, making this an ideal
weapon for sn assassin, Meedlers can be built into ball-point
pens, wizard's staffs; swords or almast anything.




The Hand F lamer

A Hand Flamer s & large pistol weapen with a canister
attached underneath. The canister contains @ highly valatile
chamical which reacts violently with oxygen producing a
flaming sheat of burning chemical which sticks to skin and
clothing. These are really nasty weapons - uwnreliable too,
When firing 2 Hand Flamer a roll of a 1 on the 'To Hit* dice
means the weapon has exploded - rall 5 Dé.

1 The weapon s ussless - you are unharmed
Z The weapon explodes caused a Strength 2 hit on
el

3 The weapon explodes cousing a normal Hand
Flamer hit on you

i The weapon explodes cousing ‘2 normal Hand
Flamer hits on you

5 The weapon explodes causing & normal Hand
Flarmer hit on anyore with 2" « and 2 hits on you

& The weapon explodes cousing 8 npormal Hond
Flamer hit on everyone within 6% - but leaves you
miraculously urtharmead!

When firing a Hand Flamer place o circular 2" radiuz template
over the Larget aren, All troops within the area are eligitle to
be hit, throw for each separstely. Targets kit by a Hand
Flamer will receive damage as normal - and then additiensl
damage for each Shooting Phase that the chemical is still
burning. Roll a 0§ at the beginning of each susccesding
Shooting Phase.

I-3  The chemical is still burning - take another hit.
& Thar chrmical has bumt out - no damage

Whilst en fire the victim iz tos physieally and maentally
oecupied to do anything other than flap around trying to beat
out the flames (determine movement direction and dlistence
randomly - move as if routed), One canister fires only one shot
- it takes a complete Turn to change canisters.

The Flame Lanoe

The Flame Lance is a pawarful laser waapan., It resemblos an
ordinary Lance - except that it hes g small butten of catch on
the butt., When the button is pressed the weapan will fire &
bolt of laser energy from the tip. The discharge is much
greater than a pormal laser weapon. The batteries are self
regentrating but because the discharge s 20 great the weapon
may only be fired 3 times.in a single day - and then requires a
complete day to recharge. Each discharge causes 1D6 Strangth
5 Hits. Anyone hit by o Flames Lance does not gel a saving
throw for armour (unless they are Heraes and thos it i ab the
Gid's discretion),

Hand Gurns

Modern type Automatics and Revolvers with betwesn & and 12
shots. (D4 or DI2 on finding), Revolvers can be part loadesd
taking 1 complete Move Phase per 2 bullats. Automatics are
reloaded from mogazices - taking an entire Turn to do 50,
Hand Guns are nolsy and can attroct attention from

undesirable sources.
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Rifles

A Rifle is a heavier large calibre wversion of 8 handgun
requiring two hards to wse. Obvigusly the parformance af any
rille will depand on the weapon itself but 1 think we anly neoed
differantiote into 3 basic kinds.

Victorian types such a the British Martini-Hency and
American Springfield. Thess fire a single shot whish is
loaded into the breach, the weapon must be reloaded
after each liring. It takes 1 complete Move Phase to
ralound.

Early 20th Century types such as g Les-Enfield, Thess
have a magazine containing upto 10 bullets - vacying
from weapon to weapon. It takes an entire Turn to fit a
new magazing, or B complete Move Phase to losd a
bullet inte the breach. Seme weapens, such  as
Winchesters, carry their ammunition in a tube rather
than magazine and these cen be part loaded [ike
revalving pistols.

Late 20th Century types such as an Armalite. These are
sophisticated weapons capable of either firing single
sholz or Sustained Fire. Loading is by magoezine anly -
halding up to 20 bullets. If you wizsh you can fire the
weapan like a maching gun - using 10408 rumber of
shoty up. Thig iz called Sustained Fire. You must have
at least 10 bullets left to fice in this way. When firing
Sustained Fire take a 2" radius circle template, such as
that used for magic, and place it over the torget arca.
The target area can be anywhere that iz visible to the
firer and within the weapons maximum range. All
figures within the tomplate are eligible as targoets snd
may be hit - throw for each separately, Figures not hit
may do nothing else for the rest of that Tum = they are
too busy keeping their heads down! They may not return
fire that move. If you are liring Sustained Fire then you
recelve an Initiative modifier of +10 (=0 you usually get
to fire firsel)

buskiet

50 what's futuristic sbout o musket? - if you're a medieval
peasant then a musket is futuristic. A Musket takes an entine
Turn to reload, although this can be cut down to 2 eonsecutive
Mave Phases if your Weapenskill s above & and you have
exporience with the wespon, A musket fires only a single shat,
Muskats create a lob of smoke when they fire snd could
atiract attention.

Shotgun

Shotguns can be either single or double barrelled and can
either anrry 1 or 2 shots accordingly. IL takes 5 complete Move
Phage to reload | shot. Shotguns have only a shorl offective
range, but hits can be very nesty - causing horrible wounds
rather than killing sutright. Shots at short ronge cause D3 Hits
{§ a D&} far each actual hit. Characters 'killed' by a shotqun
Blast roll as normal to generate Wounds and Injuries but deduct
20% frarn the D120 score and roll twice for each il A sown
off shotgun is corwenient to carry and hide, and can be fired
one handed (if you have Strength of 3 or morel. Sawn off
lhul‘.guna have ng lang range.



Balt Guins

Bolt guns are ultrs-modern  versions of contemporary
autematio rifles firing an explosive sell propelllng shot. The
weapons tend td ho heavy hub ‘stubby' and are usually
recailless, A Boit pistal may fice one shet from a magazine of
5 bullets. It takes o complets Turn to change magazines. A
Balt Rifle fires either o singlé shot or Sustained fire of >+0%
bullets from & magazing of 12 Shots. The bullets are explosive
ard each hit couses 106 actual Hits at an Attack Strength of
4. Sustained fire uses o Lanplate as for Automatic Rifles and
has the same Initiative modifier - you require at least 5 bullets
tin firpe & burst of sustained fire from @ Boll gun.

Baolt guns are prone to misfires and jams, largaly beowise of
the technical sophistication of the ammunition. If you rall a 1
on your throw "To Hit', ar your first throw 'To Hit" when firing
sustaingd fire, then samething has happenad, Roll DA,

1<% The shell fails to ignite properly - so there is no
explosive effect. Reduce the Steangth Attack to 2
aad only 1 Hil. Sustained fire, Strength Attack 2
and 1 Hit per target. Rall ‘to hit' az normal.
Armour modifler «1.

-6 The weapon qoes wrang in some maore critical way
= Throw another (6.

| The Waeaspon oxplodes with a template of 20
radius. All figures in the circle are sligible as
turgets ad for Sustained Fira.

F4 The Weapon jans - you must roll o 4,56 on o D6
ta unjam the weapon now. [T you fail it eannot be
repaired until after the game. You must redoad a
jammed weapon belore you may fire.

3 The Weapon Jams = you must reload the weapon
betore you can fire.

4 The shot explodes premalurely - cousing 1

Steength L Hit on you.

s The shot explodes prematurely - cousing no
damage at all.
& All

aof the ammunition left in the gun is

accidentally triggered off at once - fire Sustained
Fira onta the target. If 106+% doesn't ampty the
magazing then fire two bursts of Sustained Fire
and the weapon 8 now out af ammunition.

Grenades

Grenades can be thrown a distanee of 5" + 2" per Strength
jevel of the thrower, Variows grenades hove various effects.
All grenades «ffect an ares squivalent to o circle 2 in radios,
like the magic template. Place the tomplate over the targst
area = all models In the area may be hit. Roll a dica to hit
each victim - if the first dice turns wp a | then you have
missed completely and must roll ta see where the grenade has
gont.

1-2  Undershot - the Grenade has fallen short of the
target point by 1D% inches. If this mearns the
grenade lands on or behind the thrower then it has
gone off in his hand,

=4 Deviatlon to the Left - the grenade has veered
106" plus 3" ta the left of the tarqet paint.

-6 Deviation to the Right - az far left.

£e

Rall to hit sach tigure in the target area individually.

rdinary fragmentation grensdes explode scattering casing
and shrapnelover the area - Attack Strength 2. Troops caught
in the area but not hit may pot do anything for the rest of that
Turn, they are anly concered with keeping & low profile.

Other Grenades release gases which couse effects such as
Fear, Terrar, Stupidity or Frenzy. Or they could contain mind
eontralling or hallucenogenic gases - | leave thess =g
suggestions only. A particularly good one could ceuse its
victions to belleve they are fighting on the other side for D&
Turns.

The Vaortex Grenade i3 one of the most powerful grenade
weapons available. Once activated the mecheanism forms &
Vartex - anything caught up ln Wthe Vartex is  instantly
destroyed without any saving throw of any kind, A Vortex is a
swirling disruption of the space fabric - like a black hole - and
can be represented on the table by a black cardboard circle.
¥hen the Vortex is thrown, roll a Dé.

i-2 Mothing happens - the grenade hums a bit - roll
agaln next move.

5-5 The Vortex starts a normal seqguence with the
appearance of a 2" radiva Vortex.

6  The Vortex goes through an 'aceeleratod sequence”
= expanding to 1D&+2" radius and wvanishing.
Evervthing within the area is destroyed.

A Vortex is a perfect sphere - so it is as deep and high #a it is
wide. Vorticea destroy all matter and energy - you cannob
fire, perform magic or see across a vertex. At the beginning of
each Turn following the start of a normal sequence roll a DS,

) The Vortex fizzles out - disappears - vanishes.
2 The Vortex moves 108" in & random direction,
3-8 The Vortex expands by 2" radius,

5 The Vortex shrinks by 2" radius.

&  The Vortex expands to radius 8" and disappears.

A Vartex will eat into the ground - 2o an area ocoupied by o
Vartex will always produce a erater, Any Vorlex shrinking ta
zero inches will disappesr and not return. Any Vortex reaching
a size of 8" padiuz has gone through s sequence and will
disappear at the end of the Turn. A moving Vortex will dig &
tronch along its path. A Vortex moving over figures will kill
therm - Heross (and all characters at the GM's discretion) may
attermpt to leap sside from an expanding, activating or moving
Vortex - needing & 4,5,6 on o D& to do 90, Goames Masters may
choose to allow Heroes to rall free of an expanding Vortex -
but if the 4,56 throw iz not made they zuffer horelble Infuries
ar mutation. The Chaos Attributes chart given in the 'Mark of
Chaos® article could be usod for this,




Yartex direction of movament chart using a D10,

Flight Packs

A flght pock Iooks like a backpack with nozxles and jets, and
emits & worrying smell of kerosene. A flight pack |s controlled
puraly by leaning in the direction you wank ta go - 50 it doesn't
affect your ability to carry wespons. The wearer can fly like
any narmal winged ereature. A flight pack containa enough
fuel o last for 5 Turns of flight - it takes 3 Turns to refuel
fromn m large jerry can of suitable fuel. It takes a complete
Turn to put on or remove a Flight Pack.

A figure wearing one of these things is in a certain amount of
danger if he |3 hit by an energy weapon o explosive device.
Foll & D& - If the result is & then role again.

1 The Pack explodes - coauging 1 Strength 2 Hit on
everyone within 6%,

2 The Pack catches fire. Roll to put the flames out
in the rout phase requiring @ & on a D6 If you
ghoutld rall & 1 whilst teving te put out the flames
the pack explodes (1 above). Whilat on fire you
mowe randomly like & man hit by a Hand Flamer,
you may not Tly.

3 The Pack takes off aut of contral asing all of the
fuel to fly 5 miles straight up into the air.. and
then you plummet straight back down again, The
Games Master can dice randomly to determine
where the poor flyer lands. His impact causes L
Stength & Hit on anyons within 2" of his point of
impact. The flyer himzelf receives o Saving
Throw.

& The Pack takes off and spins round out of control.
During sach Turn move the figure randomly - take
aff If landed, land if airhorne and o om, The place
whiere the flyer lands can be randomly determined
by the Games Master.

5 The Pack starts to smoke and fizz nadsily. Roll &
D& = in this many Tusns the pack will explade
cauzing 1 Strength 2 Hit on anvone within 6",

& The Pack just stops working altogether,

All 5F weapons can be confusing when they are found - so
don't let your edventurers gse them straight away. The best
way to introduce, zay, a laser pistol, Is to deseribe it as a bent
mietal rod. Then let your players suss gut for themselves what
is golng on. There must always be a chance a weapon will go

ofl whilst the company are examining it - but the G should
be lenient and not get themn all kitled! An adventurer will
require saveral hours ta find out how L& aperate any dlmple
futuristic device, and probably a similar period to find out how
to reload it. If they have encountersd this sort of thing before
then they won't require as long - this | leave at the G
diacretion. Remember that a player finding a weapon
shouldn't really know how powerful it s, or whether L needs
reloading, or any possible side effects. He certainly shouldn't
be able to tell one type of grenade from another - so grenodes
ore always an unkown gquantity until they are used. You can
mix in non-functional or wnsteble weapons too; ones that
elthiar don't work of work spasmodically or I unpredictable
ways. In general you can apply the following rules to finding
artifactas-

A charscter finding an 5F artifact for the first time
cannol use it that game. He may uss it 15 the next
game If he makes his Intelligence %. Thiz iz the
Intelligence %10 a5 a percentage. For example
Intelligence =6 , Intelligence % = 60%. If you can roll
undar 60% o a D100 thery you can use the wespon =only
one person may try. If you fail to make the throw then
try again next adventure.

A charscter finding an artifect smilar to ong he
already knows how to use may spend some: time trying
to make it work immediately - he may do nothing else.
Roll & D& at the end of each Active Player Turn. If you
soore a & then vou can use the weapon. If you score L
then you are wtterly baffled, and must give up in
disgust.

Some of the weapons described above modify the Initistive of
the user - a3 indicated in the text and on the chart below, Al
some weapons either ignore the effects of armour (Ignore - on
tha chaet) or modify the normal saving throw. Se, for Instence.
o Hand Flamer has a pluz 2 modifier - so if your rormal saving
throw is 4,5,6 then your modified threw will be &, If the saving
throw goes above & then you can't save! - this modificat|on is
incluslve of any normal modifications Tor a high Strength hit,

Weapan Short Lorg Attack Initiative Armour
Fange Range Strength Mo fier tedifinr
Laser Plstol 8 30 2 +1 -
Lasar Rifle 12 S0 % = =l
Hand Gun a 30 2 +1 -
Rifle 12 36 3 a sl
Shotgur B 24 X at Short +1 {Sawn) -
D3 Hits
2atlL
huskat 8 3 3 .- - -
Flame Lance 12 50 5 - lanore
6 Hits
Hand Flamer - 20 & - of
Meedle Pistol 8 20 I Poizongd ] -1
Bolt Pistol 8 30 [ wl Ignare
26 Hits
Bolt Rifle 12 S0 [ - lgnare
D& Hits



If you intend to use Futuristic weapanry, or evan if you don't, |
wauld strongly recommand changing the rules on maintaining
formations - especially for games (nvelving less than 50
figures a side. The reason for this will become elear - and can
be dermonstratod practically by throwing a grenade into a solid
formation of troops (messy). Figures are still organised into
units - which can be of any number of troops but typically is
about 12. Eseh individual n & unit must stay within 2" of
another member, although they may move closer or inta base
to base eontoct if they wish, The gap is measured between the
base adges - not the actual madels - like o -

Yt
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A unit may split up. Thia is, in effect, the unib leader saying
zomething like; "You & men follow me and we'll storm the
building from the front while the rest of you try to sneak in
through the boack’. To split up a8 unit tokes an entire Turn
during which thie unit must rermain stetionary esnd the leader
may not fire, The rast of the anit may fire an nermal. Splitting
cannol be done [ the unit is already in elose combat., The
split unit cannat be split again - 1t can be remerged anytime.
Once split the unit acts like two independant wnits.

N/

‘When used for the first time Futuristic weapons causs Terror
in the targel unit. Usod subsequontly they cause Fear in targot
units taking casualties. Grenades cause Fear in target wnits
and a target unit taking casualties must teke a Morale test
minus 2, Heroes are exempl from these effects.

The following account is of a propossd plot outline for a
Selence/F antasy crossover game involving a Games Master and
ab least 1 - but hopefully more - players. The Giv can Lake the
role of all encounters. | hava't given enough datalls to actually
play the scenarip - that iz up to you - but | think you'll find
enough information to develep the plat. The game starts with
the GM assembling all of his players and giving them the
background Stary.ecaas

THE PROPOSITION OF ERIC BORGESSOM

Ertc Borgesson is a very wealthy Swedish banker currently
living in Londan - 1983 - the present, dMr Borgesson, an elderly
and mueh regpected man, has placed an advert in the press.
The advert goss, 'Positions still remaining within proposed
Antiquarian Expedition. Objectives to [nvestigate newly
discoversd remaine in Pakizstan - Surveyers, Cartographers,
Experienced Field workers and Scientists all required.
Apply ..

You the players have answered this advert. Borgesson gives
wau the following information.

Recently a singla rined towar was discovered on the
Pakistan/Afghanistan border. [t has not previosly been
investigated, was discovered by an aerial survey and has
not been entered.

The tower's design is consistant with it being very old -
prabiably arcund 3 thousand years - and balonging to an
ancient Indian culture.

The Pakisten governmant has agreed to the sxpedition
taking place but Ja offering no help and cannot
quiarantes the safety of the group. There are many
bandits, hill tribex and rebels not to mention possible
border elashes,

Bargesson haz received a number of death threats from
religlous factions opposing the oxpedition - but he has
digininssd thege a3 hoaxes.

The expedition will be led by Borgesson's son Gunnar -
who is controlled by the GM:- - and there are already
same  people hired. The exact number gan  be
datermined By the GM - trouble shooters, a Pakistani
who &peaks the lingo, a few scientists. All these are
'followaers', "nirelings' or whatever you want to caoll
tham.

The players are flown to Pakistan, You will need Lo travel into
tha hills to find the tower. The rosds are impassable by car ar
even land-rover, The adventurers have enough maney to buy
e, hire guides and buy woeapons. Shotguna and pistols may
be bought - the GM can datermine availability and cost. The
GM can determine the effects of losing baggage, catching
gastro entiritie oto, as he sses fit. The journoy to the border
could take days o weseks - the GM can draw a map and dictate
rates of travel, Possible encounters up to this point could be:-

Government spies or thugs trying to find out what
you're up to,

Religious Leaders trying Lo stop you.
Bandits trying to rob you

Army patrols who think you're rebels
Russzian army patrals who think you're robels

Smugglers - who could maybe trade you some  good
automatic weaponty,

Afghan Tribesman wha think you're Russians
Lost Journalists or American advisers

The CGid can play around with these ideas ard any others - so
that if the group are claver they can pick up some Triands and
Mol wWitapans.

Ewventually the group reach a glant natural bowl 2 miles in
diameter - in the middle stands the tower. The group can naw
advance upon the towar,

What nobody knows is that this is no ordinary ancient
monument -« In fact the tower izn'L even of human
construction. 100 Millian years ago a spaceship came to this
part of the world and before they left the aliens sonstructed
the tower. The tower containhs o powerful transportation
device that can tramaport anyone enterlng it to another similar
dovica somewhers alse in the Universe. The device works a3 a
sort of timg maoching o woll - s0 IE can transport over
distanees and through time, Unfortunately the aliens were in
too much of a hurey end the machine went wrong soon after it
was built, creating an area of unstable spoce around the tower
gtretehing 1 mile In all directions.

The effect iz that any group entering the ares are transported
into elther another time or ploce = maybe in some far off
universe. Wherever they are transported to the image of the
Tower will remain in 8 constant position - perhaps as a hazy
shadow, aometimes o4 a polid image. Sometimes tho local
inhabitants will be able to see the Tower, sometimes not. For
example, if the adventurers are trangported to Alpha Centaur)
when the tower 18 § o mile away then the tower will appeer §
g mile away on Alpha Centauri, and the sarne for time jumps =
the tower remains constant. Whether they are transported
though time or space moving eloser or further away from the
tawer will always cause a timefspace jump. Sometimes the
mechanism stabilises for, say, 8 day or maybe even longer and
the travellers will be able o move Tfreely within that
timefspace zone without amy mare jumps ocouring. During
these periods of stability the Tower will disappear sltogether,
and will only resappéar agoin when the stability breaks down,
The Cames Master can give rough indications of when the
Towar iz going to roturn 'in phose’ by dropping hints about
‘shimmering on the horizen' ete. All this | Jesve up to the
resourceful GM to determine = but | would sugnest you'allow a



hlgh % chance of any one jump stabilising for a day and an
outside chance of stabilising far over a week, Than roll dice to
randamly determine when the mechanism breaks down again.

For examples-
Basic chance of & jump being stable 75%,.

Stable for D10 days. Roll a 10 and roll & D100 to
establish number of days. Roll a 100 and roll a D& to
eitablish number af years.

It mey be econvenient te adjust these according to
circumstance. If the travellers get split up they may enter
different timefspace zones at different times -this gives a
qood cppartunity for added intersat,

When the travellers eventually manage to reach the Lower
then, if they can figure out the controls, they can return to
earth 1963 - or bocome permanently trensported somewhere
else if you want to continue the whole inter-galsctic trang-
time asdventure,

The diagram below gives one possible configuration for the
effects of the tower = to some extent the nature of sach
timefapoace band will be determined by what models you have
availshle. Obviously you can put in many more bands than this,
and you can put in lots of bands if you want the adventure to
last for a long time.

Angther possiblilty, rather than use atriét bends of fived
timefspace zones, is to draw up @ chart. Then every time the
adventurers enter a new band you can roll on the chort to
Generate the sallent details of the zone. A chart could just list
the nature of the zone like this-

OL-0% Jurassic - Earth = Dinosaur Migration

06-10 fron Age - Earth - A rribal Hunting party

11-I0 Zome Time - Zone Place = A Coblin victory
celebration

20-30 Zone Time - Pane Place - A Futuristie Town
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You could draw up a different chart for each timefspace Zone
if you wanted. The charts would then be useful if you wanted to
continue with this zort of game sgain.

Another alternative is just to adopt a free form system with a
chart for time and a chart for place. For example:-

01-0% s00BC
06-10 300BC
11-1% 100BC
156-20 100AD
ETC

01-2% EARTH

26-35 MARS

3645 MOON

45-55 ALPHA CETI L

Zﬁ_—é‘i DIMENSION OF THE BLACK YUNGOMN

But this would require much more work on your part as you'd
hawe to write historles for all your alien plonets, Mars ete -but
thig would probably be the most rewarding approach if you
have the tirme and intend to re-use the system at any Lime.

Whether Magie should waerk inoall times or all places is up to
you - alternative realities can have different cosmic laws
after all. Eventually the sdventurers can be given aceess to
futuristic devices which allow them to contral the time
travelling process to some extent.

. RICK PRIESTLEY




These are the |
Warhammer Games, they are quite simple to adjust for use in
other role-playing or fontasy battle systems.

rules wa  ume

far Chopa oreatures

in aur

Chaotic Attrlbutes sre the strange powers, disfigurations and
mutations that mark the bodies ond souls of many creatures
whnge lives hove been touched by Chaos. Merely dwelling ina
portion of the Multiverse where Chaos lurks close by will brang
the curse of the Mark aof Chaps upon a section of tho
population. In human sociaty to bear the Mark is to be an

outcest, but Goblins, Orcs and the [ike regard it as an honour
and a blessing.

Evil creatures tread a path very close to that of Chaos, and all
evil or unpleasant beings (including bumans) have a particular
chance of boaring Choon Atteibutes.

Chaotic

Attributes

may take =&

characteara

charactoristics boyond the normal limits for hig race.

CREATURE LIST
RAMDOM GENERATION AND CHAQTIC ATTRIBLTES

Creaturs Chaps Altribute

% Ganeration Creatute

Chaos Attribute

% Generation

tighting

Carrivarous Bird 1% o
Centour Creature of Chaos -10%  02-08
Chimaera Creature of Cheos -Z0%  04-05
Darmons Demona may have Chaotle 06-07

Attributes at there own

will or that of their

masters, About half of Sew

demons encountersd will Demon

hava Attributes; either Sub-table

rondomly chosen or

specifically selected by

the Garmes Master
Dragans % g
DCwearfs Vary Rars 09-14
Engles 1% 1%
Elfs Linkmawn 16=17
Dark Elfs 2% 18-20
Sinnts 5% 21-22
Giant Frog 1% Z3=14
Glant Insects 2% 25-24
Giant Rat 2% 27=20
Giant Reptile 1% 2930
Gobling 2% Fl-35
Griffon Creature aof <haos -10%  37-38
Halflings Linkniown 39-40
Harpy Crenture of Chaos -10%  4l-42
Hobgabling 20% 4349
Hippogriff Creature of Chaos -5% 50-51
Ltzardman 2% 52-33
MEM Sl

Followers of Law

Mover -

Coodly/Saintly Men Very Rore

Ordinary Men 4%
Evil Men 2%
Servants of Chens 3%
hanfizh 2% Bb=fT
Maonticore Creature of Chaos -10%  68-569
Minak LT 5% 70-71
Ogre 3% 181
e 2% 78-83
Serpent Crawler % B4
Slann 2% B5-B&
Trearmen 1%, except in evil
prchanted woads -10%% 87
Tralls Creature of Chaos -5% 0B-93
Undead Whiare Undead are
the spirits of
deceasod beings who
bope Attributes,
the spirit form will Sen
usially carry at Lindead
least the shape of Sub-table
those Attribules,
they will often have
na particular effect,
See HEALM OF CHADS.
Werscreatures 2% n5-95
Ses Werotcreature
Sub-table
Winged Panther 3% 97
Winged Serpents 50 o6
Wolf 1% 98
Giant Wolf 1% a4g
Wyvern 2% 00



SUBTABLES

DEMOMS UNDEAD
Balrog 01-15 Skeleton
Jabberwock 16-20 Zomhle
Small Demaon 21-50 Ghoul
Unique Deman 41-80 Liehis
Chaos Damaon 81-00 Ghoat
Wraith
Wight
Mummy
Spectre
Vampire

CHADOTIC ATTRIBUTES are given as a percantage chance,
thrgw for each creature in the regiment. I it is found to have
Chantic Attributes, throw a Dé:

12 Ore Attpibute

3 Twa Attributes
4 Thras Attributes
5,6 D& Attributes

If-the first ereature in & regiment to be thrown for is found to
have Cheotic Attributes, tpen there is a chance equal to the
Chaotic Atteibute that the whale regiment haz identical
Attributes; this can produce a partleular mansterous bunch of
beastisg !

A quick method of discovering how many crostures with
Attributes there gre ina reglment 1s toe multiply the chance per
creature by % and throw for each group of 5 creatures. If the
score |z achieved then just ome of those has Chaotic
Attributes.

CREATURES OF CHADS

Sgme creatures are dosignated as 'CREATURES OF CHADS,
thedn have n particuler affinity with the darkness of Chaas,
and have a higher chance of Chaotic Attributes. Crestures of
Chags are always thrown for separately - the whole regiment
never has the samo sttributes, and if a creature is found to
have Chaotic Attributes, it olways has D6 of them.

CHAMPIONS OF CHADS

Those who ally themselves with the dark forces of Chaos can
gain great power, bul as thelr affinity with Chaos increasas,
their very body and soul may be distorted, until eventually
they sreé not even recognisablo os human, this is simuloted by
gradually gaining Chactic Attributes, Mare of this in a future
article.

SPAWN OF CHADS

Once @ creatuce hags more than & Chaotic Attributes, It will
searcely be recognissble as the specios [t once was. At the
same time (ts mind and soul will have given themselves over
entirely o their Chass masters; it will not have a trace of
sanity left,

Such sad beasts are the CHAQS SPAWN, they roam in packs
witth others of their Xind a8l the l‘.|-|lldin!_'| of the CHADS GODS,

Favoursd CHAMPIONS OF CHADS may be granted moembors
of the Chaos Pack as bodyguards, steeds or beasts of burden;
and as a reminder of what they may soon beacorne !

Generate Spawn of Chaos by giving 3+D6 Attributes to any
randomly generated creature.

REGIMENTAL TOTEMS

Those creatyres with the mark of Chaos vistble upon them gre

often roegarded with great pride or affection by their follows.
Thus & particularly striking, willy or impressive [ooking
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o1-30
31-50
3l-63%
66-T0
T1-7%
Ta=80
B1-85
B5-70
92196
2700

WERECREATURES

Weretiger
Werarat

Werewolf
Weraboar
Werahear

0110
11-30
31-60
61-7%
76-00

RANDOM GENERATION OF CHAOTIC ATTRIBUTES

o

ol-02
03-04
03-0a
0708
09-10
11-12
13-14
15-16
17-18
19-20
21-22
23-24
25-26
27-28
29-30
3132
1534
35-56
37-38
3940
41-42
4344
4546
47.48
49.50
51-52
5354
55.56
57-58
5960
61-52
G354
65-66
6768
63-70
71.72
73-74
15-76
77-78
79-80
Bl-g2
83-00

Attributs
Blood Rage

Breathes Fire

Cross Breed

Chaos Spawn

Chaes Lord
Evil Eye

Great Fanga
Great Horng

Hideous Appoarance
Hypnotic Gaze
Harrible Stench
Iron Hard Skin

Long Limbse
Long Spines
Mace-Tail

Magically Resistant
Magieally immune
Massive Intellect

Maronic
Mindless

Manic Fighter
Multiple Armslesch)
Multiple Headaleach)

Magician
Prehensile T

Powerful Legs
Poisanous Bite
Plague Bearar

Guadruped

Regeneration
Rapid Regeneration

Razor Sharp

Scocpion Tail

Snake Tall
Spits Acid
Vampire

Very Fast{Move X2}

Very Strong
Wings

Weoponamaster

Very Agile
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membar of W regiment may be regarded as acting exactly like
a regimental standard, Creatures equipped o produce loud and
strange naises, with @ trunk for instance, can also be regarded
a5 3 regimental musician.

Creatures with WEAPOMMASTEIR, GREAT HORMSI, CHAQS
LORD, HIDEOWS APPEARANCE, MAMIC FIGHTER,
BAREATHES FIRE, MACGICIAM or any particular advantageous
attribule or combination of attributes, will be a regimental
officer.

RANMDOM GENERATION OF MOMN USEFUL ATTRIBUTES

01-02 Skull Face
33 Flaming Skull Foce

054-0% Rotting Flesh (Zombie Faced)}

06-20 Bestial Face. Goat Head, Snout, Trunk,
Muzzle ste.

2123 Crest. Wottle or arest Instead of hair,

2826 FHunchback

27-30 One Eye

3133 Threo Eves

3a-36 Tall

37-37 Claven Feat

4047 Pin=Head

43-45% Huge Head

a6=-48 Long Mock

49-50 Hoppar. One large leg and foot - hops along
at half speed,

51.53 Headlnss, Face slsswhers on body

54-56 Puny. Halve Strength, Toughness and move
distance.

57-5% Tentacles. Tentacles inatead of arms.

&0-62 Furry, or bald if normally pelted.

63-65 Very Warty Skin

66-68 Big Ears

6771 Lo Mose

72-14 Re-arranged Faecial Features, Swop round
oyos, mouth, nose and ears.

T5=77 Sealy Skin

78-80 Vividly Coloured Skin

B1-83 Brightly Pattened 5kin - Stripes, Dots etc

84-86 Game Moster's Choice. Invent something
silly or inconvenient,

87-87 Bulging Eves - Like a Frog

90-92 Eyestalks

23-96 Enormously Fat

27-98 Long Legs

99-00 Shart Legs - half movement distance.

CHAOQTIC ATTRIBUTES
BLOOD RAGE
The individual hecames subject to FRENZY
BREATHES FIRE

Creatures larger than man-sized breathe fire with the same
template o8 a Dragon (Gx2*) - Range 12% Attack Strength 3.
Mon sized or smaller crestures have a template of 2"x1" -
range &" and Atteck Stremgth of 2.

CRO5S BREED

The creature has the attribotes of a cross breed between the
bagic species of the creature and another randamly determined
gpecies. Monsters will be crossed with humans about 50% of
the time. Yaou will have to determing your own rules for the
resulting hybrid,

CHADS SPAWN

Throw D10 additional Chaotic Attributes. The creature will
qaln an additional attribute cach month,

CHADS LORD

This ereature has been Tavoured by the Gods of Chaos, and 15
chasen to lead its fellows, It will take D4 extra Wounds for it's
species. Add D4 to each of - Initistive, Strength  and
Toughness,

There iz & S0% chance of being granted coach of the following
[throw for aach)

1. A& complete suit of Chaos Armour
2. Wizard's Powers (Throw Randamly)
3, D& Extra Chaotic Attributes

4. A Demon Sword

EVIL EYE

If any figure cemes within 4" of this creature [t has & 50%
chance of belng unfortunate enaugh to meet it's gaze! This will
thoroughly screw up the figures Karma, and he will be subject
to a disadvantage modifier of 1 on all dice relled Tor as long as
the creature with Evil Eye lives,

GREAT FANGS

The creature bites with the effect appropriate for its size
bt with plus 1 to kill and minug 1 from the apponents Saving
Throw.

GREAT HORNS OR TLISKS

The creature may charge ns a mounted lancer, Plun 1 to kill.

HIDEQUS APFEARANCE

The creature ceusez TERROR in those smaller than itself,
FEAR in othars.

HORRIBLE STEMNCH

The creaturs smalls very badly. Throw D6, this is the range of
the stench. All Tigures who can small the ereature will be
abject to a disadvantage modifier of L on all dice rolled.
Elves {a fastidious bunch) wil not spproach within range of the
smell. The creatures regimental comrades will be entirely used
to the smell; and will be quite proud of it's effects on others,
sdd two to their Marale Dice.

HYPNOTIC GAZE

The creature may fix it's gaze on one opponont at a time
within 6% If it then throws 5 5 or & on a D6, it"s victin s
fixated, and may make no actions at all. The victim will ramain
fixated as long as the creaturesz gaze remains upon (t. Onee
the victim ig free of the creatures gaze, it needs to throw a 5
or & on e D6 to start to act again.

IRON HARD SKIN
The creature has chitinous, warty or scaled skin, which gives it
an ndditional saving throw of 4,56 on a D6 after any saving

throws for scmour. [f this throw i made, any non-magical
weapon striking the creature will break.

LONG LIMBS

Plus 2 ta Initiative - Plus 2 to "to hit® throw.

LONG SPINES OR SPIKES ON BODY

Any figure |n cambat with this creeture has a 1 in 3 chance of
apiking himsel! - counting s o Steength 1 Attack, 10% of such
creaturtes are paisanous.

MACE TAIL

The creaturs has a tail with a knabbly "‘maca’ an the Lip, rather

like some dinosaucs. This can be used as a weapon with no
deduction for uzing two weapons,



MAGICALLY RESISTAMNT

Haz a3 saving throw of 4,56 on a D6 againet any Magical
attack.

MAGICALLY IMMUNE

Magic has absolutely no effect upan this creaturs,

MASSIVE INTELLECT

The creature bs hyper-intelligent. He always makes the right
decigion, and krows everything ths Gamesmaster krows,

MOROMNIC

The creature [s ncredibly stupid. When ever anything that
rrguires the least thought fs required of ity fighting, running,
going through a doorway ete, thers is a 1 in & chance of It
getting it wrong In some calamitous manner. Droals a lob.

MIMDLESS

A total automaton! simply obeys the cammands of whoever
currently holds sway aver It. lgnores morale and the effects of
Wolnds,

MANIC FIGHTER

HATES any enemy regiment ar figure that cames within 129 of
it. Mot subject to Maorale.

MLULTIPLE ARMS

Throw a D6
1-4 Two extra arms
et Four extra arms

MULTIPLE HEADS

Thraw & D6
1.5 Orez gxtra head
& two extra heads
RAAGICIAN

Creature iz 3 Wizard, gererate randomly a3 in BOODK OF
SPELLS.

PREHENSILE TAIL

The ecresture has a prehensile ail coapable of wielding an
sdditional weapon or shield,

POWERFLUL LEGS

Hangeroo like legs, make nocmal move, then leap half a3 far
ogain, leaping over troops i desired, and appearing behind
opponenta.

POISOMNOUS BITE

The creatures bite is palsancus.

PLAGLIE BEARER

The ecreatgre carries a vile disease. The Gamesmaster must
determine lts incubation period and effect. Anyore bitten
stands an 80% chance of infection, clawed or scratched 60%,
struck by weapon 40%, in close combat 2086 and within 2°
proximity $%. Its fellows will usually be immune.

GUADRLIPED
1f the creature is humanoid, itz arma besame forelegs , o

creature that normally goes om all fours now walks erect, with
faralegs becoming arms.

RAPID REGENERATION

The ereature has reqenerative powers al greater than pormal
rate - rall twice to regenerate.

RAZOR SHARP CLAWS OR PINCERS

These strike as swords, with & plus 1 ‘te kill' and minus 1 from
the opponents saving throw.

REGEMERATIONM

The creature has reqenerstive powers,

SCORPION TAIL

Thraw = D&
1= Mon-Poisonaus
f-5 Palsanaus

The tail strikes with a plus 2 'to hit' whenever the creature
would be eliglible to bite. The non-poisonous variety strikes
with the effect of o sword. The polsonous varisty has an
Attack Strength of 10 10,

SMNAME TAIL

The creature has & tail whieh terminatesz In the head of a
snake, This attacks with a Strength of 1. There s o 50%
chance of the snake's bite being polsonous, Strenqth D6,

SPITS ACIC
When the creaturs is ontitlad to bite, it may instead spit acid.
Throw a D6

1-2 Mo ef fect

I-4 Hit - must make saving
throw, of  aganising
effects of tha acid score
the equivalent af a kill,

5-6 Hit in the face =blinded
and killed Bz above. Mo
saving throw unless face
protection | worn.

VAMPIRE

The ereature becomes a Vampire - requiring massive moals al
bwman blood to survive, Generate Initial Life Energy level as

DExI00 - gee the rules for Vampires in the additional rules
article.
VERY AGILE

2 Extra biows in combat and an extra saving throw of 5,6 on 3
D6 in combat - 4,56 against missile fire.

VERY FAST

Double move distances, and number of blows 6 eombat,
Double Inltiative.

VERY STROMG
Add 2 to Strength Grade.
WEAPOMNSMASTER

Add & to the creatures weaponskill with any one favoured
WEBEON,



WINGS

Cresture is winged, either festherad or reptilian,

Throw a1
1.2 Small Winns
34 Meadium Wings
56 Enormaous wings

Small wings are useless and cannot be vied to fly. Medium
gizged wings enable flight as normal. Huge wing: allow normal
flight - but are a bit cumbersome on the ground = trailing,
getting dirty and tripping up the creaturs. Halve movement
digtance when on the ground = movement through woods
hecomes impossible. dMovement in small buildings is at 1" par
Lurn.

'D_uEIicate Raaults

[f the same reault comes up more than once, double its effect
ar accentuate it in some appropriate way. Some results will
tend to cancell each othér oul. The Gamesmaster should not
slavishly follow the rosults from rolling on these charta (or
from any other part of the Warhammer systemn), but should use
them wherever possible as a basiz for using his Immagination
to the full; creating creatures for his players to encounter, if
rolling a few characteristics seems to be creating an
interasting beast, then let your own creativity take over to
finish it off, and you will have the satisfaction of coming up
with somaething really special.

Fighting Characteristics

Creatures bearing the Mark of Chaos are often bigger,
tougher, faster or mesner than their untainted fellows. On the
Randomnm Generation Chart we indicate rough ouides for the
Gomesmaster for modifications to the beasts’ fighting
characteristics if it has porticular Artributes. Froctions should
usually be rounded down.

EXAMPLES OF CHAQTIC ATTRIBUTES

L. ZYGOR SNAKE-ARMS

Zygor the MNight Goblin has baen determined to have Chaotie
Attributes; we throw a 36 to determine how many - a 4, giving
him 3 attributes. Three throws on a D100 qive uz 50, B4 and
21, PREHENSILE TAIL, and two MOM-USEFUL ATTRIBIUTES,
we throw again for these; 22 and 57 HEADLESS AMND
TEMTACLES.

S0 we decide that Zygor hat three tentacle likes prohensile

tails ingtead of arma and that his face is situated in the middle
of hiz body.

Move W5 BS 5§ T w |1 [
474 2 ¥ 2 B 1 ] 1=]

2; LEAPTNG S1LOMM TWO-FACE

Ag Trolls are Creatures of Chaos, Slomm the Troll, gets D6
Artributes, We roll the dice and find that he has 4z

POWERFLL LEGS

GREAT FamMGs

MULTIPLE HEADS {one axtra)
BESTIAL FACE (s}

We decide gquite arbitarlly that Slomm hes the hesds of a
Walrus, this fits quite well with Great Faongs. Slomm's
Attributes glve him plus one to his Wounds, Initiative and
Toughness boyond the attributes of a normasl Two-Headed
Troll, amd each of his heads bltes with +1 "to kill' and -1 from
his apponents saving throw.

SL.OkM

Move T34 leap

W5 3

Strangth &

Taughness B

Wounds 5

Initintive &

Attacks 2 pluz 2 Bites at +1 Kill, -1 from opponents saving

throw,
STUPID, SUBJECT TO FREMZY. USES TWO WEAPOMS
WITHOUT PEMALTY. CAUSES FEAR 1IN MEN OR SMALLER.
REGENERATION.



3, NGAARANH: SPAWN OF CHAOS

&
O

Mgaarann was once a Harpy, but
centuries of unapeakable deeds
serving in the marauding pack af

the vile Chagzs Godling known only

aa Kha (ard thase who are wiae speak

that name only in whispers), have twisted
her body and soul to the shapes of Chaos.
Shar now rured, gross and unrecognisable, with
the other creatures of the Chaos Pack.

MNgasranh is honoured with 3+D6 Attributes, The
D& eames up 5 - B Attributes,

CUADRLIPED (We decided thot she will have four hurman
type. arms ard hands which function as
fuadruped legs.

EVIL EYE

TROMN HARD S=I

MULTIPLE {2 Extra - we decide this will increase the

HEADS Effasct of the Evil Eye by 20%)

BREATHES 4x2" Template range= 12" Strength 3 far

FIRE each head

EYESTALKS

HORRIBLE Fange 5'*

STEMCH

CREST We qgive the poor girl wattles instead of

hnir:

All this adds 2 pach Lo our ex-Harpy's Wounds, Toughness and
[nitiative.

MOVE 4" and Flight
WS L1
Strength 3

Toughness E plus 4,%,6 woapon breaking saving thraw
Wounds

Initiative &

Attacks 3 Bites «3 Fire = Stronch « Evil Eve B0%.,

This repulsive creature iz very tough Indeed, with her various
powers she could do & lot of damage to any pormal unit of
troops. Her appearance |z horrifie too, w0 she causes FEAR in

all troops, and TERROR In units of man sized or amaller less
than L0 strong.

CHAOTIC ATTRIBUTES AND TABLETOP BATTLES

Mow that we've gone through the rules for Cheatic Albributes
and mast of vou have ralled up a few Lrial monsters, vou are no
daubt asking how to go sbout providing models of them to use
in your battles.

When you have determined that o member of, say, a Goblin
regirnent, hoas Attributes, and discovered what they are, it s
possible to use your imagination to picture the creaturs, while
using the original mode]l to represent it on the table, Once the
battle is underway you should soon stop thinking of it simply as
another Goblin, os you plcture its wings, fangs and extra arms.
Blue-teck can be used bo model on temporary arms, tails,
heads ete and will not damage the models paint job. The stage
beyond thiz i= to sctuslly provide models of the Chaos
crestures you use, Citadel will be manufacturing varbous
Crestures of Chaos in our WARHAMMER range, but it is very
satiafylng to set about eonverting and canstracting your own.

Citadel produce a list of spara bits and pieces that are
available separately (send uz a stamped SAE) but it is by no
meens exhoustive; any plece that iz cast by us is avoilable
separataly, qive us & ring or drop us a line if you're after
something in particular. I demand i3 sufficient we also hope
to produce sete of heads, torsos and [imbs to assemble as you
wish.

83

{n our own games we have a convention that Creatures of
Chaos are only permitted if a model |z provided. There is no
way that our collection ecould encompass all  possible
eventualities, so we have & system which compromises
Between variety and visunl appeal,

Whern the dice roll reveals that an Ore regiment has a member
bearing the Mark of Chaos, he can only be wsed if his
commaeander has an Ore model with a suitable nomber of
Chaestic Attributes available. Obviously the model will already
have specific physical Attributes, and it is assumed that if o
physical mutation is rolled it s automatically changed to one
the Ore model alresdy his Attributes which do not invelve a
change ta physical appearonce remain as rolled.

The playor must therefore have an Ore medel with the right
number of physically evident Attributes to be able to use it
(Blue-tack con still be used to add the odd tentocle or
whatever),

Extra points must be paid for thess corealures powers,
otherwise averyone would by busy convertieg moedels with the
most advantageous physical changes.



COMVERSION EXAMPLE - XAXLUS CHADS-THRALL

Makug has boan dotermined to hnve six Chaotlic Attributes,

GREAT HORNS

2058 RREED (with a Dwarf)
LG NECHK

MASSIVE INTELLECT
AUADRLIPED

This gives Xaxus Fighting Characteristica betwean those of a
Crwar! and a Man, with additions te hiz Toughness, Intalligence
ardl Wounds due to his Aftributes:

ava
Weapaon Skill
Strength
Toughness
Wourds
Inftintive
Attacks

Charges as a Mounted Lancer - «l "To
Kl

Az g quadruped Xoxus cannot winld weapans, foctunately b
ean use his geeat harna, he would be able to bear an ally Into
battle, perhaps & Lessor Goblin or Kaobald slave or assistant.
He is quite powerful in combat, but his greatest advantage is
hig mighty Intelleet, which will make him greatly valued
amongst the Hordes of Chaos.

THE COMVERSION
WOL WILL NEED

Razor Saw

Brass or Copper Wira

Pliprs

Modelling Knife

Madalling Putty: Millipat
Handy-5trp
Tulf-Stuff
or similnr

Instant Gloe or Epoxy.

Pin Viee or Drill

All of thess can be had from your local model shop,
Remember, you oan give yvourself a vary nasty cut with a razor
saw, pin wice or modelling knife, younger reéaders should be
sure to have their parents go over the instructions with them
before they attempt the project.

Sg we have a horned Dwarf-man in quadreped form. The body
was the first thing | picked; a smooth coated form would seem
pest for an ex-Human, and it had to be small encugh 3o as to
seem appropriate with o Dwarfs head perched on top of It. |
came down on either the Ral Parthe Trollhound or the Citadel
Werstiger in Beast Form. | chose the latter because it has
Human hands imstead of front pows.

The Tiger head needs removing carefully, sawing afl the way
round with the razor saw is the best plan, then just twist it off
with pliers. If you pad the pliers with a rag you can take the
head of f without damaging it and use It in a future conversion.

The new head is that of 8 Dwarf. | chose a barehesded ane 50
that it could be seen Lo have sctua) horne rather than a horned
helmet. | decided Lo add the wire frame for horne befaro
beheading the madel; to have samething Lo grip whils | drilled.
Horns are best added by deilling right through the head so that
a length of wire can be passed throwgh the head, glued and
bent into shape. [ use a pin vice Tor drilling holes, It's probably
the most useful tool of all; a bit like a propelling pencil which
halds a small deill bit, muech more controlliable than any of the
expensive electric mini-drills. & pin vice s invaluable for
drilling holes into eompanenta 2o that they can be permanently
fixed together with a short length of wire and glue, there is
then no chance of your prized conversion ever caming apart.

Onee your horns are fixed and dry, you can use the razor saw
ond pliers routine again to remove the Dwarf's head, The basis
far the long neck as 8 25mm length of wire. A hole shout 4mm
deep is drilled into the stump of the Werotiger's neck, and a
matching one up into the Dwarl's head, The wire is glued into
the tiger and the head glued to the other end,

=
#
5
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When all this is dry it can be bent into a natural looking pose.
The harna should be given proper shape with a coating of
putty, and a slender neck and beoard modelled on. All that then
remainz is o undercoat, paint and varnish your model (I gave
him a Lesser Goblin rider too) and your simple conversion is
unique modiel; people will ask you where you bought it!  The
tiger hiead and Dwarf body could form the basis of vour next
project.

BRYAN ANSELL
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