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LET’S SMASH SKULLS
AGAIN!

WARHAMMER
FANTASY BATTLE
RULES enable you to
re-create fantastic
battles on the table
top. Players take
command of power-
ful armies, cunning
wizards and mighty
heroes in a world
where magic works
and the nightmare
creatures of legend
are deadly real.

The box contains
three rules books —
COMBAT, BATTLE

MAGIC and
RATTI R

BESTIARY; charac-
ter cards. a playsheet

ind an introductory

scenario - The
Magnificent Sven.

THE NEW SECOND
EDITION FEATURES A
COMPLETELY REVISED

AND EXPANDED KULED
SYSTEM

WARHAMMER is published by CITADEL MINIATURES, Chewton St., Eastwood, Nottingham and is
available in better sl;‘nps everywhere. In the USA, please contact GAMES WORKSHOP (US), 9110F




WELCOME TO THE TH IJKD CITADEL COMPENDIUM

Yel again the never-resting entralls of the Citadel Beast have
heaved forth a now edition of The Citadel Compendium. This
edition is our most heavily illustrated yot, simply brimming with
new and redesigned rmodels. Citadel miniatures are made for
gamers and collectors, each and every model is hand-crafted by our
infamous design zombies and brought to you via the machinations
of our dedicated, hard-working and hardly-maltreated-at-all staff.
The Compendium is published once a vear, forming a catalogue of
Citadel minfatures that will remain available throughout that year.
This edition will remain good for the whole of 1985 - ar untll we
decide to publish a new edition (probably around the back-end of
the year). This Compendium replaces the previous edition, and
miodels illustrated in the old catalogue, but not in this one, may no
longer be available: unfortunately, our moulds have only a short
life span, and it is not possible to keep models in production
forever.

In addition to the models illustrated herein - we ecall them the

Compendium Selection - Citadel produce many more for each
individual ende. You can find out about ndditional models only by
keeping a close watch on your retailer's stock, and by keeping up to
date via the Citadel Journal magazine, The Journal s published
irrequlary, approximately four Limes 2 year, and contains a host of
articles on gaming, modelling and all aspects of fantasy models.
The Journal also illustrates a selection of new models for the
Compendium’ Selection, enabling you to keep abreast ol new
developments in the fantasy field.

We hope that you'll enjoy the Citadel Compendiem. [If you have
any ideas for now models, games or articles why not drop s 0 lina?
Sadly, we are unable to reply to every single letter we recelvr, hut
we'll do our best: an S.ALE. helps. Sn, don't delay - your ideas may
help shape the future of fantasy model: and games. Similarly, lel
us have your lotters and artwork for publication - if we like vour
contribution we'll print it in a future Journal or Compendium. for
sveryone to see.
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THE REASON WHY

Fantasy litersture is full of inns and taverns. Thes Prancing Pony at
Bree, Lankmar's Silver Eel and the Yulgar Unicorn in Santuary's
Maze are all unigue and yet all resemble each other in one respect
= thair clientele. Thieves go to a tavern to plot, wizerds to seek
out information, and sdventurers to hang about, look mache and,
topafully, get hired. Anvone whao [s anyone will, at some time or
another, tie up his horse outside and swagger in to the taproom
calling for ale.

Az the fantasy Inn sece sg much traffic, it"s quite o weful model
for @ role-player or tabletop gemeral to possess. As well o8
praviding a venue for the ever popular bar-room brawl, it can
provide 3 (relatively) safe haven during the Black-Rider season and
give an encumbered adventurer a chance Lo parl with some of his
cash, As virtually any tabletop town or village will contain an Inn,
the Warhammer genoral can use such a bullding many times to
provide a varied range of battle scenarios.

Alcoholic troops will Tind a tavern's well-stocked bar far more
attractive than fighting the enemy. Whethor, as a general, you
would regard this as an annoyance or 3 welcome distraction will
depend on the troops under your command. Who in the Morthlands
will ever forget the chaos at the Battle of Bugman's Brewery.

A neutral Inn, stuck in the middle of a hotly-contested battlefield
can make for an interesting and unsual three-cornered game, with
the inn-keeper and his guests taking on Lroops from the opposing
armies. This would be espacially true of an inn whose cellars (use
floorplans and a map) extended in all directions under the table.
Blood-crazed tapsters and guests could pop up from concealsd
entrances all over the place, while intruders entering the fittle-
used  tunnals and vaults might find all sorts of strange beasts
lurking there.

PLANNING

Before you rush to your work-benches, the light of creativity
burning brightly in your eye, it is best to do a little planning. Jot
down a few notes under the following headings:
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HOW TO BUILD A FANTASY INN
By Gary Chalk

Size. Work out the overall size of the model first. The Lavern in
the photlagraphs is approsimately 27 inches sguare, the size of ons
of my terrain modules. Someone making their first building would
be well advised to try something a little more modest. Once you
have decided the overall size, you can then work out the number of
rooms that can be accommodated within the space. It is better to
have a few relatively large rooms rather than a lot of small ones as
a figure's base can take up an awlul lot of space. A small tavern
could have as few as three rooma: the bar iteelf, a kitchen and the
owinet"s living room = plus, perhaps; a privy out the back. One last
thing to remember about the size of your model is that when it is
finished you have to have somewhere to put it. Don't make a
madel larger than your storage space.

The Base. The base of your model should fit in with the rest of
YOUT warqames scenery, both from the point of view of colour and
general texture. My inn was based on 11" chipboard e are my
other terrain modules. Smaller models could use plygood or
hardboard. Don't use cerd for the base of any model of this size, as
it will warp and curl up at the edges, The stronger the base, the
stronger the whole model will be,

Time. The larger the model, the longer it will take to completa. 17
you don't have a lot of time, make & small building. You can't use
an onfinished model and the longer it s left unfinished the more
likely you are to lose interest in it

Style. As you can see from the photographs, "The Man in the Moon®
is built in a western-auropean madieval style, using stone, tiles and
half=timnbering. An inn built in a desert land or in a forest hall way
up @ mountain would be built In a different style using locally
obtained materials. A desert tavern would probably be built of
mud brick, while ona in a forest would be constructed solidly of
timber. If you feel o bit lost when deciding on the style of your
building, try the junjor reference section of your local library.
These generally have lots of highly illustrated books on history or
life in other countries which can be very useful.



MATERIALS
Material Lo
Chiphoard/plywoad/hardboard The hase

Mounting card
{available at art shops)

Walls and roaf

Thin card {available at art shops) Roof tiles

Polystyrene cailing tiles Exterior walls, where the
thickness of the wall can be
saen, Irregularities ond
hillocks an the base,

Balss strip and rod Beams and door and window

frames
Balsa block Chimney stacks
Plasticard Paving stones

Stonework texture on walls

Tetrion ready-mived plaster Texture for wolls and base

Bostik/Uhu Gluing Log=ther wood and
card

Wood Glue (Resin W, ete) Gluing ceiling tiles (other
glues melt them)

Emulsion paints Building walls and base.
Celling tiles ({other paints
may melt them)

Citadel acrylic paint or Beamns and other details
Humbrol enamel paint

Grass mat Lawn/[grass on base

Ready made trees/bushes Basge decoration

Ready made fencing Base decoration

CONSTRUCTION

The first step in constructing the model Is to draw out a rough plan
on o picce of paper, with all the dimensions and door and window
positions marked. This can save you lots of confusion and wasted
time later. Take your theet of mounting card and, using a ruler
and a set-square, transler the dimensions from your rough and draw
up the wall and roof picces. Drow the windows and doorways in
position. It is wital that you use a set-gqusre for this stage of the
operation or the pieces will be so inaccurate that none of them will
fil togather properly.

Uding a ruler and a sharp craflt-knife or scalpel, eut the various
pirces, Cut out the windows and any of the doors you wish to hawve
apen on the finishod model. | left all of mine shut, using the bhasic
mounting card to represent woed, outlining the doors with framess
cut from strip balss glued into position round the edge.

The nexl stage of construction is the woodwork on the models. Use
bolsa strip for the door and window frames and thicker balsa rod
for the edges of the beams with a scalpel rounding off the sharp
edges and making them slightly irregular. This will give them a far
more realistic appesrance than if they are left with a “factory
finished' look. Real timber framing often employed whole tree
trunks with considerahle twists and turns. These were then shaped
roughly with an adze {a mattock-like carpenter’s tool) before being
placed In position. Only in the houses of the rich were bhoams
finished and squared of f properly.

Using Bostik or Ubu the finished beams are glued Into position. As
The Mon in the Moon' was rather large and invelved, 1 decided to
apply beams only to the oulside of the building, the interier woad-
work being confined to doorframes and a raised gallery in the main
bar-ream. The number of beams you put on is up to you, Window
and door frames are also glued into position at this stage.

The bullding walls are then glued into position on the base, again
using impact adhesive. The thickness of the mounting card nllows
the corners Lo be simply butted and glued. As the whole structure
is being mounted on a firm hass, this will prove o be guite strong
enough.

The plasticard should now be cut into a number of rectanglas of
differant sizes, the maximum being shout hall an inch square.

These ean then be glued in irreqular groups on the base of the
model, hoth inside and gut, to represent paving stones. Any parts
of the building with stone walls should alse he treated n the same
way. In addition, the corners of any stane walls should be carefully

bullt aver with plasticard rectanglos Lo give the appearance of the
heavy stonework found on the corners of real buildings. Mot pnly
does this make the building look more realistic, it also neatly hides
the joln whare eard is glued together.

Any gther structures, such as lfences, inn yard walls, privies and so
on should now be stuck in position on the base.

Thin dawn some Tetrion plaster with water and, using an old brush,
paint the interior walls, covering any plasticard stonework and
painting up to the edgos of the beams. The floor should alwo be
painted over, the plaster being used not only Lo creste texture, bat
to fill any gops between the walls and base. The exterior base
should now be painted with Tetrion, using a thicker mix than was
used on the walls,

While the plaster is drying, it can be quite a good idea to get on
with the roofs. The mounting card roof pieces mint be tiled using
thin card, this is the most horing bit of the entire model - but it
does glve a very realistic effect. Fiest cut the thin card into strips
about 3" long by 38" wide. You will need enough of these ta cover
the roaf aren of your model about 1} times. These strips should
then be nicked evory 1" or 30, with a pair of scissors to represent
strips of tiles. These should then be glued to the mounting card
roof sectiong, starting from the bottom edge and working up,
overlapping sach successive row, The crown of the rool should be
finished off with o folded picce of thin card, The whole structure
can then be painted with thinned down Tetrion in the same manner
a5 the walls.

The model can now be painted. For the |arge araes of walls, roofs
and base, | would recommend using household emulsion points. Mot
only can they be used straight from the tin, bul they can also he
mixed with powder paint to give a large range of colours and
shades at a low price. Small amounts of emilsion paint are
available in the form of Crown Matchpots, samples of paint which
contain enough for several buildings. Peame and other delails are
best painted using Citadel or Humbrel paints, after the main oreas
have boen painted and dry-brushed to pick out the Lexturs.

The model is now ready for any little details that you feel would
give the place character, | added some minioture brewery posters,
but anything from a pot plant to a pertrait of the |andlord's mother
will make the place look lived In. Citadel produce a beautiful
range of furniturae, beds, chairs, tables and so on to get the building
ready for opening Rtime, and many suitable figues for scullions,
serving maids and the inevitable awkward customers.
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In the past, the Citadel Campendium has always Teatured at least
one painting article, and the same s true of our quarterly
magazine the Journal. Howewer, these articles have always
concerned themselves with the art of painting individual modals -
often to a very high standard indsed. Painting models in this way,
one at @ time, can take forover. This is line if you're painting up
an adventurer for o role-play campaign, or an ariny general or
wizard, bul when it comes to painting whole regiments different
techniques are needed.  In this article I'm going to discuss

technigues that lend themzelves to painting whale regiments
quickly snd effectively.

PAINTING REGIMENTS

Before putting brush to paint, think about what you're trying to do.
You alrnost certainly intend to use yvour painted regiment as part of
a Warhammer gamea, or a tabletap battle game of dome kind. As
such remember the following points:

1. Most of the time your modeis will be seen from over two feet
away. Aim Lo make the models look good from a distance mot.
from o few inches. Super-detail iz not needed and may even
detract from the overall appearonce.

S
.

Your models will be gseon in a large regimental block., The
modals you choose will ereate & sort of visusl rhythm,
especially if they are all the same = a3 with o Regiment of
Renown, That overall rhythm iz an added dimension that you
must consider. Don't break that rhythm by using too many
different colours or subdued shading.

3. Regimants of models never stand alone. They will appesr
against other rogiments, scenery and tho tabletop itself. Dull
or subtle colours will simply vonish in gitations like thiz, a3
will zubtle shading and minor dotail. Even a bright colour will
appear subdusd when viewed from a distance and amongsl the
vsual mass of tabletop green: so don't be afraid of using bright,
strong colours. For the same reason avold pastels and other
light shades: g8 primary colour or a shade of eguivalent
strength will give a clearer, cleaner result.

e

PREPARING TO PAINT

For the benefit of the beginner about to embark upon the task of
painting vp his Warhammer regiment [l run through the basic
materinls needed.

Knife and files. These are needed to trim flash and other bits of
unwanted metal from the model. Moulding lines, a thin line of
maetal all the way round a model, cen be removed easily with a file.
Vents, runs in the mould that let sir out, may appear asz strande of
metal or nipples on points of detall and require filing or cutting
flat. A hobby knife ia sharp, 90 remember, maoke cuts away Trom
yoursel! just in case you slip. Similarly don't put too much pressure
on the blade, as It may snap. Always exercise the utmost care
whien using sharp knives a2 they are dangerous if not used properly.

Undercoat. All mstal models must be undercoated before painting.
This is essential, otherwise the paint won't stick to the model, and
will oppear thin and mottled. The most sensible way of
undercoating models is o use a car type undercoat, available in
spray cans from any motorist shop, garage and some habby shops.
Meost painters use a white undorcoat, which takes colour very woll.
For mass painting technigues, however, | profer to use a black
undercoat. Buy yoursell a can of each.

Brushes are o must. Cood brushes are & worthwhile investment.
Most model shops sell decent brushes, as do art shops. You'll need
al,aDdand a0f. Youcan get away wilh fewer brushes, it depends
on what you're comfortable with. As long as the brush has a gond
point it will suffice. Brushes do wear put - s0 be prepared to trim
of{ stray bristles and buy a new brush every so often.

Water-based paints are used by almost sll serious model painters
these days. At this point [ have to stap in and plug our own water-
based range of paint, Citadel Colour. We have gone to a lot of
trouble to ensure that our paint Is ideally suited Lo our models and |
can thoroughly tecommend it. Having said that any water-based
paint will do the job. They all Intermix in any cage.

Soine modellers prefer enamels, oils and other exotic mediums.
The advantages of these older methods are dublous, even when
applied to individual models. [t is assumed that water-based paints
are Lo be used.

Pot - 8 pot (jam-jar, cup, beaker, etc) is needed for water so that
you con thin paint, clean brushes, ote. Many people =say that
separate pots are needed for metallic paints, for light colours and
for dark colours. If you feel happy surrounded by jars of water
then that's fine. In ony ease, clean out your water when it gots
dirty. This ensures that your paint stays eleon, and lessens the
chances of breeding deadly mosquitees In the living room.

Palette - somathing to daub paint onto. An old plate, saucer, tile
or anylhing similar will do. Paper is 0., so long as [t isn't too
pOrous.

Space - nol the Ffinal frontier; butl just somewhere Lo work; a
tablotop is fine. Cover this with a good thick layer of newspapor
because, belinve me, everyone spilts paint now and sgain, and
getting the stuff off carpets, tablecloths and family pets lsn't
always easy.

Light - the more the better. Daylight is best, but a slrong spot-
lamp or reading lamp will provide adequate lllumination.
Remember daylight and artificial light aren't the same at all, a
modal painted in one will loak quite dif ferent in another,

PREPARING THE MODELS

Line up the regiment to be painted. Working through them one at a
time, clean off any flash, mould lines or other unwanted bits of
metal. There |5 nothing more annoying than finding & huge patch
of rmetallic crud once you've started painting. When you're through
the models are ready for undercoating.

UMDERCOATING

For the technique described you'll need a black undercoat. Make
sure that the models get a thorough covoring. It is best to touch up
thin or silvery patches with black paint just to rmake sure. When
spraying remember paint will go everywhere - 50 best do it out of
doors, and use a box or newspaper to cut down on overspray. Sproy
as many models at once as you can. Two light coasts may be
NECessary.



BASING

If medels are slottsbased then attach the models to their bases
now. Bostik, or similar, iz as qood as anythinng.

PAINTING

Once the undercoat is dry you can start to paint. [ leave undercont
for at least a couple of hours. It is best to leave it evernight if
possible. Before painting have a good look al the models and plan
your colours. You probably have an idea of what you want the
regiment to look like already.

The easiest method of painting quickly and nestly is to paint
several models ot o time, 10 being a convenient number. Begin by
painting the skin sl work out: inner-clothing, outar-clothing,
armour, belts, ete. So, start by mixing a batch of your skin colour.
Carefully apply the paint onto the sreas of exposad flesh, leaving o
little of the black undercost showing at tho edges and in deep
creases in the flesh (such ps between fingers), This line of black
becomes your shading, and will help to deliniate the different parts
of the model when seon from a distancer. How much hlack vou
legve is up to you. The amount of black will create an overall
style, or look, so it is worth experimenting a little at firsl,
Similarly the demsity of your flesh paint will alter the faal of the
overall model. Two coats applied one after the other may he
required for & really solid appearance.

Once you have done the flash on the 10 models, wark through again
painting the next colour; once more leaving a line of black to
deliniate the eolour area. You will notice thal paint appli=d over
black always looks fairly dull. You must compensate for this by
using & brighter colour than you actually wsnl, s0 &n orange
becomas brown, and yellow becomos a buff colour. To get a really
bright colour you must either use two coats of paint, or paint the
area white before applying the gsctual colour. Thia is meore true of
some colours than others, especially red and yellow,

UNIFORMS AND NOT

If painting unifarma give all of tha models the same colour cloak,
the same calour jerkin, etc. If you don't wanal a unifarm, but are
going for an assorted rag-tag effect, then vary the bits you paint as
vou go through, This way the first warrior receives a brown cloalk,
the next a brown jerkim, the mext brown trousers, and sa en.
Remember, if you'rz peinting p Regiment of Renown all of the
modols will be in the same basic position. It is best to paint such
troops uniformly, 80 ag nol to delract from the strong, reqular
visual rhythm. 1f you don't want a uniform appearance in such a
regiment, thea it is best to uee colours of a similar intensity
throughout, especially browns, greys and other drab colours. [In this
way the calours will sit happily with cach other, and won't make
the regiment look like o discordant kaleidoscope. Colour sense is
something yvou will pick up - if in doub2 have 3 look sround st other
players models.

METALLICS

The pigment in all metallic paint i relatively crude = comprising a
suspension of ground metal powder. For this reason it must be
handled carefully, and you may find it casiest to leave until jast, If
handled too much it will tend to rub of . If placed onto or near wet
paint it will seep, and the same is true if you attempt to paint over
it. For many years | avoided the stuff altogether, prefering to use
shades of grey and brown. Then [ discowored Windsor and Mewton
poster paint metallics, which are simply the best paint of this kind
and are thoroughly recommended, The Citadel metallics sre pretty
good toa and stand comparigson. All these are water-haged,

DETANL

Once all of the colours are on your models you ane Tinished, The
regiment is ready for final hasing and wvarmishing before baing
bloodied in battle, [f you have been careful the ovérall appearance
is one of neatness ane] clarity - a few little touches may be
necossary to correct the odd mistake here and there, or ta add in
udditional biack shading on small festurns.

If you hove the time you might like to odd a Jittle deteil to such
details as eyes, claws, teeth and so0 on. Remember - your regiment
has Lo look good from seweral fest distance, not fram an inch ar
two. If you paint on too much datail you will break up the solid
patches of colour, and detract from the overall oppearance.
Knowing when and whare to apply detail is something you'll pick
e

Eyes - lock effective painted solidly black, with a Liny dot of white
in each corner. Alternatively, leave plain black. For o really ovil
ook paint 8 bright red or yellow dot right in the middle of the
bimck. For a starey, manic, look, ideally sulted to Morse
Berserkers, Hobgoblins and mad magicians, paint 8 small white dot
In the eentre of the black., These mothads woen't win you individual
ligure prizes at Games Day = but they will look good on the
tabletop.

Teeth. [f the model has an open yelling mouth leave the ingide
black. Paint tengue, throat, etc red, orange, yellow or a' similar
colour, leaving plenty of black for shadow. Pick out the tecth with
white, or off-white. Use a small brush, and try to leave very Lhin,
but solid, linez of black between the teath. Where this is difficult,
wipe moat of the paint from your beush until it is "dry’, now run the
tip over the teeth the pick out the detsil. This tends to look 3 bit
indiap&im:l:, hut 15 sometimes the only way of detailing really ting
teeth.

Claws. Claws start of f a3 hasic black. They will (ool best if you
colour aver anly the most accessible partion, leaving a qgood deal of
black at the rool of the claw and underneath, White, yellow or
grey are all dood claw colours.

Studs. Studs, rivet heads and the like are a but fiddly to paint
around. The easiest thing to do iz simply to paint right over them
in the surrounding colour. For example, If you're painting & brown
shield, point the whole shield brown, incloding any studs. Once the
base coat is dry, paint each rivel with a blob of black, including s
small area about §mm wide round the rivet. Once the black is dry
you can paint the rivet itself sither silver, guametal ar branze. In
this way each rivet iz surrounded by o black shadow, and will really
stand out. This method can be used to pick out any small detail,
such 5 3 wart on an Ogre's nose, or the draw-strings on a pouch,



Textures. So far we've only considersed solid colours - o brown
cloak, red trousers, ete, But you can add dotail and interest by
painting a tarten, cheques, parti-coloured clothing (lice a jestecs
motley), stripes, hoops, ete. Remember, designs of this kind create
a definate texture which must not go agoinst the undurlying shape
of the model. A very fine pattern will tend to break up the form af
the model, and is very difficult to paint, especially over folds and
croases. A hold pattern painted onto a large arca, repeated
througheut @ regiment can look wery effective. When painting a
texture think about hew the colours appanr next to each other, and
consider painting In 5 darker edge to broaden the contrast. For
example, Il a garment is red and white striped, first point the
whole garinent white, then apply the stripes in red. Now mix a
darker shade of the red and thin it dawn with water, Take your
fimest heush and very carefully paint a fine line on the edge of the
rod whers it meets the white. If you have a spare, elean, moist
brush you can quickly remowe stray dark rod if it gets oatd the
white. The effect is to highen the controst, reproducing the effect
that life-zize areas of contrasting colour would give.

SHADIMNG

This tehnique does nol requirn shading, the hard shading provided
by the undercoat is sufficlent. 'When painting incllwldual modals for
display, shading e estential, bhut o tha tabletop it can mako the
modals look deab by reducing the visual lmpact of the colours,
However, if corefully and seloctivaly applied, shading ean halp to
improve the appearance af a regiment.

Line shading, stroke shading or, whalevir you want to call ity ia the
inethad | prefer for shodiwg regimnents. If & model has o
conapicuous arease b0 its clothing then this will tend Lo Inok odd if
not shaded. Mix o darker shade of the base colour, alnost hlask
for durk colours, awl gray ot brownish for fight colours. MNow,
sirnply, paint the crease with p salid line - a single stroke of the
trush will suffice, The effect is ta give a hard shadow. Although
this may lool odd close up, onoe on the table it will appear far
more ef leetive than any amount af fancy, finely-gradated shaiding,

YWash. Tao make a wash mix up a dark shade af tho eolour to he
ghaded and thin it dawn with o little water, Paint it on to the area
to be shaded, and immediately wipe off the bulk of |t { tisses, raq,
finqur, atel, The paint will be left in the crack ardl creasas,
producing instant shading. You migt be careful when using this
yethod as tan much shading will bresk up the colour areas. The
most usahul apolication of this tochnigue is tn paint fascs and
flesh. Faces ars aaturally cragay, %o need shading if they are to
ook right.

HIGHLICGHTS

As with shading, highlights ari not ahanlutely sssential, bt if done
carefully con be affective.

Line Highlights. This method is used to emphasise a proninait
crease in clothing, ot 3 raised line that would naturally catch the
ligat. Mix a ligter shadn of your hase colour. Thal wsually means
shiter, athough you can lghten greens, browis and reds with
yellow. Paint a patch of this eolour onta the taised area, giving
you a salid line. It |3 inportant not to overdo this, nor 1o ovel-
emphasise the contrasl. Tha result mesl loak credible from 2
distance of several Teet. Thiz imethod can be weed to highlight
fi=sh tones on faces, by painting a pale stripe across the farahead,
gt Lhe tip of the chin and dawn the bridoge of the nose,

Dry-brushing. This method is more time consgming ond ROt SO
wseful for mass pasinting. Make up a light shade of your base
colour. Wipe most of the paint from the brush leaving it ‘dry'.
Mo brush over the area to be highlighted, small amounts of paint
will cateh in the raised areas producing a highlight effect. This
methad tends to wash out the colours slightly, which s alright if
that’s the effecl you want. [ry-brushing looks good on "scrulfy'
troopa, cspecially Goblins and their kind.

SASING THE COMPLETED MODELS

The models ore now painted and it only remains to complete the
basss Sefore applying vornish, Make sure all of the madels are
firmly attached to Lheir siottabases, and reglue any that appess
wobhly. Before covering the base wilh scenic flock il is best to
paint @ black area around Lhe model's feet. This Is left cloar, and
makes the figure stand out off the ground, instead of looking aa if
he's buried In it. Now paint the rest of the bass green = the edges
of the slottphase can be painted green to match yous tabletop, or
black to make thew stand out. Our own models are often left with
black sdges, as we take photos for cur games. and manazines they
mwigt appear clear. |l your troops aren’t slotiabased then you will
Mava to mabke card bases and glue the models Lo then.

Once paint is dry, hlab sinall amounts of glue to the top af the base
and apply scenic flock. Flock can be bought from railway hobby
stores.  Tea laaves will do if you paint them green once dry, and
dry bBrugh aver with yellow to create depth. Remembar to leave a
little black around the model's feat.

VARNISHING

Varmish is needed to protect your finished models, especially if
they are to see = lot of hord fighting, travelling and handling.
Paint will invarisbley chip, wear, or flake ofl if you don't varnish.
Vornish comes in spray cons just like undercoat (try not te confuss
the twall. It ean be bought from almost any model shop or art shop
and comes in two kinds matt and gloss. Which you use is 8 matter
of taste. Matt varnish looks more natural, but gloss varnish is far
tougher, and many people find the glossy appearance maore
attractive. Matl varnish also seems to be more absorbant, and will
attract dirt and grease, whereas gloss varnith con be cleaned or
dusted mare casily. I you want s matt finish it is best to vamish
with gloss first (for toughness) and then again lightly with matt.
Mast of our own collections are glossy (having spent hours on
painting and converting we try to protect our models as besl we
can). However, glassy models are difficult to photograph because
of the way bright light reflects from them, showing up ws white
patches. For this reason most of the models you'll see in our
magazines are matt varnished. Often they receive a coat of matt
warnish just for the phata, and are re-glossed afterwards.

f -

OLANCHE! ity alright for him, he dos'nt. have to
earcy Lhe cosses thinngs.

STANDARDS

The focal point of any regiment is its standard - and you will find it
worth spending time on this, The easiest way to learn how to paint
a standard is to copy one. The work of rmaster standard painters,
such ns David Andrews and Joha Dlanche are well worth copying.
Jat:n has even painted a special set of Warhammer standards for
this Compendium, and you con cut these out and use them for your
own regiments If you like. Alternatively copy them out, or alter
them slightly to produce 3 new and original design,



NEW MONSTERS
NEW DEMON

MIGHTY A-ANGOR THE GIGANTIC BALROG - SLAYER OF GODS

Most foul and deadly of all his kind is the Qalrog Aangaor, Siayer of
Gods, Great Demon of the Deopest Pits of Hell. Before him evon
Balrogs and Demons: quail in terror, sguealing pitifully like
squashed infants. Hiz body is black beneath a cake of running sares
and blood-crusted fur. His skin sweats sickly scented hiood, his
foaming jaws spit rotting gore, and dark blood pours constantly
from his ears, nostrils and eves. Ewery inch of his body is slimy and
slippery with vilaness: The stench of decay end putrescent flesh
that he ewudes is alone sufficlient to tear apart the mind of a
mortal. Thig is the least of Aangor's powers, for he is also o potent
wizard, with dark and unfathomable secrots; magics far beyvond the
scope of living creatures.
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Special Rules. Aangor can fly a5 a lander, Az a Greater Demon he
causes fear and teeeor in all living creoatures. He 8 immune to
psychological effects, unless caused by gods. He & immune o
normal weapons. As s Balrog he is immune to all fire attacks and
fire basced magic. He attacks in combat with & claws, 3 stomps and
a tail-lash.

Aangar can breathe fire in the aama way as o Bragon, cauing 206
strength 10 hits at a8 range of 12". He cannot beeathe fire in
combat.

Aangor Is a mighty wizard os well an a creature of brute force and
unfathomable encrgies. He is the oquivalent to a level 4 wizard
with a Magic Conatution Lavel of 100 and the fallawing spells.

Fire Ball

Aura of Protection

Lightning Bolt

Smagh

eyl 1
Level 2

Level 3 Arrow Invuinerabllity
Cause Stupidity
Dispel Aura

Level &4 Blaest

Stand Still
In addition Aangor has a special spell of his own Burst Flesh.

Spell Leavel &

Energy 15

Description This spell may be used againsgt an individual or unit of
living ercatures within 127 If used against a unit it
will effect up to D6 individuals. Targets have their
usual magical saving throws. If they fail these then
their living Lisswes will swell, Srains expanding to
divide skulls; bowels heaving and crawling fram
splitting stomachs, internal organs explading into a
mass of tangled, writhing gore. This causes the
instant death of its victims - and surviving
members of the unit must take an immediate roul
test.

P
NEW ELEMENTALS

These mew Elemental types are further manifestations of natural
forces, akin to the bagic cloments of earth. air, fire and water.
They have an affinity with one of the & and will not
attacki, and canmnat harm, other Elemontals of that type. All the

general rules that apply ta Elementals hold true for these new ones

{ sea page 47 of the Warhammar Anttle Bestiary .

e
M [ws|es|s ,TT [w ]t [a]ca]im] e[ !
1 '!r.'|=.r1'1r:!:rrI!—!r] | 1| 1] 101010

L. L] i I | |

Basic Points Value 1133

LIFE ELEMENTAL

if the Carth. Unlike
Il and gracefd, as a

silied to the Elermentala
however, thay are ta
gt il woman. T"l“:f are cr ol tha
qrowing earth, the motivating force that gives life to plants and
plant spirits. As *h Lhey are revered especially by the Elves -
wha, mare than any other race, are preoccupied with living things

Life Elementals are
other Carth Elems

yhung

tred OF B

5o ]
usaful plants, stimulating herbs and other vegelahle derived
substonces. Rules are the same as for Eagrth Clementals, except

that Life r

Elementals of size % or greater can cast a Hedqu of
Thorns spell sather than the useal Assault of Stone.




DEATH ELEMENTAL

The Death Elermental iz also allied to the ELementals of the Earth,
but represents the negative side of the force - thal which reclaims
all living things into the busom of the earth, enabling continual
rebicth from the soil. The balance between life and death is
obwviously a delicate one, for each feoads the otherin @ continuous
and harmonious cycle. Rules are the same as for other Earth
Elementals, except that a Death Elemental cannot use an Assault
of Stene gpell. Instead, sny Elemental of strength 5 er more may
use a4 unigque power called the Sguecze of Death, The Elemental
simply paints at any individual living modsl causing an autematic
D6 wounds, irrespective of toughness and without recourse to
saving throws of any kind. Range equals the Elemental's size in
inches ( size 5 = 5", size 10 = 10", etc )y This power can be used in
combat as well as normal attscks.

PLACLE ELEMENTAL

This |a a Elemental of the air. [ts arrival can easily be fortold by a
taul strench on the breeze, as of rotting flesh or garbage. Sules
apply as for other Air Elementals. Plagus Elementals con cast a
Wind Blast spell, like other Air Elementals, but note that this iz a
rank, disgusting wind. Thiz causes the equivalent of 1 strength 3
hit on each living target effected by the blast. Elves, becauss they
are naturally fastidious if not obsessive about persenal hygene,
suffer strength & hits imstead. Victims turn biack, their tongues
swell harribley, skin blisters and great, vellow bolls burst out all
over their dying bodies.

NEW MONSTERS

CRAGON TURTLE

The Dragon Turtle is an aquatic reptile which spends very little of
its time on shore. The only accasion these creatures leave the sea
iz to lay their eggs, which they do along sandy beaches, burying
them before disappearing back into the ocean. At such times thoy
are dangerous and aggressive, and willing attack other creatures
that disturt them,

Physique. Dragon Turtles look like turtles, with the head of a
Dragon, and o hard, spiky shell. They are over 10" lang, and may be

much larger. The very largest of these crestures will attack boats
ar swimmers.

World Distribution. World-wide in the oceans and coastal regions.
Alignment. Neutral,
Special Rules. The Dragon Turtle causes fear in all living

ereatures under 10' tall. [ts shell gives It a basic soving roll of o 5
ar 6 on a D6. The cresture has 1 bite and 1 stomp attack,

Basic Profile

CuLCHAN

The Culchan is a hugfe, flightless, carniverous hird that lives on
the pampas grasslands of Lustris. It Is prized by Pygmies and Slann
for its multi-coloured plumes and for its flesh, considered a
dalicacy by Pygmies and Slann alike. The creatures are extremely
fierce, but can be used 03 riding beasstas if hand reared.
Consequently egge or hatchlings are very valuable,

Physique. These unusual birds have strong legs and necks, whilst
their head is similar to that of a parrot. Their beaks are
exceptionally strong, and can easily crack a man's skull. Plumage
is upually brown, but males in good condition grow a complotely
n=w set of colourful red and blue plumage, as well as long tails and
crests. Thoy reach 8 - 9° in height.

World Distribution. The grasslands of Southern Lustria.

Allignment. MNeutral.

Specinl Rules. 1 bite from the beak and | stomp from the legs.
Subjeet to stupidity.

Basic Profile.
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Basic Points Value 18,

The Coatl, or flyving serpent, is a strange Lustrian creatuce than
figures strangly in the legends of the Slann. Tha Slann assoclate
the creatures with their God Quetzgcostl, treating it as a sacred
animal. Coatl are intelllgent creatures and may sven be magical.
they speak their own rather sibilant tongue.

Physique. Adults can reach 20° in length. They resemble large
snakes, with 3 head similar to that of a Dragon and large, feathered
wingg, Sometimes their whole body can be covered in feathers.
The Coat! con shed and regrow plumage in any colour it chooses,
leaving a cast of its old skin rather [ilke that of an ordinary snale.
These are prized by the Slonn, and used by them to make
ceremonial cloaks and banners.

World Distribution. Tropical rain forests of Lustria.

Alignment. Good.

Special Rules. Bite attacks. Costl are venomous. Fly s
swoopers. Coause fear in living creatures under 10° tall. Coat] can
be wizards [ 5% chance of any one individual being a wizard )
Werk out profiles a3 points as normal for wizards.

Basic Profile
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Basic Points Value 78,



CITADEL MINIATURES

PUBLICATIONS

FANTASY BATTLE RULES
BY BRYAN AMSELL,
RICHARD HALLIWELL & RICHARD PRIESTLEY

Within the WARHAMMER Fantasy Battle Rules, you will Tind all
the infogpmation needed ta enable you to re-create fantastic battles
on the tabletop. Players take command of powerful armies, cunning
wizards snd mighty heroes in a world where magic works and the
nightmare creatures of legend are deadly real.

To play WARHAMMER. battles, you will need the rulebooks in this
set, a selection of madels, and dice. This box also contains 4 small
selection of full-calour card models to enable you to fight out the
introductory scenario. Dice and three-dimensionsl models are not

BLOOD BATH AT ORC'S DRIFT

BY laM PAGE, GARY CHALK A& JOFE DEVER

ing F'yar - Orc chieftain of the MNarth - plans o swift campaign of
devastation upon his enemies of old, Elves, dwarfz and men of the
colonial state of Ramalia unite to atop him - but ia it already too
late? Find out with Orcs Drift, a specially designed WARHAMMER
scenario pack featuring four seperale battles with complete battle
maps and dispositions, cardboard armies, & full s=t of command
gsheets Tor combatants, a selection of attractive card buildings and
a comprehensive victory points schedule for each side. A major
WARHAMMER campaign in one pacikage.

?W!H 19 TUp FTORRTS

BLOOD OM THE STREETS
VILLAGE PACK OME

This village pack contains & selection of card models |deal for use
in any role-playing adventure game or tabletop battle. A special
descriptive booklet - The Riding - introduces three villages created
using the models from this box, together with suggested inhabitants
and campaiqgn ideas.

Village Pack Two will be available from January ‘86

The Citade] Journal is the first of our guarterly magazine featuring
One S5tep Beyond - expert tips in painting and converting from John

Blanche, Regiments of Renown - up to dote descriptions and Tull
Warhemmer stats, Archaic Abodes - out and assemble card
buildings ideal scenary for Warhammor battles, Plun wha's who at
Citadrel. Compendiaom Selection, Readers Art Gallary and much
more

cut

features The Dolgan Raiders - a
Warhommer scenario with card models and counters, Pigpen
Muckyfool's Culde Lo Paimting - first paint work in acrylies,
Regiments of Renown - more up to date descriptions with full
Warhammer stats. Pluz The Known World, Giants, Titans and Giant
Demans on a budget plus the vaual articles.

The Second Citadel Journal

The Third Citadel Journal will be avallable from Soring 846
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THEY'RE HERE - Cutting there way out from Steve Jackson's and lan Livinostons’s b
from CITADEL MINIATURES, Mighty thewerd barbasians and
darkiness and the black lagions of chaos. Each finely det

{ogres BOmm)

1IAS)

eit g=lling book; the FIGHTING FANTASY models
awtome wirards battle in mortal struggle ngainst the evil denjzens of
aited figure is moulded in grey plastic and stands approximately E0mm tall

ond comes supplicd with an aszariment of weapons  aned equupment, including one of a4 selection of &fferant
interchangeable heads or helmels,

Lollect thern all, and mustor vour own armies of goodly heroes or foul hordes of bestial monsters,

HEROES, MONSTERS
9 | WIZARDS ~ SKELETONS _

HEROICK

:. u
5

NIGHTS

»30 487

\\%_.'-':

ALL FIGURES 65p
EXCEPT OGRES £1.25
C:Z;\ TM denotes trade mark of Pengiun Dooks Lid, %{%}MF%

FIGHTING FANTASY©1982 Steve Jackson and lan Livingstone.
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0 CITNDEL
MINIATURES

Presenting the all new Citadel Compendium Selection of models, replacing the -
selection in prior Compendiums and Journals. The models illustrated within these
hallowid pages do not represent the entire range of Citadel Miniatures - the sum
total of which would fill a tome of insanely large proportions - But, rather,
comprise a |limited selection from each range. The complete range of Citadel
models changes all of the time - with a half-dozen new models made every single
working day. Although we would like to provide you with a cataloque of all of our
hundreds and hundreds of models this simply isn't possible! Models are continually
going out of production, moulds are perpetually wearing oul and new ones being
made. Given this state of flux, industrial anarchy and managerial indeclsion we
find it impossible to promise that any given model will or won't be available at any
given time. The models illustrated in this catalogue, however, will remain in
production for the life of this compendium (throwghout 1988). We will make a
heroic effort to keep these models available. Our gallant mould-makers will be
beaten into producing however many moulds sre necessary to ensure that these
models remain available. Some of cur workers will fall by the wayside, hloodied,
redundant carcases littering our otherwise unsullied corridors. However, the
sacrifice will be worth it.

WARNING - Please remember Citadel models are intended for serious and
responsible collectors and gamers - they are not toys. Meodels contain lead which
may be harmful if chewed or swallowed. Citadel miniatures are not recommended
for children under 12 vears of age.

Most Citadel models now come with a separate styrene Slotta-base for.gaming and

display. Each base has sither a pre-cut groove to take the model, or o series of -
F e ]

wealkened grooves underneath. Llse a screwdriver to push out weakened grooves '

where reguired (do not useé the model tab itself or it will break). Apply glue to the
tab on your model and fix to the slotta-base as shown. Slotta-bases provide a
stable base for your models and are ideal for displaying your models at their best.
Each model comes with an appropriately sized ond shaped base, additional slotta-
hases con be purchased separately should you wish, for a mere 2p for hexagonal,
20mm & 25mm bases, 3p for horse/monster oblong bases and 6p for &0mm bases,
and 5p for flying bases.

= /12

Models indicated come complete with a separate, moulded, hard-styrene shield;
allowing, for the first time ever, realistic shield thicknesses and enhanced three-
timensional effect. Each metal model is cast with a separate shield stud. Attach
the shiels to the stud using super-glue or similar adhesive. The studs are cunningly
moulded s0 that they can be painted te represent a metal shield boss. By 1986 we
will be making special shield design transfers available to fit these clever little
devils. You can purchase extra shields for lp each.

Requires Assembly - this symbol indicates that the model or models are cast in two
or more parts. Such models will need to be assembled by you. A degree of
modelling compentence is necessary to construct any multi-part kit, and we do nol
recommend them for inexperienced or very young modellers. >
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FIGHTERS
Co1

Wolfhead Hercule Throb  Sir Bryan Anwan of Ivan Nozski
of linby Middlemarth

b

Angus Hardheart Sigurd Aelfric Dolgar

Baron
Banesword

Beowulf the Berzerk
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Ancient Word " Rus Ivory Temple Inner Sight
Female

; i

‘Albonite Forestal
Female

Word Power Sacred Bull
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DWAREFS

Clan Chief Axe Dwarf Veteran

RANGERS
Co7

Forester Long Bow Royal Bounty Hunter Far Sight
Gamekeeper




HIGH ELVES
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Female

% Champion

T

Clear eye Guard Swiftfoot Gaoblincleaver Bowman

DARK ELVES

Guard Maiden Captain Swordsman Sorcerer

Mace Girl Sword Maid Death Maiden Crossbow Witch EIf Legion
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MINIXTURES
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HALF-ORCS
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Big Grin One Tooth She Devil

HALFLINGS

2

|

Hog Smallfoot Mattock the Hari the Hammer
Plump

Big Waist Rotundo  Proud Foot Bill Benno Lando the Cecil
Large Ogre Slayer
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GNOMES
Cl1l Dusigred by Trish Masesss

5

Dird Stammerly Orlok Ashstave

Morris
Sureshot

Syreswain Evilsdune

GOBLINS k
C12 Deasigned by Alan & Michael Perry & Kev Adams fﬁ:\ P
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Slug Slinger

Eve Gouger

Standard Bearer Head Taker

23



SNOTLINGS

MniEed by Eeyin Adgg

Gashcog

h 'f,_ i

Tizog Lutnob

@g. )

Gobstob




Azul-z-ini Zolbob Finrum
Blackcowl

Lord Krell

Gazrus Zugsteer Nyre-rim Orlak

UNDEAD SAMURAI
Ci18
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Zchh-nvar

TROLLS
C20 iyt by A

s A N reanl Pyrry

Shakmed Bone Skuttlescree Soresmeer Rattlebones Bowlegs

Bender : _ A '

Davogrod G sucker
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COLD ONE RIDERS
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Addlecore Skarrasha

Snarler

CREATURES
C22
Rats(s) Weasel(s) Werefm:ﬁ: fLat Pack(s) ‘
Each pack contains a random selection of 1 small, 1 medium and 1 large creature

£
e
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Demon{m) Mud Elemental(m) Carniverous Snapper{m)

Baby Dragon(m) Wizards Familiars (m)

@\fe i J

Gzant Snaul"l}

Y

f\

haos Demo fl | A
N Werewolf(l) Amphisbena(l) B Basilisk(l) (>

.

T

27



Y I ﬁ'\DEI
MINIXTURES

'f

Oriental Ogre Warrior Priest Chaos Ogre

Gladiator Bounty Hunter

TROGLODYTES

s

Warlord s" =
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MEN AT ARMS
C26 Dewignes b Alwn 5 Mticnant Pess

&

Archer Rillman F{etainer with
Loading Attacking Crosshow

Archer

L ! £ \

Man-at-arms with Pole-axe

. = : — ' 4
Retainer Firing Bow  Retainer Billman Crossbowman Man-at-arms

CHAOS BEASTMEN
G| D

Guzqag Ruttrot

Hardhoof Sharmune Bendle

Bolbone ¥hornag

Kollbag

r“;g



e CHA OS GOBLIN MUT
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The Twins Plauge Spiky Shaman

ANTS

Cz? gl by AleA A

_Mace Tail Wingback

Standard
Bearer
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S'lararet Slintered Fang s

GOBLIN FANATICS

HOBHOUNDS WITH HOBGOBLIN HANDLER——
27 ity i




Dematt Ghoulchewer

\ Amratha ‘viangurer

LARGE MONSTERS

C29 Designed by Nick Sibby

y Coatl
(Supplied with clear plastic base)
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Jabberwocky Mauling Young Dragon Scorpion Tailed Young Dragon

Cave D'r.agun
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Tribes Women Mother Koka-Kalim Koka-Kalim Berzerker
Samantha Clubber

Sisterhood  Tribes Bod -, s 3 : ; :
: uard  Koka-Kalim Body Guard  Sisterhood Body Guard
Novice _Womnen 4 Blade Woman J Mage

o i ==—=GIANT HILL TROLI:
1 ’ C31

Giant Hill Troll
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Slave Master Brave Herald
Axeman \

: - 1L
Brave Warrior Palace Guard
OfficeYr
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Chaos Hero

GARGOYLES

,é"?{ ;

#
&R
Bld'Ngor

idfy "%.i
SId'Eth
Each fiqure comes supplied with a random set of wings



Deamon

Pit Fiend Life & Death elemental (Pack of 2)

Fire Elemental Stone Elemental Air Elemental




CHAOS WARRIORS -8

CSS Dyl sl By Ay Mdsrsoeen, B basipemtn & The Perey ©

Udkar Nud Spinespittle  Fenris Bone Racker Panedal Daethskar

The Iron Duke Bandog Count Metalrnane Jagglespur

HOBGOBLINS

Cjﬁ Teeaismed by ALy Loz e

s G - -
Od Blackfang  Vile Slitbone Dut Doomaxe Angror  Gruil Swiftfoot §

— b 1
£ N

Gashgrut

.- AN

Ogi Darktooth

Spinetoe

?"w

Sureye Kroenail Jf
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——TOM MEIER'S ELVES — 1.—_—.—
C'T? b s B MOT FOS SALE N LLEA -

e I e Bl

Nileomn e
NeAMY syndil Starsynne Loctite
Quickfinger

. . j Desildore
Endelion Calane Elinmorth Gol-Ollunine

" 5

*

Ki'nq Gol-Garath

E]
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TREASURE CHESTS
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o]  MINIXTUIRES

LONE WOLF

Helghast

Lone
Wolf

Bandit GuardCaptain Vonatar Thaumaturist

—_ BA'I'TI.EBMIS




-Idler Poacher Gypsy Alchemist Militia Militia
Clubman Axeman

Lawyer Coachman  Druid Cha rIatan Herdsman Gypsy Jester

— .;;5

Bishop

f‘-.
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_— Advapced—— . ——

Dungeonsgoragons’

Miniatures

ADD 1 MAGIC USER ADD 2 FIGHTER WITH LONGSWOR
player character pack player character pack

ADD 3 CLERIC WITH MACE ADD & THIEF WITH SWORD
player character pack player character pack

P 4

g ._ i
| .
) ,;J f 1 P :. M o ; 5. &
ADD 5 ILLUSIONIST ADD 6 PALADIN WITH LONGSWORD

ADD 7 RANGER WITH SWORD & BOW ADD 8 ASSASSIN WITH DAGGER AND SWORD
player character pack player character pack

A new concept In role-play models!” Each Player Character Pack comprises three
versions of the same character, represanting the adventurer as a starter character,



ADD 9 DRLI[D ADD 10 FIGHTER IN PLATEMA[L
player character pack adventure pack

ADD 11 FEMALE MAGIC USER ADD 12 FEMALE FIGHTER
player character pack player character pack

ADD 13 FEMALE CLERIC

ADD 18 BARD o3
player character pack adventure pack @

@-_—,a,— ADD 21 BARBARIAN . ADD 48 CAVﬂLlEH
adventure pack St adventure pack

43



_ Advapced—_,
Dungeons%@ragons*

Miniatures

L LTt

1 ADD 31 DWARF FIGHTER WITH AXE
player character pack




I Y - B -]
SHAMAMN YOUTH

FERALE ADD 63 BUGBEAR TRIBAL PACK BABY

Each pack contains either the female bugbear & youth and baby or the shaman &

youth and baby. Please specify which one you prefer.

ADD 67 SAHUAGIN (SEA DEVILS)*

ADD 62 SHAMBLING MOUND
SHRIEKER

2 s

ADD 69 GYTHYANIKI*

ADD 65 DUERGAR (EVIL DWARVES)*




—Advapced—, .——
Dungeonsioragons

Miniatures

ADD 72 CARRION CRAWLER ADD 75 GORGON

ol X

ADD 76 STIRGES ADD 77 UMBER HULK *
supplied with clear plastic stands

-..n-"‘e' Lﬂ‘;:;ﬂ . ‘*E? Y W rﬂ % \
A o) Nt - P

. A
ADD 83 CENTAUR & SATYR *

=

AD 81 OWLBEAR =



Supplied with a
clear plastic stand

ADD 84 BEHOLDER ADD 86 MINOTAUR *

ADD91 RUST MONSTERS

S 1 P o
SHADOW ZOMBIE * GHOUL* GHAST* WIGHT*
ADD 93 THE UNDEAD 1 ADD 94 THE UNDEAD 2

%
4 Rk
o P e
st = S b et b T P e P, i P, 8 1B
e e L v B s o e e S e L g e [ s[4 R o
8 T T P A, 0 T
1m0 T8 e ' s, At

Supplied with random heads *



JRR. tolkien's

= § e M—“_+ Ea -

{. ME 21 BOROMIR:MAN OF ik
4 GONDOR

3

ME 22 ELROND: HALF ELF LO ME 23 ROHIRRIM
48
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Bilbo Merry Samwise Frodo

ME 34 HOBBITS OF THE SHIRE

E e . *u' &

Coprright 1S Talloen Enlerprine. THE FOORIT o LOSID OF T HPGT Bnd
121 Otz aCter riwieen wed places Iherein are [retemmrk properLias of Tallien
rsmrpaiied, ® diyvitean of [ a0 Warokand sey bne Berkoiey T aliloeroa Ma

b whm et Lad,




JR-R. TOLKIEN S

ME 44 URUK-HAI

ME 52 OLOG-HAI TROLL

ME 55 MOUTH OF SAURON:
EVIL WARRIOR MAGE

e el

50




ME 74 SNAGGA:GOBLINS
ME 75 KNIGHT OF DOL AMROTH

Lepyright T9ES Talcien Enterprines. THE SOMNTIT ™ a0s LOND OF THE BGT el
all sharscte fete 37 Clares INEPEin afe Eraderar properiies of Talles
Cntarpines, & diviwen of Ll Morchandieesy b Berkotey 7ol fasar, fes

s AR e e meem e,




Be 255 0

L ” 1{@- :

ME 81 ARAGORN:KING OF GONDOR Q@) Bilbo  Gandalf Thorin Oakenshield Gollum

T
ME 82 'THE HOBBIT' o PERSONALITIES PACK

ME 83 TOM BOMBADIL & FATTY LUMPKIN

ME 85 TREEBEARD:MIGHTY ENT

Citadel's new Lord of the Rings miniatures are especially designed to complement
games based on the works of J.R.R. Tolkien. They are ideal for use with role-
playing games, such as L.C.E's Middle Earth Role Playing Game,or mass battle
games such as WARHAMMER,



Miniatures

BDDI

u \J
THIEF

DUNGEON MONSTERS
_BDD2

Fw{r‘-- -
a ~ ﬁ %E |
STIRGE* GIANT
S o pata P o FrRE BfEﬂ.ES
L 'If-- T L § ol . r.-.
R ot :
] - ™ - % A g 3, r’}
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RED DRAGON
BDDI10




WARHAMMER

i T'EGL“E\?T:: b

RR3‘ Dhenghad by Meve A

Standard Leader Trooper Musician Champion

RR4

Standard Champion Witch EIf Trooper Leader Musician

OREON’S wog}g ELF ARCHER

Dhanigrast By Aly bWAaeripon

Standard Champion Trooper M usician Leader




'Standard

oS

Trooper

N

Champion Trooper Drummer

ELWING’S ELF CAVALRY
RR10

Trooper Musician

FLYING GARGI%‘{II_.ES OF BARDA

Standard
(Supplied with clear plastic flying stands)

Chieftain

Standard




\1\ HAMME I\.

I\I-‘GI;\IE\}'T:: ‘
IxF\‘.’OW‘i -' ]
| o —R {

LOTHERN Elﬁ,F EITY GUARD
R1

Standard Champion Musician Leader Trooper

NOTLOB’S ORC ARTILLERY
RR14 coeruiny s

Standard Disciple Musician Champion Leader

“{@ﬁ' DESPOILING HOBGOBLINS OF THE DARKLANDS —
RR15

Trooper Musician



,_' " VARHAMMER S

I\chu:wrs .

@ IxF\'.'OVJ"U
: ,.

AVENGING K\TIGHTS OF THE CLFANSING—

FLAME
RR17

[
| el

Leader Musician Trooper Champion

EEZA UGEZOD’S MOTHER CRUSHERS
RR18

Standard Leader Trooper Champion Musician

GOBLIN WARLORD’S CHARIOT
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S5TO3 KLINGON D-7 ST15 ROMULAN WINGED DEFENDER

(BATTLE CRUISER) (CRUISER)

STO1 U.S.S. ENTERPRISE
(NEW STYLE CRUISER)

Snr Trek s Drslemork of Pateronunt Pertures Corperalios sl i@ e srler Srar Tk Misiglares uos Seaigred for use with Sler Trgie The Mote Moy Cane
eutlmiye It copyighl A Parsenort Pt Cocporst on ) righls el fear Teew O Comhar Care and mapede mends ©a&%E ame P985,
Pl pmd

AVALAELE 1M THE LLS. A, FROM TWl 7 asa CORPCEA TS

Cyhberman Timelard fth Doctor

O WiPs Mirmatyies &0 Heodeted wrde! stenme from t5e FALS corporetiom and pee o '.'.'-\.ﬁ'h“" 1985 d.:h;.“__,? Matian 1884
deigrad Tor e with the Dr Wha Role Playing Gere  FASA Conporation 195 - T iy PR

J0O2 Judge Andersorm A LJDI Judge Dredd
H_ JD3 PERPS

"

Clive the Club  Spug Slatt Spit-gun Suz| Blocker Chester Zermac Blaster Bellamy

hatge Dredl, Tre Crroseciey of | ooef Judne Dredd SASeThly pubilntgd By Tiles Surloe Dredd Miniateres are dewigred for wie with Sudna Dredd Tre Roke Sla, e
Bt LI J000AD sod Julge Oredd are ©IFC Magari=es Lid 1987 Coare, produced by Garres Workemap Lid uhder lipesas fras [0 SAanapmes LE4,



MININ
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DRAGONS

LRSS A

7 Green Dragon

L
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TA1 MIGHTY A-ANGOR THE GIGANTIC BALROG
SLAYER OF GODS

T

A2 DWARF JUGGERNAUT




TAS WAR EAGLE

TAs EMPEROR DRAGOM

h B s :
(e o ha,

T i

= ]

TA7 CHAQS BATTERING RAM

SAATON CLANT DEMON OF EVR




SPINED DRAGON
NEBL asemisos g

KEGOX, THE KEVIN PEAT DRAGON =—

NB2 ceguin

D> 50% of Citadel Miniatures profits from the sale of this model will be donated to <
the "ELECTRIC BED APPEAL" for the Cameron Ward of the Orpington General
Hospital.

Both these models require advanced modelling techniques and are even more
difficult to assemble than our usual multi-part models. f

AV @j N
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'Boxep. SETS

mme STARTER SET]:3 SDVENTURERS ]

. - % - T { =i}
INDOMITABLE EXPEDITION YOUNG EIGHTER STEALTHY
GNOME FIGHTER PACK MULE - ; OWARF THIEF

sTOUT WIZARD WITH HEROIC KMIGHT

Ll O DEVOUT CLERIC MAGIC STAFF IN ARMOUR

498\ —— STARTER SET: MONSTERS

MANIC HOBGOBLINHERC  OGRE CHAMPION

EVIL DARK WARRIOR CIRC CHANPION

ELF CAPTAIN OF CHAOS

DWARF LORDS OF LEGEND

Throbin Death Eye Uther



9 o,
W b B

DoxeD SET

) | =MIGH1Y UGEZOD’S EEA'I'H COMMANDOS
4 BC4

3

t;-. &\ ‘.“_l. s L 4 .;II-

Giant Black Orc Goblin Hero Orc Shaman Orc 'Pot Belly'

Hobgoblin Berzerker Hobgoblin  Mighty Ugezod (Giant Orc) Mutant Goblin
Warrior

N\MICHAEL MOORCOCK’S ‘ETERNAL CHAMPION’
- BCS i e e B archil

This boxed set contains eight models
1)Elric Kinslayer*
2) Moonglum *

3) Corum *

4) Erekose

%) Ulrie

6) Jerry Cornelius
7) Elric White Wolf
8) Hawkmoan

* Models illustrated

Corum

We are proud to present the first official 25mm scale models of Michael
Mooreock's famous hero in some of his many quises.

All characters copyright Michael Moorcock® 1985

64



]
W

'POKED SETS

LONE WOLF; EIAK ATTACK
W1 Dot by dion & Micmast P

Sir Pelethor

Giak Standard
>
L1
ManGiif-:ak Giak Bow Giak Angry Giak Attacking Giak Spear

‘THE FELLOWSE&P OF THE RING
BMEL  overmssy Al orsn, s

4

Samwise Pippin

sl 1 Talkien Trhéy are tdssl Por waa with relr

£5



DOXED SET

CHAOS CI—IIMERA
CMI o

Supplied with a random selection of 3 heads and a tail.

GARGANTUAN FIRE GIANT LORD
CM2

GARCANTUAN FTRE GIANT LORD

P L M' I.""\.Iﬁ i Gegmr Lord s qurely amoevmd the Seadlesi nf
Ljmr o O

Spacinl Euh'l Teg Firs Lntd coused Tear s Borrer 5 A

ststutei. He iy eremuew te prycsologies] eflecty, unlees coused by
oreEstar demord o cofn Im o agEtbon ke pon Brealhe floe onee GEF
burA BOEREL By il 8F v b 6, wel will offect sp to
Of troope. Targetd maat make & spvisg thedw of a &, Y ard o~ @
D or are mgtantly slaln




Nick Lund’s

ckhropicle

MINIATURES

BLACK ORCS

Glaive Killer

HOBGOBLINS
N12

Dwarf Maimer

Thruster

Mangler

Twu Hand Slauer Skin Eater

N )




Nick Lund's

chronicle

MINIATURES

KOBOLDS
NI3

¥ 2

. Ta ! ¥ .
Knee Ripper Club Crusher Shaman

Shield Wielder

: -
Maniac Stomach Slitter  Chest Poker

GIANT OGRES

Groin Ripper Arm Taker




Nick Lund’'s

chropicle

MINIATURES

ORC WOLF RIDERS

& Sharp Blade
1

Mangle . Mace Arm  Dwarf Annilator

Elf Catcher Death Mane Orc Carrier

CAVE GOBLINS
N16

Carver Ed Smasher Dwarf Fiend FEIf Hater

" oA

.

& =

Straight Arm  Black Mane Foot Chopper Side Spiker Strong éow




Chaos Battle Banmer Competition

L SO

The insane ravings of a million tortured souls can but compare palely to the
gibbaring enthusissm with which you responded to our previous competitions. This
time we oxpect oven greater things! Our fortunate Halfling friend here has
captured a mighty Chaos Battle Banner - all you have to do Is rack your mutatod
brains and come up with & suitable design, The Infamous Citadel staff artists will
judge vour effarts. They have been freshly lobotomised so that they can survive
the exciternent of opening all of your entries. Due to this semaible precaution we
will not be able to resd letters or pass oo mail orders - so please send your entriss
separstely from ony other stulf (mall scders, enquiries, death-threats, etc). Please
remember, we are unablé to réturn éntries (the post office refuss to touch anything
ance car stalfl have had their paws on it

Send your entries {and po treacles under any circurnstances) to

Chaos Battle Banner Competition
Citadel Miniatures
Chewton 5t
Hilltop
Eastwood
Mottingham
Motts L) B
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RALEBDAARK

ﬁ_‘ ) DRT:EWINS|JTMCARTHY LETTERS S,F:?TTER')

Fl;‘-l.l'[!

FIENDS OF CHAOS!
YOUR BREED WILL
NEVER TAIMT THIS
LANMD WHILE OMNE
MAN OF PRAAG

N THE THIRTEENTH YEAR OF THE f
RE/GN OF KING ZOLTAM OF
PRAAG THE VILE FORCES OF

CHAOS SWEPT SOUTH THROUGH STILL LIVES ®
AMORSCA TO THE BORDERS OF -

KISLEV /7TSELF. AND THERE,ON P

THE GREEN BANKE OF THE LYNSK., } ., L

ZOLTAN'S ARAAY ENGAGED THEIR A
HELL-SPAWNED FOE... ’

THE GRAND DUCHY
OF KISLEY

WITH ZOLTAN, THE LOYAL STALGRAD
MILITIA AND THE FIERCE AMOUNTAIN
MEN OF KNEZ, WiITH THER SLINGE
AND STONE FLAILS—




ARCHERS —
FORMATION

PRAAG

FPRAAG,ZOLTAN'S
CEAND Y.

]
3
§
S
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WALPUREGIS®
OVER THE FRAY, THE
SKIES OPENED — ﬁ‘"‘%‘éﬁ“‘“ﬁ

‘I‘:-._\h\. ‘\'3: \l\\%ﬁl\ \
|

4,
|1 \
\__‘I
L .".\'l\
hY
e, %y

Wi =" = LT
" l
F UT ONE THERE WAS WHO
7’ FEARED NEITHER FLAAE NOR
SORCERY. FOR DID HE NoT

WEAR THE AMULET OF BRASS-
THRONED KHORNE?

His name was ”
SLEBRAN FOULHEART—

e

— /5 BLADE WAS A WHIRLWINDG THAT CLEAVED
A SHWVATHE OF DEATH BEFORE HIA —

1

AARENEs ReyAt eSAR
YAL SUARD

TURMED ToO FLEE—




IT WILL BE
LITTLE PLEASURE
TO TAKE YOUR
HEAD.

'_ ok L) "
R

2

<

P *
! X b
| . !
.}."L oy
% (]
( A SECOMD
< CHAOS WARRIOR!
e BUT— WHY
},_4.’-,,-,,.:_* i FIGHTS HE FOR
= — e LS PRAAG?
v R Ea - f_,l"
; e ~ T
: . = B
i ] % =, “" F =
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. Wi
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HE 1§ A DOOMED
OME— B EOLLOWER OF
AALAL, THE REMEGADE

GoD:

N

R
D

- -
5
5N
v

THE LiIVING
AXE BIT—

MAY HAVE
YOUR. BOMES;
SLEBAN FOLL-

HEART—

7

/] — ||I Z = : ;
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@EY OROVE THE DISHEARTENED FOE H

BACK INTD THE LYNSK; AND
THOSE SPARKLING WATERS RAN
RED WITH PEMON g BLOCD. AND
FOREMOST 'MIDST D\ THE
L SCAUGHTER WAS R'%)\

KALEB

THE
LocsMED
OMNE! THE

PROPHECIES,
VETCH— THE
PROPHECIES!

I\.

S0 T WAS THAT

'/
EALER DAARK EVEN OLD WALPURGIS WAS

CHILLED BY THE MENACE

ENTERED THE e
ARGUING ! PORTALS OF OF Mi§ PRESENCE
GO FETCH HIAN! PALACE PRAAG—
| MUST SEE HIAM
IMAAEDIATELY!

—
"

5
Ml YOUR. AAIND,
A WIZARD—

13



=CERTAIMLY !
= UMLESS,
THAT 15,; THE
PROPHECY |S
FULFILLED=—

€ 3

VICTORY— LARGELY
THARMKS TO YO,
OF COURSE!

BUT CHADS
IS STROME. S00N
THERE WILL COME

THE FINAL BATTLE

—AMD THEN PRAASG
WILL FALL.

5
WRITTEM IMN
QUR S00XK oF |
ANCIENTS—

/

o/

“AND
N PRAAG'S
PARKEST HOUR
THE SO0o0ESS
ARFANKEA SHALL RISE
FROM. THE DEAD. AND
SHE SHALL SAA/TE THE
HORDES OF CHAOS AND
PRIVE THEM FROM,
THIS LAND FOR

EVER...."

YOUR BOOK
OF AMCIENTS!
NAUGHT BUT
FAIRY TALES ! IF THIS
IS5 WHAT YOU HAVE
BROUGHT ME
HERE FOR—

WHAT IF
I ToLe vyou
ARIAMK A,
EXIST S

ALl A
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;? ! : W BEHOLD '
# YOUR FAIRY- w
! WMWY TALE,KALEBR
Y AN PAARK —
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7
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§ Y FOUMD BY MY
GRAMDFATHER,
WALPUREIS THE

THE
CRYSTAL KEYS
WHICH WILL
RELEASE HER HAVE
LOMG SINCE PASSED
!NT? THE KEEPING
OF EVIL HANDS— / =

&

ER ME
WITH THIS TALE,
WIZARD 2

IT 15 ALSD
WRITTEN=—

7 o
il

/.\

/
f

//44' "!\‘\i\:“; | /}/ \xﬂ




ANMD HE SHALL SEEK OUT
THE CRYSTAL KEYS AND

WREST THEAM EROM
 SLUTEH oF

WHY SHouLD
/ HELP You<?
PRAAG 15 NOTHING

B
15 PROVPHESIED!
BECALISE YO
ARE HERE

TO ME

L

THERE—YOU

S THINK, KALED
Do, LR,

SEE! HE HAS SENT
TO US

A= Y0
oM GOOD HAS
CHOSEN YOU!

‘..-' - :- S,

- 3|':.|j .. , 5%
o mW U! fl !
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Their Life In Your Hands!

FOR ALL THE EXCITMENT OF FANTASY AND SCIENCE FICTION ADVENTURE, YOU NEED

WARLOCK _GAMES
THE FIBHTING FANTASY MABAZINE oo .

A COMPREHENSIVE GUIDE TO FANT, GAMING
==

R THE ROLE-PLAYING GAMES MONTHLY

Il Il I I I D S S S - S S S .. .

£11 for 12 issues | one year ) 2 = =
'% | enclose £11 to start my subscription at issue l LEASE SEND MY MAGAZ| 0:
NAME

a £5.50 for 6 issues [ one year )
F—M |mﬁsnmmwmnipﬁmnm;'

- V17

4

&
S

SCxy

Noyy, - BE
%ﬁs
i 7

Bt
o L Mo o copias.
“"dﬂjé £1.25. Please send me it hot off the press! T

GAMES WORKSHOP MAIL ORDER,Chewton St,Eastwood, Nottingham, NG 16 3HY. Tel : (0773) 769731/ 769522
Please make all cheques payable to Games Workshop Ltd. Visa, Access and charge cards welcome.




THE NEW CITADEL COMPENDIUM SELECTION
The current citadel range illustrated

BELLICOSE BESTIARY
New Warhammer monsters described

PAINT IT BLACK
Painting in quantity

PHOTOS pi8
More phote

ALL BEE
Buildi







The Citadel range of fine-cast metal ministures is ovailable from REGIMENTS OF RENOWN

many retailers the length and breadth of the country. However, if
you do not have a rotoiler near you, then you may be pleased Lo

know that we can effer a fost and effective Mail Order service i ?LRJE;E Tiﬁmnm rﬁ::ﬂﬁ
direct from our factory, Why not write in for details, " '

+7 troopers
We are also sble to take orders over the phone by Access or Viss. RIS ?Aﬂrf;f,sg trnuptr::&.m
Tel MAIL ORDER (0773) 769522 <2 r?gnnmﬂisg trmwfﬁ.m
e e RRR DOGRES £5.50

1 command + & troopers
RRI10 HIGH ELF CAVALRY £4,50
1 command + 3 troopers
RR12 GARGOYLES £4.50
1 command + 3 troopers
RR1} HICGH ELF INFAMTRY £4.50
1 command + 8 troopers
RR14 ORC ARTILLERY £4.50
2 bolt-throwors « 4 crew

SUBSCRIBE TO THE CITADEL COMPENDIUM AND JOURNAL!

ohance O sneare el poe recwive Pe need four

 §oon = Ehay B senilehls’ et meed ug L4
Aiow, W0 weT| e vau [he Aol Pour magariaes, sech =ofth ol
bmanl L1.%0, a6 Mty eppeas el shesbuisly peut free.  TRa raed
Comperdiem A de ool somstime pesurd CReibmas, and bhe
Smrnal i sublighed Mroguisly sppteekrataly paarieris Dt 18
e aialesahley ohaslic metots of the Cilede] a1 Sest, It [
poarible 10 dby T perie suEclly wheR SEgErces wil] e
mablvibed, o indesd wfother 3% ghwsn magating w=dl b ow

Compendian o Joemall Bath the Campanfiom and rv#hm RR15 HOBGOBLING £A.50
:- T wilh Skatraliors from e Sulbnien rhags of Matal 1 command « 8 troopers
o rarommeis pvtinl foskates Toks Sivweree o} Sia s RR16  CHADS MONKS £4,50
Fat o priie o 1 command + B troapers
SUBCRIPTION DEAL RR17  AVENGING KNIGHTS £4.50
1 command + 8 troopers
THE NEXT FOUR CITADEL MAGAZINES AS THEY APPEAR RR1A GIANT BLACK ORCS £4.50
{ APPROX. QUARTERLY ). £6.00 POST FREE 1 command + B trocpers
BM1 GOBLIN WARLORD'S £6.50
CHARIOT
g g e .
P 2 ’
DICE VCIADEL ©
3 : " COLOLR
A full range of Polyhedral Dice suitable for use with all popular N
Role Playing Games snd Wargames, including WARHAMMER. PA‘NTS %
Dice are available in packs containing the complate range af six 1 Skull White .60
different types (1 x Four sided, 1 x Six sided, 1 x Eight sided, | x 2 Chaos Black .60
Ten sided, 1 % Twolve sided, and 1| Twenty sided Percentile’ die) 3 Blood Red .60
and also in packs of bwo. ] Bronzed Flesh 60
5 Woodland Green 60
& Enchanted Blus &0
T Sunburst Yellow &0
8 Mithril Silver 50
9 Shining Gold 50
10 Rotting Flesh .60
11 Goblin Green &0
12 Elf Gray 50
13 Worm Purple 40
14 Hobgablin Orange 60
15 Ore Brown .60
16 Spearstaff Brown L£0
17 Swamp Brown 60
18 Chainmail 60
F"'H..—-—"‘"fy
FOUR SIDED .50 Per pack of 2 = o
SIX SIDED .50 Per pack of 2 : PAINT SETS Y
EIGHT SIDED +0 Per pack of 2
TEN SIDED -0 Per pack of 2 SET ONE (Paints 1-9 ) £ 4.95
TWELVE SIDED .50 Per pack of 2 SET TWD (Paints 10-18 ) L 4.9%
TWENTY SIDED .50 Per pack of 7
SET OF SIX £ 1.25
e e |




CITADEL

& e wwert = Sdepler Selih! G Figer Chereries Fped tirmgm et i
L e i e T T
e e e,

ADD1

Miniatures

MAGIC USER £1.95

PRSI
i,

lord #Rings”

Player E;-lrar_‘f_lt:: P“kﬂ s ADVENTURE P
ADD?2 FIGHTER W 1
@ pems g, o7 vl guogrne oo
Co - or layer racter Pack
€03 CLERICS 3;50 for 3 ADD3 CLERICWITHMACE £1.95  MEIZ  STRIDER-SRAGORN £1.93
CD4 THIEVES each Player Character Pack e
CO6  DWARFS 60p each ADDS  THIEF 895 N [EGOUAS FLF PERO £1.95
C07  RANGERS £1.50 for 3 Player Character Pack MELS GIMLI DWARF HERD E1.95
cna HIGH ELVES £1.50 for 3 ADDS  ILLUSIOMIST £1.9% MEZ] BOROMIR .i‘.l"!i
co? DARK ELVES £1.50 for 3 Player Character Pack SEDS PR £1.55
10 HALF-ORCS £1.50 for 3 ADDE  PALADIM £1.95 MEZ3 ROMIRRIMNOBLE  £1.95
Cll HALFLINGS 955; for E Player Character Pack IICHT
Cll GNOMES 95 for 2 ADD? RANGER £1.95
c12 GOSLING E1.50 for & Player Character Pack ME24 ﬁg{éﬂ CITADEL  E£L.55%
Cla SMNOTLINGS E1.50 for 9 ADDE  ASSASSIM £1.95 ME?S  RANGERS OF £1.95
c15 ORCS El.50 for 3 ﬁla.yer Character Pack ITHILIEN o
c17 SKELETONS £0p ench ADD? DRUID £1.95 MES]  SILVAM ELVESOF  E£L.95
Cl18 LEDEAD SAMURAL  &0p each Player Character Pack MIRKWOOOD
1y LESATREN e i ADDIC FIGHTER IN £1.95  mE3?  NOLDOR THE DEEP £1.95
CCL. DAEELE e Piapins Adventure pack ME3S  SHIRE HOBBITS  £1.95
LIZARD RIDERS Cold One mount ADDI1 FEMALE MAGIC £1.95 METS  BEDRN BEARMAN  £1.95
Ciz  CREATURES £1.95 pack of 1 small, USER MEAT  COBLIN WARG £1.95
GIANT OGRES Hyeeartai g Piimpme| Chapncter Pack RIDER :
C23 1AM S22 0 ADD12 FEMALE FICHTER  E1.9%
C24 TROGLODYTES p Player Character Pack e ERH nCh g(}' THE S S 0
C26 MEN AT ARMS £1.95 for 5 ADD13 FEMALE CLERIC £1.95 MEAY HALF-0ORCS OF £1.95
cz27 CHADS BEASTMEN  £1.95 for & Player Character Pack SARLMAN .
C2T CHADS SNAKEMEM  E1.95 for 2 ADDIB BARD £1.95 MEAS  URUK-HAI ORC £1.95
C27  GOBLINFANATICS £1.95 for & Adventure Pack GUARDS ’
C27 CHAOS COBLIM £1.55 for & ADD?1 BARBARIAN E1.9% MEAS  DUNLENDINGS (%) £1.95
MUTAMNTS Adventure Pock ME5] ORCSOF THERED E1.9%
€27  HOBHOUNDS WITH  £1.95 pack of 3 ADD31 DWARF FICHTER  £1.9% v >
HANOLER e WITH AXE MESZ OLOG-HAI TROLL  £1.95
£ opee Chamantis S MES3 SOUTHRONEVIL  £1.95
€27  PYOMIES £1.95 for & ADDS8 CAVALIER £1.95 HARADRIM &
C28  GIANT DEMONS £3.95 each Adventure Pack MES4 EASTERLINGEVIL  £1.95
c2% LARGEE:‘:‘:!?ETEHS f;%,':j e::::h ADDS1 KOBOLDS (4) £1.95 RAIDER ’
cIn AMAZ en ADDS? GODELINS (4 E1.95 MOUT SALIR
c3 GIANT HILLTROLL E3.00 each ADDS4 ma&lds {n E£1.9% ME55 EVIL J;Lg;“m ON £1.95
Cx3 ADVENTURE PACK  E1.95 per pack ADDSE BUGBEARS (2) £1.95 MEE] SALURDM THE DARK E1.95%
C34 E.EhéigmLs & £2.50 each ADDST OGRE £1.9% LORD
DEM ADDS? TROLL £1.95
C35 CHADS WARRIORS :;;95 for 3 ADDSED NORKERS (3) £1.95 s ?ﬂ?&“ sty g
C36  HOBGOBLINS ek ADDE2 SHAMBLING MOUND £1.95
C37 TON MEIER'S 955 for 2 infantry % SHRIEKER ﬁﬁ ﬁ&: -::'“EEAFEEGJL ﬁ:g
ELVES orl EH'I'I-ITF ADDGI BUGCBEAR TRIBAL £1.95% RINGWRAITH
c¥ TREASURE CHEST  60p for 2 PACH M. COREKNE O i
cal LONE WOLF £0p each ADDS&5 DUERGAR -EVIL £1.9% UMBAR PIRATES
C42 BATTLECARS E1.50 for 3 large DWARFS () ME72  DEADMEN OF £1.9%
w3, soontl ADDST SAHUGIN - SEA £1.95 DUNHARROW
CA3  SPACESHRPS T5p Sach DEVILS (3) MET?  BARROW WIGHTS  £1.95
Cts  DREADNOUGHT  £1.95 sach ADDES DROW - DARK £.,93 VILE UNDEAD :
SPACESHIPS ELVES (%) ME74  SNAGGA GOBLINS  £1.95
Cab TOWNSFOLK & £1.95 for § ADDS? GITHYANK] (3) E1.95 METS KMNIGHT OF £1.95
VILLAGERS ADDT? CARRION CRAWLER £1.95 DOL AMROTH {
ca7 CHAOS RATMEN £1.50 for 3 ADD7S GORGOM £1.95 MES] ARAGORN KING OF £1.95
'SKAVEN ADD76 STIRGES (4) £1.95 GONDOR
a8 GARGOYLES £1.50 for 2 ADD77 UMBER HLULIK E1.95 MEBZ  THE HOBBIT T™ £1.9%
ADDBO BLENC DOGS {4) £1.95 PERSONALITY PACK
ﬁhﬁ@ﬁfﬁﬁﬂ ADDEI OWL BEAR £1.95 MESS  TOM BOMBADIL £1.9%
— = : ADDBY CENTAUR & SATYR E1.9% MEBS TREEBEARD MIGHTY £1.95
N1l GIANT BLACK ORCS £1.50 for 3 ADCIBS BEHOLDER £1.33 ENT
NI2  HOBGOSLINS £1.50 for 3 ADDBS MINOTAUR Eka38 At huBBVENEaA LAY
ADDY9] RUST MOMSTERS (2) £1.95 BIEa
N13  KOBOLDS 95p for 2 i b Ryt RN ”;Ll IESH
N1&  GIANT OGRES £1.25 each ADDY3 ZOMBIE, SH v H. A )
N1S ORC WOLF RIDER  £1.25 g”ﬂ' ‘?r"*ﬂ’*-"*
Ml6  CAVE GOBLINS &0p each ADD94 Lrgf » WIGHT AND E1.95 CHADS BROO £0p each
—— =




E£1.95 pack
£1.95 pack
£1.95 for 3

Jol JUDGE DREDD

J02 JDGE AMDERSOMN

JOF PERPS

5TON LSS ENTERPRISE £1.95
Mewstyle

STO3 KLINGON D=7 £1.9%
Battlecruiser

5T15 ROMULAN WINGED L1.95
DEFEMDER

FIHTI08 FARTASY

&0mm Plastic Figures

FF1 MYSTIC WIZARD 1 65p
FF2 MYSTIC WIZARD 2 é5p
FF3 MYSTIC WIZARD 3 &5p
FFy MIGHTY THEWED  65p
BARBARIAN 1
FF5 MIGHTY THEWED 65p
BARBARIAN 2
FF& MICHTY THEWED £5p
BARBARIAN 3
FF7 HERDIC KNICHT 1 65p
FFa HEROIC KNIGHT 2 A5p
FF9 HEROIC KNIGHT 3 63p
FF1D WARRIOR OF 63p
CHADS 1
FF11 WARRIOR OF 63p
CHADS 2
FF1z WARRIOR OF 6G5p
CHADS 3
FF13 FEARLESS DWARF | 65p
FFla FEARLESS DWARF 2 65p
FF15 FEARLESS DWARF 3 65p
FF16 DEADLY £5p
SKELETON 1
FF17 ©EADLY &5p
SKELETON 2
FFla DEADLY 650
SKELETON 3
FF19 EVIL COBLIM 1 £5p
FF20 EVIL GOBLIN 2 65p
FF21 EVIL GDBaLIN 3 65p
FF22 VILE ORC 1 &5p
FF23 VILEORC 2 65p
FF24 VILEORC 3 65p
FFZ5 FERQCIOUS OGRE 1 £1.25
FFZ&6 FEROCHUS OGRE 2 El1.25
FF2Z7 FEROCIOUS OGRE 3 £1.25
FFza PAINT & PAINTING £1.25
GUIDE
FF29 RULES AND DICE E1.25
WEAPOMS SPRUE 10p
DIVIDUAL HEADS Sp
e i Pt o Il e ol 1
TAL AANGOR GIGANTIC L£9.9%
BALROG
TAZ DWARF £25.95
JUCGERNAUT
TAZ ORC WAR WYVERN E6.9%
TAL ORC WAR MACHINE £6.9%
TAS WAR EAGLE £71.530
TAL EMPEROR DRAGOMN £29.95
TAT CHADS BATTERING E29.95
R
TAB SAATOR GIANT L6.95
DEMON OF EVIL
MOMNSTER BOXES
LMl CHADS CHIMERA £3.95
Cmz FIRE GIANT LORD £3.95
CM3 DRAGON TOAD E£E3.95
BTI BATTLETRUCK SET £ 2.50
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&PUNCEORS
RAGONS

iniatures

STARTER SET
ADVENTURERS
STARTER SET
MONSTERS
RED DRAGOM

GOLDEM HEROES
VILLAINS

LONE WOLF
GIAK ATTACK

£4.95
£4.95

£4,95

£5.50
£5.50

£5.50

TRAVELLER, 15mm

TRAVELLER 15mm  &0p for 4

BC?
BC3
BCa
BCS

BME]L

Boxed Sets
STARTER SET EL.95
ADVENTURERS

STARTER SET E£4.95
MONSTERS

DWARF LORDS £4.95
OF LEGEND

CHRONICLE DEATH [4.95
COMMANDOS
MOORCOCK'S £4.9%
ETERMAL CHAMPION
FELLOWSHIP OF £4.95

THE RING

DRAGONS
DGl DRIENTAL DRAGOMN £A.95
DG2 RED DRAGON £6.50
DG3 BLUE DRAGDMN £5.95
DGA BLACK. DRAGON £6.50
DG5S FIRE DRAGOMN £6.50
DGé ZOMBIE DRAGON £4.95
DG7 GREEMN DRAGON EA.95
MB1 SPINED DRAGON £15.00
MB2 KEVEN PEAT £15.00

DRAGON

DIORAMA SETS

D51 DWARF CANNDMN E 4.50
D52 DUNGCGEON EGLIPMENT E §.50
D53 GRAVEYARD E 4.50

| WARHANINER]

WARHAMMER BATTLE RULESES.95
BLOODBATH AT ORCS DRIFT £5.95

Warhammer Battle Scenario

BLOOD ON THE STREETS
Village Pact 1

CITADEL JOURNAL 1

CITADEL JOURMAL 2

BASES

2 (SGUARE)

25mm  (SQUARE)
HEXAGOMAL

HORSE MONSTER (OBLONG)
{ 25mm x 50mm )

FLYING BASES

40mm (SQUARE)

PLASTIC SHIELD

£5.95

£1.50
£1.50

L2 p
02 p
02 p

A3 p
A5 1
L6
JLp




