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Patton, eat your heart out!

‘Bang! Bang! Bang!’
“Thud! Thud! Thud!l’

‘Burn the beretics!’

Wazza, get some more wood...

Bey, pass the nails while I
hammer this desk across the
doorway. Right, that should
keep ‘em out for a while.

‘Burn the beretics!’
‘Shut it you tarts!’

Nice one Wazza, keep up the
verbal abuse it’s good for
morale!

Steve’s Slg‘;

Now, where were we? Yes, of
course, here we are barricaded
into the Journal Bunker since
our (alright, my) somewhat
controversial decision to
include Wayne ‘I'm Barking-
Mad’ Oldfield’s outrageously
awesome and not only slightly
silly Halfling army list for
Warhammer. I've promised to
feature this furry-footed bundle
of fun before but now I've
finally got around to it. Feast
your eyes on Wayne’s .
astounding model conversions
and melt your brains with his
tremendously light hearted
rules. And, if there’s anyone
else out there deranged
enough to want to start their
own Halfling army — ace! Let’s
upset all those stuffy, dyed-in-
the-wool gamers who've
forgotten how to have a laugh.

Good, now then, just in case
you thought that this issue was

only for short peoy._.
implausible appetites just
check out what else we’ve got
in store for you! There’s the
Baneblade Super Heavy Batile
Tank from Imperial Armour to
get you seriously drooling
(Wazza, put your tongue
away!); Gorkamorka players
are just ‘Born to be Waaild’ in
this cool new scenario; theres
a sinister new gang for
Necromunda — Eldar; Pogoing
Trolls in Blood Bowl (now it is
getting very silly!); Dok Butcha
and all your other faves.

Ah... look, here’s an e-mail
from the Studio, we’re saved
they’ll come to our rescue:

You guys are all Sad! Sad!
Sad!’ — The Games Developers.

Oh, I guess not then...

Steve

* COMING NEXT ISSUE...

* In the Mek's Workshop you can see how to personalise your Gorkamorka vehicles with card.

random bits from your bits box and even pasta!

* Discover Warhammer Siege tactics and learn how to take even the most heavily defended fortress

or how to hold out against near impossible odds

* Bare witness to the mighty Thunderer siege tank, the latest from the forges of Impesial Armour.

* Whatever bappened to the Wood Flven Lost Kindred of the Wythell Glades? Well they're fighting
for the highest bidder now in this new Regiment of Renown

* We've poached another cool modelling article from the net for all those wishing to know how to
construct ruined 40K buildings.

7 Wazza rambles on in another Warwick’s World and good old Dok Butcha returns ready to turn his
surgical attentions to your models
Available January Price £4.00 (UK) $7.99 (US) -

For updates on all Black Library releases check out http://www.blacklibrary.co.uk
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1d Painted and unpainted
“miniatures. (Gloucester)
The first models I bought are
;ust clogging up my room,

| they are nearly all painted

. and are for 40K Prices vary

' E-mail me on:

L andy@smiff30.freeserve co.uk
Painting Service (Oxbridge)
Stu — 07801 286139

Steve’s Painting Service (St
Ives) £3 standard size, £5

monsters.
Ring Steve ~ 01480 469092

°m
i
:

levels of painting done —
¢ from wargames to Golden
" Demon standard

1 Tel - 0115 9792157

Painted Army (Notts)
ranid army excellently

andom Stuff! Over 1000
inis and scenery for sale —
01242 512155,

The Trading Post

' Welcome to the Journal’s very own classifieds section, where you can
"advertise your old games, painted armies for sale and painting services for
Yiwo issues and it’s for FREE!

40K Sale (Middlesbrough)
Over 200 minis and 13
vehicles painted to a decent
standard — £200 the lot! Ring
Chris — 01642 801286 after
6pm.

Orcs n’ Gobbos (Herts)
Over 200 minis, 3/4 painted.
£150 all. Call Will on: 01279
501130

Knight Painting Service
(Colorado) award winning
professional miniature
painting service. All armies
and all styles. Table top
worthy reg sized figs $6 large
sized $30. Competition
worthy reg sized $18, large
sized $75. Large armies,
squads and vehicles
negotiable fees. Call Trey on:
(303) 460-0295 or email:
elfboy@ix netcom.com

R.O.T.W

Painting Service
(Albuquerque)
Fantasy/Historical/Sci-fi.
Prices from $2.00 per
standard figure. Conversions
and terrain on request. —
Contact Wolfgang on:505
237-8222

WANTED

Desperately Wanted!

Realm of Chaos -~ The Lost
and the Damned for 3rd
edition Warhammer &
Demon Download (Dark
Future novel) second edition
(about 92-93) by Jack Yeovil
& almost any 1st edition GW
novels — contact Tim on:
01903 505251 or email:
bam81332@port.ac. uk

Desperately Wanted?
‘Warhammer Quest stuff,
painted or unpainted. Write
with info to: Rattaregarden,
Karaby 53030, Tun, Sweden.

Direly Needed! (Stockport) *
Imperator class, Emperor
Titan. Contact Fraser on:
0161 292 8669.

PLEASE NOTE: The
Trading Post is a free
service, and as such we |
cannot accept By
responsibility for an '
advert’s autbenticity or
otherwise. You answer
at your own risk — so
there!

HOW TO ADVERTISE IN THE TRADING POST
b i you would like to advertise your old GW armies or games for sale, or offer
your painting services then write or email the Journal Bunker with the full

details and get your ad in the Trading Post for the next two issues...

Write to: The Journal Bunker, Games Worlishop Ltd, Willow Road, Lenton,
Nottingham, NG7 2WS

l \ email: journal@games-workshop.co.ulc




The Hungry ,
A Halfling Army for Warbammer

By Wayne Oldfield
(Halfling bistory by Dav.id L. Stone)

Being a member of a games club bas its
advantages, being a member of
Nottingbham games club bas the distinct Y
advantage of being a magnet for
madness. At least I have kindred spirits to
talk to, I tend to get bored talking to myself
(although my psychiatrist seems to find it quite
| interesting and tells me to keep taking the litile red \
\ pillsh

1
One games night, fed up with losing yet again with my R s

Lo 2!

newly finished 10,000 point Dogs of War army, I was

sat in Bugman’s Bar (another distinct advantage)

chewing the fat with Stuart, part time Games Workshop
employee and full time jet engine designer, bemoaning the serious tone of all the
recent letters in the White Dwarf and the Journal All this talk of beardvness and
. baving to adbere strictly to the ‘official’ rules was getting us down. Hang on, we
¢ thought, this is a game it’s suppose to be fun! My favourite regiment at the time was Lumpin
| Croop’s Halfling Fighting Cocks. What would a whole army of these pint-sized eating machines
¥ Iook like?

time yei?

" . . i

A Potted Moot

Halflings have lived in the Empire for as long
as anyone can remember. They are somewhat
vertically challenged, rosy
cheeked (no doubt dueto
the quantity of ale and "

per cent of the population could be described
as poachers, thieves and vagabonds. The rest
are hungry, but tomorrow is another day...
They are, however, fiercely
defensive of their
homeland, the Moot,

imported wine they
consume), boast hairy feet
(even the women folk),
and are generally
described as having a ‘well
fed’ look about them.
They are seen as peaceful,
well meaning, honest,
caring sharing, simple

Halfling Battle Hymn

Food food food food
Food food food food
FOOOD wonderful food

glorious

Food food food food

which is situated around
the lands of the Upper
Aver River and was grantec
to them in the year 1010.
It is a green land with
gently rolling hills,
formerly populated by a
myriad of bouncing

rural folk. That is, by
people who have never

(repeat ad navscum)

bunnies. That was before
the Halflings took up the
bow and became

actually met one, never
mind someone who has
met one up close, behind
the pointy end of a well concealed dagger.

Halflings are not especially war like in the
broad sense of the term, they are mostly game
wardens, watchmen, farmers and foresters.
True there is the odd exception. At least fifty

extremely proficient in its
use.

It is due to this fearsome skill with the bow
that Halflings are called upon by the Empire tc
provide troops for its army. But when
threatened, the entire Moot can be quickly
armed and very dangerous to know.



Map of the Empire showing the Halfling homeland
The Moot
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The Chronicle of Stillwater - easternmost Halfling Village of the Moo1

Impéﬂal Year

1010

1105

1150

1151

1162

1287

1288

1349

The ancestors of the Haifling race are

" granted the lands around the upper Aver

as their permanent home after their

. priceless help within the armies (mamly
. the ktichens!) of the Empire

‘The village of Stiltwatet is founded along.

* the banks of the Blue Reach, a tributary

of the Aver, by a group of adventurous
Halilings seelong interesting and esotic
cooking mgrediems. This is the most
easterly lying of all Halfling settienents

Stillwater 1s attacked by Night Goblins
from the Worlds Edge Mountains. Many
Halflings are slaughtered before a stout
defence s organised and the Goblin
raiders seen off Village Elder Cokey
Mushtoompad calls 2 meéting and n
accordance with old tradition a banguet
to discuss a way of organising a better

‘defence.

Cokey's son Rumple is dispatched with
some of the bravest Halflings to locate
the Night Goblint band responsible and
wreak revenge. They do not return

Of the brave band of Halflings sent east
to the mouniatns years earlier only Tully
Munchioot returns. He tells of a brugal
batle in the foothills of the Worlds Edge
Mountams and of the brave sacrifice of
his comrades Tully wandeted lost in the
wilderness for years in dark lands he was
loathe to describe. He discovers a new
kind of potato during his wanderings
that Jater becomes a famous part of
lmpernal cussine Tully 15 awarded the
Stiliwater Helmet for bravery and the
community 's brass wheat-husk for
tremendous crop conartbution

Stillwater s raided by a foul Necromancer
intent on slaving and raising the entire
population. Jt 1 only saved by the timely
intervention of a fey, wandering Wizard
and there ts much wondrous mutterings
of Blves and faerie-folk The damage to
Stillwater 15 fairly extensive although only
one Halfhng Joses his fife, Gamble
Dovebright

A bumper harvest is raised by the
Dovebright family leading ro speculation
thar Gamble was a sant. A three foot
(scale) statue 15 erected to commemorate
the great hero

Stllwater 15 under attack again this tme
from the Shallowpit Snotling movement
A fierce battle is fought and against all the

Imperia! Year

1360

1707

odds the vﬂlagets are victorious. A
mammonth banquet is planned and over
the next few vears the cuisine of the Moy
and indeed the Empire are influenced by

- the exotic recipes commg out of

Suflwater

After a long and prosperous penod of
peace duning which the village of
Stillwater is central to most of the
revolutionary farming techoujues that are
passed on to the rest of the Moot and the
Empre. Scouts report of Gobling |
amassing n the foothills of the World
Bdge Mountains

This is the period of the three Emperors
during which the Halflings seek profitabk
empioyment amongst the warring
factions as field cooks. scouts and
occasionally in battle as mercenaries

Waaagh Gorbad The Orc Warlord Gorbad
Ironclaw leads a massive Waaagh through
Black Fire Pass decp into the Empire
raising Nuln and the Moot as he goes
This is pre-empted by an attack on
Sultwater from the same tribe of Night
Goblins that tavaderd n 1150 Despite a
vahant defence the hopelessly
outhumbered defenders are cut down by
the whirling death chains of the Goblin
Fanatics and the village 1s bumned to the
ground. A mere handful of survivors lead
by Perryiadoc Munchfoot (descendant of
Tully) manage to escape with some of the
ancient cookbooks and a few of the rarer
ingredients and spices to the devastated
remains of the Moot The Halfling race
takes vears to recover from the assaulis of
the greenskins but emerge a tougher
more restlient people wath an even bigger
appetite.

Present The strange and diminutive race of

Halfings stilt produce several noteworthy
herpes such as: Blood Bowl supremo
Puggy Baconbreath (one time captain of
the Bluebay Crammets, who went on to
score a record 2 Touchdowns and
consumed between four and six meals a
match) and Vindaloo Warmglow (ace
catcher for the Stunted Stoutfellows who,
despite scoring career total of only 1
Touchdown went on to consume twelve
Ibs of snacks after a full seven course
tunch) and the notortous investigator
Sam ‘Buttermere’ Warble, teller of stories
and star of two (now legendary) Old -
World mysteries
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The Hungry Horde - Bestiary

Halflings
The basic Halfling is neither very tough, very
strong Or very skillful at fighting. Most
Halflings are excellent shots with a bow and
some are exceptional fighters. Halflings are
known to be intelligent (usually described as
sneaky), can move in woods quite unhindered
(again known as sneaky) and loyal, especially
where food is concerned (this is because they
are ALWAYS hungry?).

MWSBS S T W I A Ld

Halfing 4 2 4 2 2 1 5 1 8

Special Rules

Woodsmen: Halflings are natural woodsmen
and can move swiftly and silently through
wooded territory. Halflings therefore suffer no
move penalty for moving through woods. This
skill applies to all Halfling infantry including
Elites.

Cooks

Cooks are the most respected members of the
Halfling community. They form the Moot’s
elite infantry unit.

MWSBS S T W I A Ld
4 3 3 3 21 5 1 8

Cook

Crazed Cooks

These frenzied, crazed Cooks (they’ve been at
the ‘spicy dumplings’ again!) jump out of
Cook Units whirling their heavy cookpots
around. They hide in their regiment, are
immune to psychology, jump out of the unit
when an enemy moves within 8" and move
2D6 inches in the direction of the nearest
enemy unit in the first turn. Thereafter they
move in a random direction 2D6 inches. They
do not fight in hand to hand combat but can
be shot at. There can be up to three Crazed
Cooks in a unit.

MWSBS S T W I A Ld

Crazed 2D6Sp 0 5 2 1 - D6 -
Cook

¥
Motto : Vivus Cibum g

(Live to Eat)
2

Housewives

Halfling women folk are not to be messed
with. They are uncannily strong, they
unerringly hit the mark when there is a punch
to be thrown and, due to years of child rearing
and housework, are incredibly tough. The
sight of one of their men folk being killed is
enough to drive them into a frenzied
bloodlust, beware a woman’s wrath!

MWSBS S T W I A Ld
Housewife 4 3 2 2 3 1 5 1 8

Special Rules

Women’s Wrath: Halfling Housewives are
immediately subject to Frenzy if any male
Halflings die within 8" of them.

The Moot Acquisition scouts (tea-leafs!)

Thieves

Although they will not admit it publicly,
Halfling Thieves are the best around although
they do prefer to be called Scouts, it’s more
polite. Hiding in infantry units, they sneak out
and stealthily steal magic items from the
enemy.

MWSBS S T W I A Ld
Thief 5 3 4 2 2 1 101 8
Special Rules

Teefin’: If a Thief is present in a unit which is in
base to base contact with the enemy, roll a D6:
1. The Thief is caught and killed outright.

2. The Thief is chased back into the parent
unit.

3. Not noticed but fails to steal anything.

4-5 The Thief succeeds in stealing the lowest
value magic item from the unit.

6 The Thief succeeds in stealing a magic
item of his choice.

The Thief may not use the magic item himself,
but may pass it on to any character in the unit.
If the character has his maximum allowance of
magic items, he may chose to discard one which
the Thief keeps for him.




War Sheep......cccvreeereccccceeernennn 1 point
War Sheep are specially bred for their size,
strength and pliability. They undergo special
obedience training but are still rather skittish.
MWSBS S T W I A ILd

War Sheep 8 - - - - - . . .

Special Rules

Skittish: The War Sheep riders suffer -1
Leadership when taking Break Tests because of
the difficulty in controlling their animals.

Battle Rams 5 points
Larger and more aggressive than War Sheep,
Battle Rams are the Halflings heavy cavalry.
They are better trained, larger and stronger.
They have very thick woolly coats which make
them very hard to hurt. They also pack a
powerful head butt and have wicked horns.

MWSBS S T W I A Ld
BattleRam7 4 0 4 3 1 3 1 3

Special Rules

Woolly Coat: The Battle Ram offers the rider the
same protection as Barding and adds +1 to the
rider’s save.

Goats.......... S 3 points
Large Goats are used as light cavalry, often for
skirmishing and scouting. They are irritable
beasts though, well known for their head
butting.

MWSBS S T wW I A Ld
7 3 0 3 31 3 1 3

Goat

Special Rules
Sure Hoofed: Due to their nimbleness, Goats do

not suffer any penalties for moving ove
difficult terrain such as woods or hills.

Skirmish: Units of Goat riders may alsi
Skirmish.

Sheep Dog

The Sheep Dog, with its master mounted on a
Battle Ram whistling commands to it is usually
found towards the rear of the War Sheep and
Battle Ram units. Sheepdogs are notoriously
loyal to their masters and will often lay down
their lives for them.

MWSBS S T W
SheepDog7 2 0 2 2 1

I ALd
5 1 5
Special Rules

Shepberding: If the Sheep Dog model can ge
into base-to-base contact with a fleeing Wa
Sheep or Battle Ram wunit, that unit i
automatically rallied. The Sheepdog mus
remain within 12” of its master and may take al
Leadership based test on his Ld.

Giant Swans

These large birds make ideal mounts for
transporting troops around the battlefield
quickly. They are also aggressive and kill with
their powerful wings. They usually fly in a ‘V’
formation and their riders are the best of the
Moots bowmen and can shoot on the wing.
When flying high, they can shoot at other high
flyers with a -1 to hit penalty, but not at troops
on the ground. They can move and shoot in
the same turn with no penalty.

MWSBS S T W I A Ld
2 40 3 3 1 5 1 6

Swans

Poultry Swarms

Chickens, geese, turkeys and ducks can be
driven, enraged, into battle as a swarm (or
should it be flock?) as described in the Rule
Book.

I A Ld
1 5 10

MWSBS § T W
5

Swarm 5 3 0 2 2

Watch out, they'll give you a nasty peck!




CHARACTERS

Halflings are not as renowned for producing legendary heroes but the plucky little guys still have
their fair share of powerful characters. Your army may include up to 50% of its points value as

characte;
EQUIPMENT LIST
HAND-TO-HAND WEAPONS
Additional hand Weapon ... i1
Double handed Weapon.......ccoeinniininnnn. 2
MISSILE WEAPONS
TR e

ARMOUR
[T T2

Light Armour...

1 MOOT GENERAL................. 90 points
Your army must be led by a Halfling General.
The General is usually seen carrying a picnic
basket. Any Halfling will follow the chap with
the picnic basket.

MWSBS S T W L

[-N

[=]

I A
General 4 5 7 3 3 3 7 4 1
BattleRam7 4 0 4 3 1 3 1 3
Equipment: Sword and picnic basket.

Weapons/Armour: The General may be armed
with any combination of weapons/armour
from the equipment list.

May ride: The General may ride a Battle Ram
or a monster from the monster list.

Magic Items: The General is entitled to up to
three magic items, one of which may be the
Ring of Concealment (see later), another must
however be the magic sword Glammyding the
General’s symbol of office with another of
your choice. The points for Glammyding is
included in the Generals cost. See Magic
section for more details.

CHUCK WAGON........ceee0ernmmmns 80 points
This is the army’s Battle Standard. It carries
the Halfling’s rations for the day, a subject very
dear to a Halfling’s heart. The Chuck Wagon is
pulled by a gigantic (at least to the Halflings)

rs chosen from the following list. You must always chose a General.

Aurochs, an ancient breed of wild cattle and
apparently quite tasty. Being essentially a wild
creature, it is also quite nasty. The crew of the
Chuck Wagon include two Cooks and one
Chef.

MWSBS S T W I A Ld
Chef 4 4 4 4 2 1 6 2 8
Cook 4 3 3 3 21 5 1 8
Aurochs 6 3 0 5 5 3 2 3 5

Special Rules: If the Chuck Wagon is
captured, the entire army will be subject to
Hatred against the unit which captured it and
will do anything to try to save it.

Weapons/Armour: The Cooks and Chef wear
light armour (padded tunics) and carry hand
weapons.

Magic Items: The Chef may carry a single
magic item.

HEROES

Halfling.......coocverrvnreeieririeneennens 39 points
Halfling Master Chef.............. 40 points
Housewife Lady.........ccccouueneee 44 points

Your army may include as many Halfling
Heroes as you wish. Cooks may be lead by a
single Halfling Master Chef and Housewives by
a single Halfling Housewife Lady.

MWSBS S T W I A Ld
Hero 4 4 6 3 3 2 6 3 9
Master Chef4 5 5 4 3 2 7 3 10
Lady 4 5 43 42 8 3 8
BattleRam7 4 0 4 3 1 3 1 3
Goat 8 3 0 3 3 1 3 1 3
War Sheep 8 - - - - - - - -

Weapons/Armour: The Hero may be armed
with any combination of weapons/armour
from the equipment list.

May ride: A Hero may ride a Battle Ram, War
Sheep, Goat or a monster from the monsters
list.

Magic Items: A Hero is entitled to up to two
Magic Items.

9




CHAMPIONS

Halfling...........cceeervrerrenenns 18 points
Halfling Chef.......................... 19 points
Housewife Matron.................. 20 points

Any regiment may include a single Champion
armed and equipped as the rest of the unit if
you wish. Cooks may include a single Halfling
Chef and Housewives may include a single

Halfling Housewife Matron.

MWSBS S T W I A Ld
Champion 4 3 5 3 2 1 5 2 8
Chef 4 4 4 4 2 1 6 2 8
Matron 4 4 3 3 3 1 7 2 8
BattleRam 7 4 0 4 3 1 3 1 3
Goat 8 3 0 3 3 1 3 1 3
War Sheep 8 - - . . . . . |

Equipment: The Champion is always armed
and equipped as the rank and file troops of his
regiment.

Magic Items: A Champion is entitled to a
single Magic Item.

0-3 THIEVES.............couu.......... 15 points
The army may include up to three Thieves
hidden in Halfling infantry units.

MWSBS S T W I A Ld

Thief 5 3 4 2 2 1 101 8

Weapons/Armour: A Thief may be armed with
any combination of weapons/armour from the
equipment list.

May ride: A Thief may ride a Battle Ram or a
monster from the monsters list but if he does
so may only be hidden in such units.

Magic Items: A Thief is entitled to up to one
Magic Item.

0-1 SHEEP DOG....................... 5 points
The army may include a single Sheepdog
which is considered to be a Familiar to a
chosen character model which becomes the
dog’s master.

MWSBS S T w
SheepDog7 2 0 2 2 1

I A Ld
5 1 5
WIZARDS

Halflings are not by nature magical creatures.
The statistics for Halfling Wizards is included
here for information. They are restricted to 1s
and 2nd level Wizards only.

MWSBS S T W I A Ld
Wizard 4 2 4 2 3 1 5 1 8
Wizard 4 2 4 3 3 2 5 2 8
Champion

Weapons/Armour: A Wizard may be armed
with any combination of weapons/armour
from the equipment list.

May ride: A Wizard may ride a Battle Ram or a
monster from the monster list.

Magic Items: A Wizard is entitled to up to one
Magic Item per magic level.

Magic: Halfling Wizards may take a single
Battle magic spell per level.
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REGIMENTS
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When the Moot goes to war everyone is mobilised from the villages and provinces. Your army
must include at least 25% of its points value as regiments chosen from the following list. There is
no size limitation to any unit except that they must consist of at least five models.

0-1 UNIT OF GREAT

FAGLE RIDERS.....85 points per model
Your army may include 2 maximum of one
unit of Great Eagle riders. It is a well known
saying that when the Halflings are in trouble,
along come the Lords of the Air — The Great
Eagles. Two Halflings may ride and fight on
each Eagle.

MWSBS § T W 1 A Ld
Halfling 4 3 4 3 21 6 1 8
Fagle 2 7 0 5 4 3 5 2 8

Equipment: Hand weapons.

Save: None.
Options: Your riders may have quilted jackets

(acts as light armour) at +1 point, spears at
+1/2 point and shields at +1/2 point.

0-1 UNIT OF

SWAN RIDERS....... 20 points per model
Your army may contain one unit of Swan
Riders.

MWSBS § T W I A Ld
Halfing 4 2 5 2 2 1 6 1 8
2 40 3 31 5 1 6

Equipment: Bows and hand weapons, padded
jackets (acts as light armour).

Save: 6+

Swan

Options: May carry spears at +1/2 point and
shields at +1/2 point.

0-1 UNIT OF BATTLE RAM
RIDERS.......ccvvernene 15 points per model
Your army may include a maximum of one
Battle Ram Rider Units.

MWSBS § T W I A Ld
Halfling 4 3 4 3 2 1 5 1 8
BatleRam7 4 0 4 3 1 3 1 3

Equipment: Hand weapons, spears and light
armour.

Save: 4+

Options: Can carry shields at +1/2 point. May
carry a magic standard.

WAR SHEEP

RIDERS.........ccceeneee 9 points per model
Your Army can include any number of War
Sheep Riders. (for special rules see bestiary)

MWSBS S T W I A Ld
Halfling 8* 2 4 2 2 1 5 1 8

Equipment: Carry a hand weapon, spear and
wear light armour.

Save: 5+

Options: They may carry bows at +1 point
and shields at +1/2 point per model.

Halfing hea




GOAT RIDERS......... 8 points per model
Your army may include any number of Goat
Riders. (for special rules see bestiary.)

MWSBS S T W I A Ld
Halfing 4 2 4 2 2 1 5 1 8
Goat 7 3 0 3 3 1 3 1 3

Equipment: Wear light armour and carry a
sword.

Save: 5+

Options: May carry a shield at +1/2 point,
carry bows at +1 point and a spear at +1
point.

0-1 UNIT OF PANTRY
GUARDS.......ccccveenenn 5 points per model
Your army may contain one unit of Pantry
Guards, Cooks with more than a reputation
for their culinary skills! You may elect for your
Pantry Guards to serve as body guard for the
Chuck Wagon, in which case they get +1
combat resolution bonus.

MWSBS § T W I A Ld

Cook 4 3 3 3 21 5

Equipment: hand weapons.

1 8

Save: none.

Options: Pantry Guards may be given quilted
tunics which act as light armour for +1 point.
They may have cleavers (double handed
weapons) at +1 point. Your unit of Pantry

Guards may carry a magic standard.

CRAZED COOKS...30 points per model
Your unit of Pantry Guards may include up to
three Crazed Cooks. (for special rules see

bestiary.)
MWSBS S T W 1

Crazed 2D6Sp 0 5 2 1 -
Cook

Equipment: Cook Pot

A Ld
D6 -

Save: None

0-1 UNIT OF

HOUSEWIVES......... 5 points per model
You are only allowed to use one unit of
Housewives in your army, as any more may
provoke jealousy!

MWSBS § T W I A Ld
Housewife 4 3 2 2 3 1 5 1 8

Equipment: Brooms, barrels, cudgels, rolling
pins (all count as hand weapons).

Save: none

Options: May wear corsets (counts as light
armour) at +1 point. The Housewives’
Banner, The Washing Line, may be taken at the
appropriate cost (see Magic section). They may
be equipped with an additional hand weapon
(for an extra Attack each!) at a cost of +2
points or double handed wpns at +1 point.
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0-1 UNIT OF LORDS OF

THE HARVEST........ 4 points per model
Lords of the Harvest are the leaders of gangs
of farm labourers. They are practiced
swordsmen and your army can include one
unit. When riding ‘piggy back’, the second
rank can also fight.

A Ld

MWSBS § T W
Lord 4 3 4 2 2 1
Equipment: Sword

1
6 1 8

Save: None

Options: May carry a Magic Standard. May be
equipped with light armour at + 1 point and
shields at +1/2 point.

GATHERERS....... 3 1/2 point per model
Itinerant farm labourers are always likely to be
pressed into service, Halflings are no
exception. When riding ‘piggy back’, the
second rank can also fight.

MWSBS S T W
Halfling 4 2 4 2 2 1
Equipment: Hand weapon

I A Ld
5 1 8
Save: none.

Options: May carry spears at +1/2 point, light
armour at +1 point and shields at +1/2 point.

POACHERS....... 4 1/2 points per model
Poachers are excellent archers and you may
include any number of Poacher units in your
army.

MWSBS S T W I A Ld

4 2 4 2 2 1 5 1 8

Equipment: Hand weapon, Bow. |

Poacher

Save: None.

Options: Can carry shields at +1/2 point and
light armour at +1 point.

Special: May Skirmish.

HALFLING
MILITIA............ 3 1/2 points per model
Halflings from the fields and villages of the
Moot make excellent natural archers and
stubborn fighters despite their rather
diminutive size.

MWSBS S T W I A Ld
Halfing 4 2 4 2 2 1 5 1 8

Equipment: Hand weapon.

Save: None.

Options: Can carry spears at +1/2 point,
Short bows at +1/2 point, shields at +1/2
point and slings at +1 point.

TREEMEN.......cccccieremmnniraennnen 280 points
Due to their affinity with nature closeness to
the Forests and the number of fat, juicy rabbits
living there, some Halflings have been
befriended by Treemen who will fight
alongside a Halfling army with their trusty
friends riding on their shoulders. You may
include a single Treeman for every 1000 points
of the army. Treemen will also allow two
Halflings to ride upon their shoulders
(branches?).

MWSBS § T W I A Ld
Treeman 6 8 3 6 7 6 2 4 9
Halfling 4 2 4 2 2 1 5 1 8
(For the full rules on Treemen see page 137 of
the Battle book)

Housewives, poten

Iy the deadliest unit in the army!
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WAR MACHINES

They may not be as advanced as their human and Dwarf cousins but the Halflings have a few
ingenious inventions all of their own. Your army may include up to 25% of its points value as War

Machines chosen from the following list.

HOT POT.......ccoooeeerennnrennnns 50 points
For full explanation, see the Empire Army
Book, p24.

Summary:
1. Declare target and guess range.

2. Position template and roll scatter+artillery
dice.

3. If artillery dice = Misfire, refer to Misfire
Chart, otherwise...

. If scatter dice = Hit, then cauldron has
struck home.

5. If scatter dice is an arrow, the pot has
landed in the direction shown 2, 4, G, 8, or
10 inches away from the aiming point as
shown by the artillery dice.

6. The single model in the exact centre is hit
at strength 5. Remaining models under the
template are hit at strength 3 on a D6 roll
of 4+.

7. Work out hits as normal, no armour saving
throws allowed.

Misfire Chart

1-2. Destroyed — Splat!

3-4. Spill, cannot fire this or next turn.

5-6. May not fire this turn only.

MWSBS S T W I A Ld

Halfing 4 2 4 2 2 1 5 1 8

HotPot - - - - 7 3 . - -

Maximum range: 36 inches. The crew have
hand weapons and no save.

THE REAPER AND SHEARER

Various pieces of farming machinery are used
by Halflings. For the most part they are
designed for cutting wheat, but they are
equally at home cutting off heads! There are
two types of machine, one heavier than the
other. Both machines have a crew of three
Halflings.

Small Machine

The Shearer..............ueeeeeeee.. 70 points

This lighter, smaller machine is pushed by two

war sheep and carries a crew of two Halflings.
MWSBS § T W I A Ld

Halfling 4 2 4 2 2 1 5 1 8

8 - 6 6 3 - 2D6 -

Shearer

Large Machine

The Reaper..........ccumreenreveernane 90 points
This heavier machine is pushed by two or
more battle rams.

MWSBS S T W I A Ld
Halfling 4 2 4 2 2 1 5 1 8
BattleRam7 4 0 4 3 1 3 1 3
Reaper - - - 7 7 4 - 2D6 -

Equipment: Crew carry hand weapons and
wear light armour.

Options: The Reaper may have one additional
Halfling crewman at +3 1/2 points. Extra
animals can be added to push the machines,
War Sheep at +4 points and Battle Rams at +6
points to a maximum of four. The crew can
have bows at +1 point and shields at +1/2

Ihalfling war machines take to the field in the shape of the
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Reaper and the Shearer...




e

have softer scales, giving them an unmodified
save of 6+. They also have yet to develop their ~ Swans 2 4 0 3 3 1 5 1 6
d breath and so have no breath attack.

point. One Farm Machine in
—_  yourarmy can carry a Magic
Banner-
e Special Rules:
These War machines move and
fight in exactly the same
sed manner as chariots and use
their unique damage tables.
Because each machine sports
ire a vicious array of chopping,
e whirling blades they do 2D6
: damage when they charge!
ints
" two
ngs.
o MONSTERS
8
: Most monsters are just far too scary for Halflings especially giant spiders except for the following.
Your army may include up to 25% of its points value as Monsters chosen from the following list.
ints | BABY DRAGON .......ccoovveeer. 200 POINtS  EAGLE.........covvveessseeeesssnsssessen 75 points
MWSBS S T W I A Ld MWSBS S T W I A ILd
Dragon 6 5 0 6 5 5 7 5 6 Eagle 2 7 0 5 4 3 5 2 8
Ld
g | e GIANT SWAN.....crrrrrrerreeeennne 16 points
3 e ot sces, v them 4n unmodified MWSBS S T W 1 A Ld

POULTRY SWARMS................. 50 points
oni] PEGASUS................. 50 points MWSBS S T W I A Ld
MWSBS S T W I ALd S = 2 ¢ 2 2 5 1 5 10

es, Pegasus 8 3 0 4 4 3 4.2 5

efully through the sky, War swans lead by a black Drake
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SPECIAL CHARACTERS

Halflings are not a particularly warlike race and produce very few natural warriors, indeed the
few legendary heroes they do have generally reach that status by killing a handful of Goblins!

THE COMRADESHIP
The Comradeship is an elite club. To join it
one must be incredibly brave, incredibly rich
or incredibly stupid. Preferably all three. All
members of the Comradeship are wanderers,
all looking for somewhere to go.

Together, Aragand, Olorin, Legles and Giblit,
along with the usual rag-tag bunch of Halflings
they always attract, form The Comradeship. An
unlikely bunch, but you never know...

OLORIN

THE GREY WIZARD.............. 290 points
An itinerant wanderer, Olorin is much admired
in the Moot for his firework displays and even
more so for his ability to pull rabbits out of a
hat. Tasty rabbits too. Olorin has a secret. But
he’s not telling.

MWSBS S T W I A Ld
4 3 3 4 4 4 6 3 8

Weapons/Armour: Olorin is armed with a
sword.

Olorin

Magic Items: Olorin is a Wizard Lord and
entitled to up to four Magic Items.

Magic: Olorin is a Wizard Lord and may use
four Battle magic or Grey magic spells.

ARAGAND

THE LAYABOUT.......cccoccurennnn 150 points
Aragand is the type of bloke you see sitting in
the corner of any tavern in the Empire. Alone,
scruffy and unloved (at least by those who
don’t know who he is). He claims to be a King
in waiting of a far off land. He could be right,
who knows?

MWSBS S T W I A Ld
Aragand 4 6 6 4 4 3 6 4 9

Weapons/Armour: Aragand wears light
armour and is armed with a double-handed
sword.

Magic Items: Aragand is entitled to up to
three Magic Items one of which must always
be a sword (note the sword will still count as
being double-handed).

GIBLIT THE DWAREF............... 30 points
Giblit is a failed Slayer. In absolute shame, his
peers sent him out to befriend an EIf This he
did, much to the Elf’s disgust. His low
leadership means that he is very likely to run
away at the mere mention of trouble if he
were not in the company of his companion,
Legles the EIf.

MWSBS S T W I A Ld
3 6 5 4 5 2 4 2 5%

Giblet
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Weapons/Armout: Giblet is unarmoured and

armed with a massive axe.

Magic Items: Being technically a Dragon
Slayer, Giblet is entitled to two Magic Items
and may even use Rune items from the Dwarf
army book, he may never wear armour

though.

sPecial Rules: So long as he is with Legles the
Elf Giblet is immune to Psychology. In the
event that he should become separated from
Legles Giblet becomes subject to Stupidity.

LEGLES THE ELF.................. 104 points
Legles, out for his morning constitutional, was
forcibly befriended by a hapless Dwarf, named
Giblit. The two have formed an unlikely
friendship and Legles has taken it upon
himself to steer the failed Slayer into trouble

whenever possible.
MWSBS S T W I A Ld
Legles 5 6 6 4 4 2 8 3 9

Weapons/Armour: Legles is armed with a
Wood Elven Longbow and a sword and wears
light armour.

Magic Items: Legles is entitled to up to two
Magic Items.

HALFLING ONLY MAGIC ITEMS
Halflings are not naturally magical beings,
magic just happens to them. Magic rings
‘happen’ to be found, magic weapons left
lying around? In the middle of a battle field?
Fancy that! Most of the Magical Items ‘happen
to have just turned up in the Moot one day
and come from all over the World. Even dark,
dangerous magic doesn’t seem to turn a hair
on their feet.

’

There is such a thing as a Halfling Wizard, but
the time it takes to study is just better spent
on more fattening exercises — eating for
example. Halflings much prefer to hire
‘passing’ mercenary wizards, usually dressed
in grey and muttering incomprehensibly about
Elves and Goblins. One such wizard can be
found lurking in the Special Character Section.

Some Magical Items have become synonymous
with Halflings over the years (they nicked
them so long ago, the statute of limitations
hadn’t even been thought about!). These
include:

The Ring of Concealment......30 points
This magical ring makes it very difficult to see
its wearer. He cannot be hit by missile fire and
the enemy suffers -2 to hit to hit him in close
combat.

unit of Lords of the

S1 prepare i
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This magic sword gives its bearer +2 Strength.
In addition, it causes Fear in Orcs and
Goblins.

Bimbo’s Book

of Sage Advice......cccceeerreeeneneee 20 points
The Book enables its bearer to give some
sound advice to his army. At the beginning of
the game roll a D6:

1-2  One unit may re-roll missed missile hits.

3-4  One unit may re roll missed hits in
hand-to-hand fighting

5-6  One unit receives +1 to its rank bonus.

‘Sage Advice’ is Halfling for a good talking to.

Housewives

Washing Line......c.cccceeveerreeenees 30 points
Nobody, but nobody dare get this washing
dirty or there’ll be hell to pay! This item gives
the Housewife unit +2 combat resolution.

‘s Battle Ram sculpture...

CONVERTING AND PAINTING YOUR

HALFLINGS
This article was the latest episode of my
insanity. Within minutes of deciding on my
grand if somewhat mad-cap scheme I had
popped down to Mail Order (another distinct
advantage) and purchased myself one of every
Halfling ever made by GW. There are some old
Halflings that do not even appear in the
catalogues but they are all infantry models.
What about cavalry? War Machines? Flyers etc?
and most important some rules with a sense of
humour? With a theme of food and farming,
ideas abounded. Sheep, rams, goats and swans
were all modelled in green stuff and cast in

18

RTV rubber using all the spare white metal I
had collected over the last 18 months or so.
Halflings on foot were converted into Halflings
capable of riding ruminants. Old fashioned
farming harvesters were scratch built using a
mixture of plasticard and bits from the bits
box. Catalogues were perused. Mail Order was
raided time and again.

A bit about painting

Being neat is important. To get the paint
where you wan it to go always use the correct
sized brush which should be in good
condition. To get a point on your brush roll it
between your lips. You can restore brushes by
washing them well with hair conditioner. GW
brushes are great for all but the finest details
(eyes etc.). I use artists brushes for, sizes 000,
00000 etc.

Preparation and assembly

This is very important. Wash your figures using
soapy water and a tooth brush (not your
mum’s or wive’s as they tend to get upset).
This removes the talc used in the casting
process as well as any oxcide built up in
storage. Remove all excess metal or plastic
carefully. Stick parts together with 2 small
amount of superglue, less works better than
more. If you have large parts to stick together,
add a small amount of epoxy putty (green
stuff) as well as superglue, it holds together
quicker and is more permanent. Make sure
that no putty obscures any detail or sticks to
the surface of the model.

Position and Lighting

Paint in a position in which you are
comfortable. I paint with my hands resting on
my knees so that both the brush and the
model are steady. Paint in good light, a desk
lamp with a daylight bulb is a great help.
Don’t paint in direct sunlight, it hurts the eyes
and dries the paint too fast. Don’t paint when
tired (or drunk! — you tend to dip the brush in
the wrong pot), just do an hour at a time.

Preparation and assembly

Use black or white undercoat. If you have lots
of metal or dark colours, choose black. If you
want bright colours like flesh, red, yellow then
chose white. If you have a mix, spray white
and re-undercoat the areas to be black by
carefully painting with diluted black paint.
Paint

Try to stick to a few colours. I nearly always
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use just two basic colours for
clothes/ornaments etc. plus skin colour and
prown or leather. Choose your colours
carefully, some clash like pink and yellow,
purple and green, purple and and yellow and
blue and yellow. Choose one or maybe two
bright colours only. I always water paint down,
especially the new pots which seem to dry out
faster and the paint seems thicker. For speed, I
always use a wash on top of the base coat.

This can then be highlighted with the base
coat colour and one shade lighter. Shading can
be done by starting with the darkest shade and
adding thin layers of increasingly lighter
shades on top.

Dry Brushes and washes

This is an art unto itself. If badly done it just
looks messy. To do it properly paint the area
with the darkest shade add a tiny amount of
paint to the dry brush and wipe off the excess.
There should be the faintest smear of paint
left. Then lightly brush the area until the
highlights are brought out. Use increasingly
lighter shades for a more pronounced effect.
Armour painted black then dry brushed silver
looks great.

Use washes to paint: armour — paint with a
metallic colour or dilute black wash. Wood —
paint brown, wash with dilute black wash.
Bone - paint cream, wash with very dilute
brown wash. Leather — paint leather wash with
dilute brown wash. Use dilute brown wash on
yellow otherwise use the same colour of wash.

Basing and Varnishing

A good looking base can really make a
difference to your model and will probably
determine whether you win the Golden
Demon or not. A basic way is to paint the base
green and cover with flock, glued on by
watered down PVA. You could use a mixture of
flocks, with sand, or tiny cork pieces. For
varnishing use matt spray for the best effect. It
is very important to shake the can very well
and apply several thin coats than a thick one
which is liable to run.

And remember — Practice!!

The dice was cast (usually coming up a ‘1’ or
double ‘6’ for me). I had the ideas and the
basics, the rest was easy, warped definitely but
easy. For three months I lived slept and ate
(well not literally!) Halflings. Hang on a
minute the men in white coats are here
again...

simple to conve
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orn fo be WAAAILD!

By Peter Hurrell

(Photographs by Chris Douglas)

Hi, my name is Peter Hurrell from Merseyside. I've
been gaming now for six years and in that time have
amassed a huge collection of miniatures. This
includes my original army of Ultramarines, my 3000
points of Imperial Guard, 1000 points Ork Kult of
Speed and my latest project, 1000 points of Khorne
Berzerkers for Warhammer 40,000. There is also my
1000 points of Dwarfs for Warhammer and my
GorkaMorka mob, Grogrots Krushas. This article was
inspired by watching Mad Max 2 and the major
vehicle chase towards the end. Enjoy!

Der’s Gear in Oem Der Duies

A huge haul of oil has been
discovered deep in the desert.
A number of Mobs are
competing for it but your
mob has been offered a
substantial reward (not
mentioning several ‘janglies’)
by the Meks to return it safely
to Mektown. For this purpose
a huge articulated lorry has
been constructed to carry the

fuel back and your mob has
been left in charge.

You reach the site after several
days of relatively peaceful
travel and a huge rig is set up
to extract the oil. Then you
see an enemy mob cresting
the horizon and realise you’ve
been found. The trailer is
filled and hooked up and the
chase is on...

Da Scenario

One mob of Orks are fleeing
across the desert with fuel in
a huge lorry. The other Orks
who cannot be bothered
digging for the loot are
determined to prevent this
mob claiming all the oil for
themselves and intend to stop
them!

Da Desert

A 4’x8’ table should be used.
There should be several
buildings and barrels at one
end with less scenery towards
the other. There should be a
straight(ish) path down the
middle of the board.
Remember, the lorry is not
very manoeuvrable.

Mobs

One mob must take control of
the lorry. A driver from this
mob should be nominated to
drive the lorry. No other
vehicles are used. This is
deployed within 12" of the
short board edge with the
buildings and any foot troops
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from the mob can be
deployed on it.

One or two enemy mobs
should be used, any more
than this and it becomes V'ery
easy for the attackers to win
using weight of numbers.
They should be deployed
within the deployment zones
shown on the map.

tartin
The defenders lorry moves
first as they attempt to put as
much distance between them
and the attackers as possible.

Endin’

The game ends when only
one mob is left on the table,
the others having bottled out
or left the table edge. The
defenders win if all attacking
mobs Bottle Out or the lorry
leaves the opposite table
edge. Attackers win if the
defenders Bottle Out or if the
lorry is destroyed or captured.
This occurs if the lorry is
boarded and no defenders are
left aboard (the driver may be
attacked as usual for vehicle
crewmen). If it is immobilised
continue to fight as the
attackers may be forced to
Bottle Out.

Income

Mobs may collect income as
normal. The mob(s) left in
possession of the lorry at the
end of the game gain 2D6x5
Teef as a reward added to
income before calculating
profit.

Experience

Warriors who took part in the
chase earn experience as
follows:

+D6 Survives

+5 Wounding Hit

Wounding downed warriors
does not count. Only 5 points
are earned regardless of the

Born to be Waaaild

The Rebel Grots aren’t

number of wounds caused by
the hit.

+5 Penetrating Hit
This is earned regardless of
the damage caused.

+D6x5 Penetrating Da Lorry
Earned regardless of the
damage caused by the hit.

+15 Driving Da Xpress

This is awarded as long as the
driver is in the Xpress and it is
moving for at least three
turns. It doesn’t really matter
if the driver’s mob wins or
not.

intimidated by the Xpress

+10 Winning

Awarded to the Nob of the
winning mob. If the attackers
win and there is more than
one mob involved then the
experience is given to neither!

Grogrots Kpress’ Delivery Service
(or ‘The Lorry In All Its
Glory’)

Construction

The cab was made out of
pieces of thick card. The
window was made out of two
pieces from Leman Russ

Pa Traylaa — fighting platforms and crew




Born to be Waaaild

From the front From side
1 Wheels/Tracks 1-2 Engine

2 Crew 3-4 Driver
3-4 Tank

5 Driver 6 Tank
6 Engine

Grogrot’s ¥press Hit Location Tables

5 Wheels/Tracks 6 Wheels/Tracks

From rear
1-2 Crew

3-5 Tank

sponsons, glued together and
topped with the tops from the
sponsons and a hatch from
the Leman Russ stowage box.
The tracks were made by
gluing track sections to a
piece of card, waiting for it to

dry and then cutting around
them. The front was made
from sprue sections and an
Imperial Dozer Blade, cut in
half and glued together at an
angle.

The trailer was the most
troublesome part of the
model, finding something to
use as the container was
nearly impossible. In the end
I used a length of drain pipe
which I had lying around! The
ends were covered in a piece
of thick card, carefully cut to
fit. The valve on the back was
made from a small flying base.
The gantries are made from
frameworks of sprue which I
have lying around in great
quantity. I also used wire
mesh to make the floor and
lots of flexible drinking straws
to make the pipes and the
exhausts on the cab section.

Painting was simple. Two or
three layers of black
undercoat were used and the
cab was painted with Bolt
Gun Metal. The frames,
ladders and platforms on the
trailer were drybrushed with
Bolt Gun Metal. Details, such
as armour plates and the
gantries were drybrushed with
Dwarf Bronze and the streaks
of dirt on the cab and the
front of the trailer were
drybrushed with Dwarf
Bronze or Snakebite Leather.

The ‘Grogrots Fuel Co.’, the
Ork glyphs and the number
plate at the rear ‘Krusha 1’
were painted in white and
then I went over them in Red
Gore. This takes time and a
lot of patience and should
only be undertaken by the
extremely foolhardy amongst
you!

Drivin’ Lessons

(The rules)

The Xpress is quite unique in
the Gorkamorka rules (as far
as I know) so it requires quite
extensive rules.

It can move 8" per turn and
can make a single thrust move
onaroll of a 4+, thisis a
further 6" of move. If this is



tailed there is nO effect, do
ot roll on the Thruster
guster Table. Dut.: to the
difficulty of steering a .
{umbering great lorry like this
it can make a single 45 degree
wrn during its move. It may
make slow speed manoeuvres
as usual-

it can be boarded as normal
but only in places where there
is room for the model to
stand. Models may move
around the Xpress as if they
were on the ground but
cannot make run moves due
1o the danger of falling off.
Combat is fought as usual on
board a moving vehicle. Note,
the driver may only be
attacked if the combatant
boards the cab section or
jumps across from the trailer,
passing an Initiative test first.

In 2 Ram, Overrun, Collision,
Rake or Sideswipe(or indeed
contact of any kind) the
Xpress causes D6-+1 damage
which penetrates
automatically and the other
vehicle causes 1 damage to
the Xpress. Foot models who
fail to avoid the Xpress take
D6 S4 hits as they are
squashed by several tonnes of
Xpress on top of them! The
Xpress cannot swerve out of
the way of enemy rammers
but can ‘play chicken’ (not a
good idea with something this
big!). If the Xpress crashes it
takes D3 hits to the front of
the cab and is immobilised on
a4+,

Shooting at the Xpress is at
+1 to hit (although there is
little point, see the damage
tables, below). This is in
addition to the normal +1 for
shooting at a large target.
Within 6", crewmen (not the
driver, as he’s enclosed in the
cab) may be targeted
separately from the Xpress
but are not at +1 to hit.
Individual hit locations which

Born to be Waaaild

Grogrot’s ¥press Damage Tables

Engine — Armour 12
Thruster destroyed — no thruster moves may be made.

Speed reduced ~ deduct D6" from the basic move.
Gas engine destroyed — only thruster moves may be made.

1

2

3

4 Immobilised — cannot move for the rest of the game.

5 Cab destroyed — Trailer moves 2D6" forwards and stops.
6

Cab explodes — Trailer is thrown 2D6" forwards and turns
90 degree along the line of travel. All warriors on board
are thrown D6" forwards and take a single S4 hit.

Driver — Armour 10
1-2 OK

3 The Xpress swerves 45 degrees directly away from the of
shot and moves D3" forwards.

4-6 Driver takes hit as normal, or a $3 hit from a collision,
ram, rake, sideswipe or crash.

Wheels/Tracks — Armour 9

1 Loses D3" movement.

2 Loses D6" movement.

3 Swerves, Roll a D6: 1-3 left, 4-6 right, and moves D6"
forward.

4-5 Immobilised

6 Crashes. The whole lorry, cab and trailer skids 90 degrees
either left or right (1-3 left, 4-6 right) and falls on its side.
It then slides 2D6" forwards. Anything in the path counts
as though it had been hit by the lorry as detailed above.
Crew are thrown D6" forwards and take a single $4 hit.

Crew — Armour 8
Randomly determine the crewman who is hit from those who
can be seen by the attacker.

1-2 OK
3-4 Takes a S3 hit and falls off the Xpress on a 6.

5.6 Takes hit as normal or a 83 hit from a crash, collision, ram,
rake or sideswipe.

Tank - Armour 12
1-2 Armour is reduced by 1 point.

3-4 Leaky pipe — on a roll of a 4+ at the start of the defender’s
turn the Xpress explodes as below.

5-6 The Xpress explodes! Everything within D6+6" take D3 S8
hits which cause D6 wounds. Vehicles take D6 hits which
penetrate automatically.
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can be seen by the firer can
also be targeted separately,
again, not at +1 to hit. Firing
from the Xpress is at the usual
-1 to hit for a vehicle moving
over 6".

final Word

The scenario can be adapted
for a convoy of buggies
containing barrels (count as
Gubbinz) and is almost as
much fun for those of you
who are sane enough not to
attempt to build a lorry. The
entire lorry took two weeks to
assemble and about ten days
to paint. I think it looks quite
good and intend to build
some alternative trailers, such
as a low loader and a gun
platform with a BIG Basilisk-
style gun on the back, but as
yet I haven’t got around to it.

Grogrot's Xpress rumbles off to victory!

That was a very short game!

Thanks to Chris (owner of the
offending Grot) for the
brilliant photos.

Have fun playing the scenario,
if it seems unfair try altering
the lorry’s speed or armour
values. I had to, after a single
Rebel Grot managed, with a
single slugga shot, to
immobilise my lorry about
half way across the board.

Remember, the rules are only
what you make them, have
fun!

- tell you which articles appeared in which
Journals, availability and prices of them.

ARCHIVING
SERVICE

Those helpful Mail Order Trolls have compiled a complete
listing for all the acticles that have been published in previous
Journals. Where a certain Journal is
1o longer available, you can order
photocopies which are sent to
you in a dust-proof plastic
wallet by first class post, So, if
you're kicking yourself for
missing the rules for the
Undead Plague cart or the
_ Norse Army list for
Warhammer, or even if you
want to know if there have
ever been rules written for
Dwarf Acrobats! All you
have to do is give the Ladz
at Mail Order a call on
0115-91 40000 (phone
lines are open from
700 am tit
midnight) and they'lL
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viarc Fifty Guilders' Bevan'

By Marc Bevan and
Steve Hambrook

Being a genuine report on
bow a bunch of berks (i.e
us!) got on with promoting
the bobby to our seriously
laid-back if a little
deranged Dutch muckers.

ISteve "Need beer!” Hambrook

The Amsterdam Grand
Opening Report
30/31st Oct 1999

THE PLAYERS
Scribe: Marc Bevan

Forge World and Enthusiasm
support: Ewen Little

Snoring: Steve Hambrook

TURN ONE:

DEPLOYMENT - 04.30 hrs
Games Workshop HQ: It is
cold and foggy and as ever
Ewen is enthusiastic (Ewen is
always enthusiastic, about
everything, it's just what be
does and be does it
remarkably well! — Ed). He is
enthusiastic because it is cold
and foggy and we are both in
work before Steve — Shock!
Yes Ewen, passport, I've got
my passport. Yes Ewen,
tickets, I've got my tickets. No
Ewen, I don’t know where
Steve is. Yes Ewen, typical.
Steve’s always late. No Ewen,
no he’ll be here — he’d better
bloody be here...

Friday - 05.15 hrs Games
Workshop HQ: Rolling a
four, Steve finally turns up
looking how I feel but
generally being better at it!
Ewen decides to target Steve

with understating the obvious.
Steve being more
communicative than usual —
burps twice, scratches his rear
and groans ‘morning, are we
off then?’ deflects Ewen’s
enthusiasm attack with his
unlimited supply of ignorance
cards.

Friday - 06.30 hrs Midland
East Airport: It is still cold
and foggy and it seems that
Ewen’s enthusiasm is
beginning to become
infectious — WE ARE OFF TO
AMSTERDAM! Yes Ewen,
we’ve got our tickets. Yes
Ewen, we've got our
passports. No Ewen, we’ll

change them when we get
there. Yes Ewen you can sit by
the window. I'll tell you what;
I'll just read my book. These
ignorance cards are cool!

MOVEMENT - 09.30 hrs
Amsterdam International
Airport: Dazed and confused
we manage to sweep past
Amsterdam’s first line of
defence with only one
casualty — John Radcliffe from
Mail Order who we surmise
has overslept or spon-
taneously combusted. A roll of
a six brings on the
reinforcements. The
newcomers consist of Fred
Reed — the South West's

GW Amsterdam - The calm before the stormy...




Hobby Manager and general
rabbit and small animat
worrier, Stuart McCorquodale
— Cardiff’s Ginger Ninja and
Travis Smith. Oh Gods! Travis
Smith. ..

SHOOTING - 10.30 hrs
Holiday Inn: ...unfortunately
there isn’t any shooting
although Lady Luck is in and
has Ewen and Travis sharing a
room.

HAND TO HAND - 12.30 hrs
Games Workshop
Amsterdam: As soon as we
arrive at the store both Steve
and 1 are impressed. All GW
stores have great show pieces
in the window but not only
does GW Amsterdam have
excellent show pieces in the
window (of note was Dennis
Jonker’s Orky dive bomber)
(There’ll be more of that in a
later issue — Ed.) but also
great show pieces in both
artwork and foam icons
excellently designed by
Raymond Burger. Joss, the
store’s manager greets us and
looks like something out of
one of Warwick’s Viking fetish
magazines — Pillage! As does
most of the staff. — Joss-falg

and his mercenary Ogres’.
With a rueful grin Steve can’t
stop shaking his head and
muttering something about a
special character called King
Huge, whoever he is.

MAGIC - 20.30 hrs
Amsterdam: After a long day
preparing our display and
chatting to the lads we all play
the ‘Move Unit’ card and are
magically transported into
town. Food is the first
objective. Amsterdam
counters with the ‘Ere we go’
card making the trek toward
food a little tougher but we
battle on, and finally reach the

mystical restaurant that only
serves beer and meat in vast
quantities! Mmmm...

Rejuvenated, we all want to
play the ‘Blast’ card and see
what will happen. We end up
in a place similar to
Nottingham’s very own
Hooters (a bit saucy! — Ed)
and try our best to avoid the
assault of Slaanesh. All of us
fail! None more so
spectacularly than good old
Travis who pays an
extraordinary sum in Guilders
for a shot of tequila from a
most interesting receptacle...
well lets just say that it was a
novel way of serving a drink...
after which everything begins
to spin.

TURN TWO:

MOVEMENT - 08.30 hrs
Games Workshop
Amsterdam: Considerably
worse for wear Steve and 1
humbly slouch in the back of
the taxi as Ewen enthuses at
us. Yes, it was a great meal.
Mmm, the steak was really
nice. No, we can’t believe he
paid that much for a shot of
tequila. Yes, she was pretty...

The city blurs past me as the
taxi driver bobs in and out of
lanes. The way he is driving
defys all - I'm surprised we
haven’t hit anything. Steve
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4 1 both opted to play
f::r:other ignorance card each —
unfortunately they fail ar.xd
[wen is more enthusiastic
than ever.

$HOOTING - 09.30 hrs
Games Workshop )
amsterdam: Again there isn’t
much shooting but it feels like
someone is having a bloody
anod go inside my head...

HAND TO HAND - 10.30 hrs
Games Workshop
amsterdam: The day blurs
into one long hour. It is really
good to see how interested
and how much into the hobby
people actually are. With a
fixed grin and cheeky wink
steve leaps over the table
Citadel Journals in hand: ‘Do
you play the hobby? ‘What
army do you collect?” ‘Have
vou read The Journal?’

It is inspirational, truly an
epic feat of salesmanship that
Double Glazing and Car
dealers will talk about for
years. The Kentish master is
awesome — but it isn’t
enough. With their Toughness
bolstered through being
foreign, Steve’s salesmanship
bounces harmlessly off our
Dutch friends. They simply
don’t understand his cheeky
cockney ways (I'm not a
bloody cockney — I'm from
Kent! — Ed.). 1 couldn’t leave
him out there. ‘Have you read
any of our novels?’

*‘What about the comic’ —
some fell but most just smiled
and chanted the litany of the
hobby...

‘I collect Wood Elves. I have
over 3000 point’s worth. My
friends and I...’

Steve needed to get out of
there at this point, he ducks
and dives, elbow smashing his
way past conversions and
army lists explaining loudly —
‘Ll AM GOIN’ FOR A FAG!’

Two go Mad in Holland

A rare moment of silence from Ewen ‘It’s brilliant’ Little

We manage to stave off the
initial assault until the
reinforcements arrive in the
guise of the Studio team — Jim
Butler, Jes Goodwin and Karl
Kopinski. The prospect of not
only getting to talk to Jes but
also getting to see and play
with the fantastic new Land
Raider he’'d designed together
with seeing Karl’s brilliant
portfolio was just too much
and has the opposition in
disarray.

MAGIC - 21.30 hrs
Amsterdam City Centre:
Amsterdam casts her first —
‘ere we go’ card of the
evening and we end up in a
brilliant Chinese restaurant.
About thirty GW staff are here,

all hungry and all wanting
beer. We ate, we drank and
we laughed and then we hit
town. Again Amsterdam
displays her mighty sorcerous
powers and plays some more
powerful alcohol related cards
(well they certainly gave me
a banging beadache the next
morning I can tell you! — Ed).
The city begins to spin and
take on an orange hue. We
lose one of our own — Travis,
who we buy back for 150
points after about fifteen
minutes I find I've won ten
guilders on a bet which can’t
be at all bad... after which
everything begins to spin
again.

[ e 5
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A prize specimen of Dutch groovyness!

TURN THREE:
MOVEMENT - 09.30 hrs
Games Workshop
Amsterdam: Worse for wear
Steve and I humbly sit in the
back of the taxi as Ewen
enthuses at us. Yes, Ewen we
saw them. No Ewen, we don’t
know what happened to
Travis. Really Ewen, that is
most interesting...

The taxi ride is as mad and as
random as ever.

SHOOTING - 09.30 hrs
Games Workshop
Amsterdam: Apart from my
memory of the night before
nothing else has been shot...

HAND TO HAND - Games
Workshop Amsterdam: The

L= = 1 =2
Frank ‘Ogre’ Molenaar’s macho act fails to impress Fred

day blurs into five-minute
bursts. This time we manage
to fare better. The ‘Buy two
get one free’ tactic works a
treat. But we take a wound
caused by one of our own!
One of the guys from the
store comes up to see the
new Land Raider and have a
look. Instead of playing with
the new moving parts,
admiring the amazing amount
of detail what does the guy go
and do? Yep, he picks up a
plastic Space Marine used to
show the scale of the Land
Raider and goes — ‘Cool!’
completely ignoring the Land
Raider, the Space Wolf Lord,
the new Imperial Guard
Sentinel and a few other tasty

Ry
het'

i .
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bits and pieces Jes had been
working on!

MAGIC - 20.00 hrs
Amsterdam City Centre:
After another great meal with
more beer (lots more beer —
Ed.) we are ready for anything
Amsterdam can throw at us —
How wrong I was! The world
seems to spin by as we walk
along the streets ignoring the
Daemonettes of Slaanesh, the
street vendors and the
generally weird people you
meet in strange cities. We mill
about stopping off for more
beer as everything begins its
customary spin into oblivion.

10.30 hrs Holiday Inn
Amsterdam: The phone rings
somewhere off to the side of
me. Yes Ewen, I’'m awake.
Steve, Steve wake up. Yes
Ewen, Steve’s awake too. Eh?
What time’s it now? Right,
we’ll only be five minutes...

Bleary eyed and awake — just,
Steve and I only have time for
coffee and tea which at it’s
best is knocked up and milky.
Tired and hungover we say
our goodbyes to the lads and
head off to the airport. The
taxi driver is doing his best to
try and part me from the
previous night’s food and by
the way he is driving he
doesn’t seem to mind which
way it comes out... and with
that the world begins to spin
us back to Nottingham HQ...

A BIG THANK YOU TO THE
FOLLOWING: KEN ROBSON,
FRED REED, JOSS AND THE
STAFF AT GW AMSTERDAM
AND TRAVIS (WITHOUT
WHOM MOST OF THE
EVENING’S ENTERTAINMENT
WOULD HAVE BEEN SADLY
LACKING)

(Alright Bev, that’s enough
you'll be wanting to thank
your mother next! — Ed.)

THANKS MAM...
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en ytrecht Gaming Day

: E PLAYERS

vith ;Z;-Iibe; Steve Hambrook

hing Forge World: Keith Krelle and

15 — Dean Winson

irld

ik DRIVING ON THE

the WRONG SIDE...

the Now it kind of starts like this:
After having only just

u recovered from the

mill debauched goings on and

re lunacy of the Amsterdam

its Grand Opening Alan Perrins, .

on, manager of Benelux Trade == _ U ‘ ] N
Sales, sauntered over to me Dean’s hard-man look is totally spoiled by Keith's cheeky grin

ings and asked if I wanted to go

of pack to Holland for this Dutch
Gaming Day thingy he was
organising...

ih? GO ABROAD!
TWICE IN AS MANY WEEKS!
PAID FOR BY THE COMPANY!

ast, -1 NEEDED A FAG AND A SIT

for DOWN!

; (Ohviously the answer was a

lky. resounding yes! Then it

4 transpired that I would be

nd driving — oh dear... I would be

= driving an economy budget

Lto hire-van stuffed full of Forge
World stock — oh dear... On

by the wrong side of the road ~ I
needed another fag and a sit

:h down! Now the people that

th know me and have .

n experienced my driving know

[ that my time on the planet is

E likely to be mercifully short.

N Compound that with driving a

[E, knackered old van and on the

[ wrong side of the road (being
British I can never admit that
we drive on the wrong side of

INT the road, of course), basically

y we were doomed!

At some ungodly hour of the
morning (yes, of course I was
late) T met my two colleagues
from Forge World — Keith ‘The
smiley lad-about-town’ and
Dean ‘The deep and sensitive




 d
One of the ma

v games of 40K in the Baule of the Shops

lad-about-town’ and we
prepared for the four or so
hour long drive to Harwich
for the ferry — boy, did they
not know what they were
letting themselves in for...

If we were to stay alive we
had to have a plan. My plan
was so: I would use all of my
skill and concentration (look,
stop it. It IS a good plan!) to
ensure that I was on the right-
hand side of the road and to
avoid hitting anything. Keith
would navigate and Dean
would keep up a constant and
eagle-eyed surveillance to
assist me in avoiding hitting
anything and perchance
damaging any of the
expensive stock we were
carrying. The first couple of
hours driving in Holland and
Keith couldn’t even read the
map - ‘It’s in foreign...” he
kept saying and as for the
eyes and ears — Dean was
asleep! For reasons entirely
beyond me my confidence
was at an all time low.

After our initial fumblings and
bumblings and more through
luck than judgement we
found our hotel, found the
bar, found some booze and
rapidly found uncon-
sciousness...

THE BUYING DUTCHMAN
Driving to Utrecht from
Rotterdam was never going to
be easy. Driving to Utrecht at
5.00 am wasn’t going to make
it any easier and when the fog
descended we knew that
somebody really didn’t like us.

We finally arrived at the event
not really expecting much.
Through my ignorance I had
previously assumed that the
population of Holland was
about twelve people and a
cat. Blimey was I wrong, this
event had drawn in over
1,200 people from all over
Holland! There were forty-




< 5o

\is

\hree gaming tables
-’Ccommodating nearly every

- ‘hammer,
- game — War ;
'.\:;"a:hmmer 40,000,
Net:mmunda, Blood Bowl,
sordheim, Battle Fleet
(yothic, Gorkamorka.

| got talking to 2 chap called
Floris Husaarts who had
[-_,,-ganised the Dutch ‘end’ of
things and was astounded by
the stupendous amount of
effort he and his comrades
had put into getting the event
off the ground (three months
to get organised and no sleep
for the two days previous to
it!). He was a member of the
‘Mercenary Project’ similar to
the American Outriders — guys
(and girls — that’s what I love
about gaming on the
continent!) who just promote
the hobby through
independent clubs and stores
in return for a few minis and
a bit of terrain. Floris went on
to explain the ‘Battle of the

Shops’, where independent
store’s clubs brought along
their armies and battled it out
with the Eindhoven gaming
group providing the scenery
for all. There were the much
esteemed ‘Orange Orc’
awards consisting of nine
painting and modelling
categories and judged by Gav
Thorpe and Chris Fitzpatrick.

Stunned by the excellence of
it all and the sheer hard work
put in by Floris and his fellow
Mercenaries I decided to have
a wander and find out what
the Dutch angle was on the
hobby. I met a great mix of
gamers, modellers and
lunatics who had taken it
upon themselves to get
together for this impressive
Dutch version of Games Day.
The Amersfoort gaming group
put on possibly the biggest
game of Warhammer I've ever
seen — over 20,000 points a
side! The incredible Bert

ol
Blood Bowl, still going strong...

Two go Mad in Holland

Dubbelaar had constructed a
massive High EIf city with
walled harbour that was over
12 feet long!

I returned to the Forge World
display to find the guys had
made record takings. After all
this getting home was a
doddle (even though Dean
slept through most of it!).

BATTLE OF THE SHOPS
WINNERS
Warhammer Category:
Ist Place: Vincent Brugge of
Spelkwartier, Arnhem — 67 pts.

2nd Place: Gert-Jan Oudenes
of Cave — 64 pts.

Warhammer 40X Category:
Ist Place: Michiel Khorne of
Fantasy Fanatics, Harlem — 62 pts.

2nd Place: Roland van de
Boogaard of Atomic
Eindhoven - 60 pts.

Overall Shop Winner:
Spelkwartier, Arnhem — 121 pts.

Fighting in the ruinous streets of Mordheim:..

Some of the cool Orange Or¢ entries
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THE BANEBLADE

SUPER HEAVY BATTLE TANK
Model designed by Brian Fawcett, rules by Jervis Johnson
(‘banged together’ by Gav Thorpe!)

The Armoured Might of the Imperial Guard
The Imperial Guard is unimaginably vast, and although necessity dictates that much of its equipment jg
standardised there are innumerable different patterns of vehicles, equipment and weapons. None of thes
vehicle variants are as common as the STC construct patterns of the Leman Russ, Chimera and Basilisk, byt
they are not unknown.

Imperial Armour returns with its range of ultra-cool, ultra-detailed, ultra-specialist Warbammer 40,00(
tank kits. These are individually made in band-poured resin, and we’re not making many of them. Thi;
issue we bring you the mighty and legendary Baneblade Super Heavy Battle Tank. And what’s more, you'l)
only find the rules for using them right bere in the Journal!

Watch this space for more kickin’ unique tanks like the ome Thunderer Siege tank...

If you want to know more, send an SAE (or two IRCs) to:
Imperial Armour, Forge World, Games Workshop Ltd, Willow Rd, Lenton, Nottingbam,
NG7 2WS. UK

P

Or for the latest news keep your browser pointed at our
http://www.blacklibrary.co.uk

M
{ SEND TO: IMPERIAL ARMOUR, GAMES WORKSHOE, WILLOW ROAD, LENTON, NOTTINGHAM, NG7 2WS * UK

( ORDER FORM Price (UKE)  Price{US$) aty Tofal
Baneblade tank kit £125.00 $210.00

(Please remember to include an additional amount for secure post and packaging, £5.00 UK/Europe. £10.00 (US $17.00) ROW.

Payment may be made by cheque or International Money Order (sterling or US dollars only). Cheques should be made
payable to Games Workshop Ltd (Please allow 28 days for delivery). We can now take telephone credit card orders on
our new Black Library Forgeworld Mail Order hotline: 0115 916 8177 (open 3pm-6pm Mon-Fri UK time)

Name; Age:
Address:
Postcode/Zip Country:

Telephone no:

* Remember: these models are only available from the Black Library, Games Workshop-held events and shops at
Warhammer World (UK) and Glen Burnie (USA) (Please phone the shop to ensure the availabifity before visiting)
! These kits are recommended for experienced modellers. / |
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IT’S HERE!
IT’S HERE!

BANEBLADE SUPER
HEAVY TANK

Can you keep a secret? Hmm?
Ob well, I guess I'll bave to
trust you anyway. I managed
to sneak into Jervis Jobnson’s
scriptorium and pilfer the
following treatise on the
Imperial Guard Baneblade
Super Heavy Balttle tank. It’s
an excerpt from Jervis’s ‘work
in progress’ vebicle design
rules.

APPENDIX I:

WAR MACHINES

The battlefields of the 41st
millennium are home to some

truly awesome war machines.
These huge vehicles tower
over the battlefield and carry
enough weapons to wipe out
a typical 40K army in a round
or two of shooting! I've yet to
meet a 40K player who didn’t

secretly want to include such a

vehicle in their own army, and
the following rules allow you
to do just that. Be warned,
war machines will dominate
any game they are used in,
and because of this should be
saved up for special occasions,
rather than being wheeled out
willy-nilly for every game that
is played.

Using the Baneblade
Baneblades fight in their own
‘army’, fighting alongside
another army as a separate

LADE SUPER HEAVY TANK
(This is a complete resin kit)

detachment, as described on
page 131 in the 40K rules.
This limits their use to either
fighting on their own, or in
games of 2,000 points plus
per side. Baneblade
detachments consist of up to
three Baneblades.

Structure Points
Super-Heavy vehicles, Scout
Titans, Titans and Leviathans
are so large that they can
absorb damage that would
destroy another vehicle. To
represent this they must be
given two or more structure
points, which equate roughly
to wounds for other models.
Basically, the more structure
points a vehicle has, the
bigger it is.




BANEBLADE SUPER HEAVY BATTLE TANK

Points Front Acmour Side Armour Rear Armour Bs
Baneblade 704 14 13 12 3
Hammer of the Emperor Type: Tank

The Baneblade and iis variants is one of the
oldest Imperial tank designs still in use. Created
using Dark Age Standard Template Construct
technology, it uses many systems that are now
unique to its construction. This ancient STC data
is limited to only a bandful of Forge Worlds, and
most of the original Baneblades come from Mars
itself

1t is claimed that in the past there used to be
whole divisions of Baneblades in the Emperor’s
service, but today an Imperial army is fortunate
to have a Company of three, and more usually
only a single Baneblade will be tlable. This is
because there is immense demand for the
Baneblade, both for its bighly destructive
abilities and survivability, and also for the
morale boost seeing such a bebemoth gives the
troops. For these reasons, the millennia bave
seen a slow but sure increase in the number of
‘counterfeit’ Baneblades seeing service in the
Imperial army.

These Baneblades, produced by Forge Worlds
eager to secure large military contracts and
trade concessions, do not incorporate all of the
available STC data that is on Mars and the few
other favoured Forge Worlds. While a true
Baneblade uses much more powerful rocket-
propelled shells in its main battlecannon, a
second generation Baneblade (as the Adepts of
Mars refer to these tanks) uses only standard
Battlecannon ammunition. Similarly, the
reinforced mount of the Demolisher cannon in a
true Baneblade allows it to lay down a
d ing bombardment as it ad es, while
second-generation Baneblades normally mount
a second Battlecannon in the bull. These are not
the only differences, for the original Baneblade
design bas improved internal armour bracing,
greater engine performance and transmission,
superior comms and tactical logic engines and
all manner of other secondary systems which are
Jar superior to those of the second generation
war machines.

There is one sure way for a Commander to know
if be bas a true Baneblade placed under bim.
Each Baneblade constructed and consecrated on
those Forge Worlds that bave the original STC is
logged and registered with Mars, and is given its
own identity number and name. Its
whereabouts, the warzones it bas fought in, the
crew rosters and all its other bistory are
reported regularly to the orginating Forge World
so that the fate of each and every Baneblade
might be known - if one knows where to look...

Size: Super Heavy
Speed: Lumbering
Structure Points: 3
Crew: Imperial Guard

Weapons: The Baneblade mounts 3 twin-linked
heavy bolters, 2 las-cannons, 1 demolisher
cannon and 1 mega battle cannon with co-axel
autocannon.

Options: A Baneblade may be given the
following vehicles upgrades for the points cost
listed in the Imperial Guard armoury: Hunter
Killer Missile, Improved Comms, Minesweeper,
Pintle-mounted Storm Bolter, Searchlight,
Smoke Launchers. In addition it can have a crew
escape mechanism for 25 points, which will save
2D3 crew members instead of D3.

‘WAR MACHINES:

BANEBLADE SUPER HEAVY TANK
Baneblade’s fight in their own detachments of
up to three vehicles. Only Imperial Guard
armies of 2000+ points may include
detachments of Super Heavy Tanks.

SPECIAL RULES
(see text for full details)

Ordnance: The Baneblade may fire Ordnance and
still fire other weapons. They may fire Ordnance
even if they move.

Targeting: Instead of picking one target for the
Baneblade, pick a target for each of its weapons.

Baneblade Tank Shock: Enemy infantry must
test at -1 to their leadership if they are Tank
Shocked by a Baneblade.

Lumbering Vehicle: The Baneblade can move
up to 6" a turn. It must always move straight ahead,
but can pivot by up to 90 degrees at the end of the
move.

Difficult Terrain: The Baneblade can ignore low
walls, hedges, bushes and rubble. Going through
other difficult terrain they test as normal. However,
if they roll a 1 they are not automatically
immobilised, instead they lose D3" of movement,
just as if they had suffered an Engines Damaged
result on the damage tables.
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Ordnance

War machines may fire

" (irdnance and still fire other
weapons. They may fire
{cdnance even if they move.

Targeting

War machines can engage
more than one target unit if
desired. Instead of picking a
turget for the War Machine,
pick a target for each weapon
on the War Machine. You must
declare all of the war
inachine’s targets before
resolving any fire (you can’t
see how one of its weapons
ilid before deciding what the
uthers are firing at).

Baneblade Tank Shock
Enemy infantry must test at -1
i0 their leadership if they are
Jank Shocked by a Baneblade.

Lumbering Vehicles
lumbering vehicles grind

=

along at a slow and steady
pace. These vehicles can move
up to 6" a turn. They must
always move straight ahead,
but can pivot by up to 90
degrees at the end of the
move. Lumbering vehicles can
fire all of their weapons even
if they move.

War Engines and difficult
terrain

War engines treat difficult
terrain differently to normal
vehicles. For a start, they can
ignore low walls, hedges,
bushes and rubble - there’s
no need to test for these at all.
Going through other difficult
terrain they test as normal.
However, if they roll a 1 they
are not automatically
immobilised, instead they lose
D3" of movement, just as if
they had suffered an Engines
Damaged result on the
damage tables (see later).
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‘War Machine Damage
Tables

Roll on the following tables
(over) for glancing and
penetrating hits on a War
Machine. Ordnance rolls on
these tables, not the Ordnance
damage tables.

New weapon rules
Co-Axel Weapons: A ‘co-axel’
weapon is one that is fixed
beside another weapon of a
different type, a bit like a twin-
linked weapon but where two
different types of weapon are
used. For example, a tank
might have a turret mounted
autocannon with a co-axel
heavy bolter mounted beside
it. Any type of weapons may
be fitted into a ‘co-axel’
mount. Both weapons must
fire at the same target unit,
even if fitted to a war
machine.
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GLANCING HIT

Gl N -

(S+D6 ROLL EQUALS ARMOUR VALUE)

Gun Crew Shaken - One weapon may not shoot next
turn (chosen by opponent)

Gun Crew Shaken — One weapon may not shoot next
turn (chosen by opponent)

Driver Stunned — May not move next turn (skimmers
drift D6" straight ahead)

Engines Damaged — Knock D3" off the vehicles move
(vehicles reduced to a move of ‘0’ are immobilised,
skimmers destroyed).

Field or Weapon Destroyed — If the vehicle has any
Imperial or Eldar fields, then one is destroyed.
Otherwise one weapon chosen by opponent is
destroyed.

Major Damage — Loose one structure point and roll
again on this table. If reduced to ‘0’ damage points then
roll on the Catastrophic Damage table below:

PENETRATING HIT

(S+D6 ROLL BEATS ARMOUR VALUE)

Driver Stunned — May not move next turn. (skimmers
drift D6" straight ahead)

Engines Damaged — Knock D3" off the vehicles move
(vehicles reduced to a move of ‘0’ are immobilised,
skimmers destroyed).

Field or Weapon Destroyed - If the vehicle has any
Imperial or Eldar fields, then one is destroyed.
Otherwise one weapon chosen by opponent is
destroyed.

Major Damage — Loose one structure point and roll
again on the Glancing Hit table. If reduced to ‘0’
damage points then roll on the Catastrophic Damage
table below.

Major Damage — Loose one structure point and roll
again on the Glancing Hit table. If reduced to ‘0’ damage
points then roll on the Catastrophic Damage table below.

Chain Reaction — Loose one structure point and roll
again on this table. If reduced to ‘0’ damage points then
roll on the Catastrophic Damage table below.

36

Mega-Weapons: Mega-weapg;
are simply huge versions of
the weapons from the
standard weapon lists, for
example a Mega-lascannon
(for some reason mega-
weapons proved an extremely
popular options with the
testers of these rules!). Only
weapons fitted to Super-Heay,
vehicles, Scout Titans, Titans
and Leviathans, or any size of
Immobile mount, may be
upgraded to ‘mega’ weapons,
Mega weapons increase theijr
strength and armour
penetration by one point
each, so the mega-lascannon
mentioned above would have
a strength of 10 and an AP of
1 (ouch!). Note that strength
cannot be increased to highe;
than 10, or AP to better than |
as they are the maximums.

Well, that’s it, the Tall One is
returning from bis nocturngl
perambulations and I'd betiy
get out of bere. Hopefully,
Jervis won’t notice what I've
done (be seems such a mild-
mannered man when in
public, but appearances can
be deceptive) and I know I
can trust you not to tell bim,
Can’t I? I knew I could! You
won’t send bim lots of letters
making comments on the proif
and cons of bis war engines
rules, will you? Er, maybe you
will... Ta-ta for now!

THE WORLD
ACCORDING TO TONY
COTTRELL...

Those of you who are long
enough in the tooth or bave
picked yourself up a back
issue of White Dwarf 132
(December 1990) will
remember Tony's scratch buili
Baneblade and 1st edition
Warbammer 40,000 rules. The
Baneblade bas been a thing
close to Tony’s beart (after all




P t war and is a great
“i .'m‘:zz-”; and be bas longed
:‘:ﬁ;yave it made as @
W8 dard bit of kit for all you
wirmongers out there.
- sidering that not everyone
s the modelling skills of
oy (be i 4 git, isn’t he?)'at
Jewst now you can part'wzth a
ﬁn'ncely sum and acquire
ﬁ“' very own Baneblade and
seare the ‘bejeebers’ out of
your enemies!

For those of you who want to
play around with yards of
lasti-card, litres of superglue,
U lastic tubing and bits of kit
then we suggest you get bold

s a copy of this archaic and
nostalgic GW tome —
otherwise you know what
ulternative makes sense.

jony (who bas the enviable
Jjob of being the Fabricator-

(S+D6 ROLL BEATS ARMOUR VALUE)
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CATASTROPHIC DAMAGE HIT

Damage Control — The player controlling the vehicle
must take a Ld test for it (use the ‘standard’ Ld for the
army, i.e. 8 for Space Marines, 7 for Orks, etc.). If the
test is passed then the damage control systems on the
War Machine have contained the damage, and 1
structure point is ‘repaired’. If the test is failed your
opponent must roll again on this table (which may give
you another damage control test, if you're luckyt).

Destroyed — The vehicle is wrecked. Walkers collapse in
a random direction (models in the way leap aside
automatically). Mark the destroyed vehicle with cotton
wool or remove it entirely.

Explosion — Models within D6" suffer one wound on a
D6 roll of 4+ (saving throws allowed). Vehicles are
unaffected. Otherwise, as above.

Huge Explosion — The vehicle is vapourised in a huge
explosion. Roll 1D3 per original structure point to
determine how far the explosion extends. Models in
range suffer a wound on a roll of 4+ (saving throws
allowed). Vehicles suffer a glancing hit on a roll of 4+.

fﬁ-\“% E:_ _.._-E

Behold. the King of the battlefield. ..
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WHITE DWARF 132
MODELLING WORKSHOP

BANEBLADE
BY TONY COTTRELL
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General of Forgeworld and
Imperial Armour) has even
managed to put a little
design work into Imperial
Armour’s Baneblade kit ang
stamp a little of bis own
&enius onto it (although wer,
not going to credit you for it
Tony!).

‘Everybody should own a
Baneblade, if not at least
three!’ says Tony. A fine piece
of advice we admit, although
this is the man who bas bis
very own collection of Wwiy
German machine guns (be
reliably informs us that they
have been deactivated,
though). It bas been
interesting over the years to
see the amount of different
scratchbuilt Baneblade
variants (check out page 82
of White Dwarf 239 — Stu
McCorquodale’s 49th
Cadian Rangers, along with
bis Imperial Armour
Vangquisher and Sala-
mander Command
vebicle). It appears that
every Imperial Guard
commander just can’t seem 1y
belp themselves.

To keep the really mad,
obsessives out there and rich
ones (i.e. Americans!) bappy
Tony’s even considering the
Super Heavy Titan Destroyer,
the Shadowsword, for bis
product schedule although
you’'ve not beard it from us...
right?

: 105 whigp & call
d reg) Mufleg

Te !



Adeptus Codis Ref: 63557/X
Imperium Administratum File 15654/1G

MARS PATTERN MK Il BANEBLADE
SUPER HEAVY BATTLE TANK

I the ancient past. human technology reached the pinnacle of iis
achievement and mankind accomplished many great wonders of

| engineering, tervaforming and astrogenetics. Since then miich bhas been
Jorgotten or its true nature misunderstood. The greatesi of all the

achievenients of the past arve ascribed to supernatural forces and the

| beresies of the Dark Age of Technology. Today's guardian: f knowledge

dabble in arcana and mysticism whilst the secrets of the past lie
ignored or reviled before them.
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Hi I’'m Charles and back
on the hallowed pages of
the Journal eh? Great stuff!
Well, our Necromunda
campaign is now well
underway since I men-
tioned it last (CJ 34). At
present the top gang in
our campaign is a rather
unpleasant Scavy mob
who seem to delight in
devouring Heavies as two
gangs have lost their’s
dining with the Scavies
mine included. It does not
seem to help that the
Scavy player never has less
than fourteen Plague
Zombies shambling along
with his gang although my
lovely Escher babes ‘The
Hell Kats’ did give them a
bit of a kicking!

During our campaign we
developed quite a few of
our own house rules, not
least of all this article.
Returning to the subject of
the Zombies we decided
that the number of
Zombies that could be
taken would be limited to
equal that of the gang. So,
in a normal gang fight or
scenario the Zombies
would be unrestricted but
in for example a Hit and
Run scenario the Scavie
player can only have D6
gang members and is
restricted to only D6
Zombies. This rule seems
to work rather well and
stops the Scavy player
from vastly outnumbering
a gang in a small scenario.

Presently we are planning
an Arbitrator scenario
something along the lines
of John Carpenter’s
Assault on Precinct 13 but
with hordes of Zombies —
Eeeek!

Eldritch Hunters

Eldar gangs in Necromunda
By Charles Lister

TR

Wandering Ancients...
The Eldar, a race whose dark
history stretches for
thousands of years before
man’s civilisation arose. A
strange and enigmatic
people who have been and
are both allies and enemies
of the Imperium of Man.
Often the only contact
between humans and Eldar
are lone traders and scouts,
or if they are extremely
unlucky, the Pirates and
Raiders. The latter are quick
tempered and unpredictable,
equally likely to slaughter
those they meet, yet may
also show the greatest
compassion to defeated
enemies.

Eldar sometimes visit human
worlds, openly and
clandestinely, depending
upon their mission and the
level of xenophobia on the
planet. Their mastery of the
Webway - a network of
tunnels that extend through
warpspace — means that they
can often appear on worlds
without resorting to using
spacecraft. On very rare
occasions Rangers and less
often, the feared Eldar
warriors, are seen in the
depths of the Underhive, on
missions undertaken on
behalf of their Seers, who
guide the Eldar race.

Armed with superior
weapons and equipment and
possessing inhuman reflexes
they are dangerous foes to
those who seek to stop them
performing their tasks. Yet
the lure of these artifacts can
sometimes be enough to
provoke a Gang leader to
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take the risk. Spyrers find
them formidable foes worthy
of attention, whilst to the
Redemption and House
Cawdor, they are foul Aliens
intent on spreading
corruption in the Hive.
Ratskins and Scavies do not
take kindly to any invading
their territory, though the
latter find that they have
little meat on them.

The Imperium of Man,
represented by House
Helmawr do not want
unknown aliens trespassing
on their planet, especially
since this can draw
unwanted investigations
from the Adeptus Arbites or
worse the Inquisition. Agents
for the Imperial and Noble
Houses within and outside
the Merchant’s Guild keep a
watch for such potential
problems. Captured Eldar
often disappear uphive, as
slaves, pawns in some larger
game, bargaining chips for
off-world contact, or simply
to be handed over to the
Arbites as examples of the
efficiency of House Helmawr
in apprehending infiltrators.

OUTLANDERS

Eldar are an Outlander gang
and as such all of the Outlaw
rules apply to them with the
exceptions noted below. As
Outlanders, Eldar do not
have a Guild price and may
never pay off their outlaw
status.

TERRITORY

Eldar start with one piece of
territory generated on the
following table:




.1 Territory represents the Y
s ’e;way entrance (and exit) » TERRITORY TABLE E—-:
point into the Necromundan D66 Roll  Territory | =.
Hive, and is the only sure 11-16 Old Ruins (Necromunda p52) =
” '-ansdofi c?nmtrllll:i;llcaUOH 21-25 Collapsed Dome (Outlanders p10) -
- 1 (8)
q:_d & orld. Consequently, 26 Mineral Outcrop (Necromunda p52 g
gldar will not move from 31-36 Mine Workings (Necromunda p52 =
3 their jnitial territory unle.ss 1 ) by
1 jorced t do so, any territory 1-46 0Old Ruins (Necromunda p52)
rthy which sﬁﬁutktih be ls(t)1sl: ;(;ld 51-55 Collapsed Dome (Outlanders p10)
B whilst they
::;? initial territory is kept 56 Spore Cave (Necromunda p53)
sns by its originatl) owner (or ifb 61-63 Old Ruins (Necromunda p52)
nasty, ma;
‘_l;[&n;;oag}? g:rslgwhoy N 64-66 Mineral Outcrop (Necromunda p52)
e
;(g)t :;rrxn f;%lt‘itti(())ﬁ)- Should the ::gture((lifEldar ca:ll be gf;a.ng hOIdti}[:g a Eldar captive
] e loose their initial pped for a total cost or more than one game
fildar th = equal to the value of the should roll a dice after each
lerritory “l) dano ertga rgl, Eldar plus his weapons — the ~ subsequent game: on a score
they shou i gec;‘letrla; anew human value of which can of ‘1’ the Imperial
'one .fromCh:It l;Da ing thei be ascertained from the authorities discover this and
ferritory - JOOSIAG LACH Bidar weapons table. confiscate the prisoner, the
territory bas potentially dire ang is the subject of
results for the Eldar as they gang JECE oran °
ng become subject to starvation
v and ammo rolls — see below g
for details. 7))
o INCOME Q
leems gldar do not collect income,
le and receive additional w
equipment and warriors only
pa as long as they retain their 2
Webway link to the
g Craftworld, see later for N
3 special rules. If the Webway &
ger is lost they must forage, %
5 Rangers get +1 to the rolls,
ly warlocks and Exarchs roll as
normal and Guardians and
5 Aspect Warriors suffer a -1
™ penalty.
1S,
STARVATION CAPTURE investigation and must halve
Whilst the Webway entrance Humans (or Scavies etc) all income generated this
ng is still controlled the Eldar captured by Eldar may be session. Captured Eldar
law Do Not suffer from the the subject of a Rescue weapons may be used, but
the effects of starvation. If this is  gcenario or may be all shuriken weapons have
As lost they suffer the effects of  exchanged for captured an ammo roll of 6+, if failed
starvation like anyone else. Eldar. Some of the Eldar roll again, on a 4+ the
ay scenarios call for capture of ~ Weapon is damaged beyond
f BOUNTY humans, special rules can be ~ repair and is useless and
Guilders and all others are found in the scenario. Eldar worthless. Those captured
forbidden to own Alien captured by humans can be by Redemptionists will
artifacts, however Eldar exchanged or ransomed for immediately be burned as
:of technology is superior to the  equipment or be the subject deviant alien scum intent on
g human equivalent, if often of a Rescue scenario. Any corrupting the Underhive
more fragile. A dead or unless rescued.
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House Rules

WARLOCK 180 Credits
All Eldar are, to a greater or lesser extent, psychic, but utilise
only the most natural and inborn of their gifts — avoiding the
possibility of contacting the Warp and the Great Enemy.
Those who seek to explore further their psychic potential
are drawn onto the Path of the Seer, on the Path they are
taught the use of the Eldar Runes, which provide a buffer
between the Seer and the Warp.

Those Seers who have already trodden the Path of the
Warrior are able to manipulate their powers in battle and are
able to learn the runes of battle, bearing the potent force
weapon known as a Witch Blade. These psychic warriors are
known to Eldar and aliens alike as Warlocks.

M WS BS S T W I A Ld
5 3 3 3 4 1 6 1 9

D6x10+20

Weapons:A Warlock may choose from the Ranged, Close
Combat, Grenades and Pistols sections of the special Eldar
lists.

SPECIAL RULES

Leadership: A Eldar Warlock is respected and revered by
the other Eldar who will follow his commands in battle and
be inspired by his presence. This means that any Eldar
within 6" of the Warlock may use his Leadership value
when they take Leadership tests. A Warlock does not have
to test for pinning due to the power of his Rune armour
and his experience in battle.

Initial Experience Points:

Psylker: An Eldar Warlock is a extremely powerful psyker
and may take one primary and D3 Secondary powers from
the tables on p72-75 of Outlanders. The Warlock may take
either Telepathic or Telekinetic as their Primary power.
Warlocks are very aware of the dangers of using the energy
from the Warp and use Seer Runes to help protect them.
They only suffer potential daemonic attack on a Leadership
test of 12 and have a 4+ Save against having to roll on the
table. However once a 12 is rolled the Seer Runes are
overloaded and the Warlock may not use his powers in the
rest of that game — his powers will return by the start of the
next one. All other rules for Wyrds apply to Eldar Warlocks.

Rune Armour: Warlocks wear specially constructed
armour formed from wraithbone which in conjunction
with the Warlocks powers forms a psychic force field,
giving a unmodified 4+ save regardless of what type of
attack hit him. Even the ravening energies of a lascannon
can be defected by Rune armour. The Rune armour is
equipped with a respirator and photo visor.

HIRED GUNS

Eldar may hire Underhive
Scum, Pit Slaves, or Ratskin
Renegades but will struggle

to pay them as they must use
their own or captured
equipment to pay with.
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LEADER

The Eldar are lead to the
Underhive by their Warlock
and guided in battle by his
runic prophesies.

Should the Warlock be killed
the Exarch will assume the
role, followed by the Aspect
Warrior with highest
Leadership, then Rangers
and finally Guardians.

MISSION

The Eldar do not enter the
Underhive unless they have a
reason to do so. In a similar
manner to Spyrers, you
should choose why then this
particular group of Eldar
have ventured into the
depths of the Hive.

1. Assess human genetic
stock — kill or capture one
member (or dependant)
from each participating Gang
in the campaign. To assess
the material the Eldar must
win the scenario in which
this happens.

2. Searching for a lost
artifact — after each scenario
that is won, roll 2D6 for
each Eldar Ranger. On a
score of 12 the gang had
unwittingly gained the
artifact and if the Eldar can
beat them again, they are
able to recover the artifact
before the enemy gang can
organise itself.

3. Training — the Farseer of
their Craftworld has foreseen
the need to have warriors
that are experienced in
fighting against humans in
the confines of a Hive city.
Each Eldar must survive a
total of two games for each
starting Eldar and they must
double their initial
experience.

4. Recovery of Lost Souls —
DG+ 6 Spiritstones have been
lost in the Underhive, their
spirits cry out to be joined
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with the Craftworld's Infinity
Gircuit.

Once the Eldar have
completed their mission they
may now leave the Hive,

their purpose achieved.

AMMO
gldar warriors do not have

to make ammo rolls so long
25 they retain their initial
territory. Should they fail to
keep it, then Guardians must
immediately start to make
ammo rolls on a 4+
regardless of weapon type.

(f the initial territory is not
regained within five
consecutive games, Warlocks
and Aspect Warriors must
also make ammo rolls, which
are 3+ regardless of type of
weapon. In addition,
Guardians then have to

make rolls if a 1or 6 is rolled
to hit. Exarchs and Scouts do
not have to make rolls.

[nstead of using a Psychic
power the Warlock may feed
power into his Witchblade
adding +2 Strength for the
rest of the turn when using
that weapon.

EXPERIENCE

The Eldar are a long lived
race and do not gain
experience in the same way

0-1 EXARCH 200 Credits

The Exarch is an Aspect warrior who has spent to long on
the Path of the Warrior and is now unable to leave it, he or
she can no longer dissociate themselves from their warrior
persona. The armour that he dons when she becomes a
Exarch meshes with the very tissues of the Eldar warrior, and
when the warrior is finally slain, the suit is empty having
consumed into itself the Eldar. Each of these suits bears the
Spirit stones of all that have ever worn it and with them the
former owners skills and powers in battle. Exarchs are
priests and Guardians of their Aspects shrine, as well as
armourers and instructors, who guide fellow Eldar along the
Path of the Warrior.

M WS BS S T W 1 A 1d
5 5 5 4 4 1 6 2 9

Initial Experience Points: D6x10+20

Weapornis: An Exarch may have the ritual gear of one
Aspect and any other weapons from the special Eldar list.

SPECIAL RULES

Armour: The Exarch wears a suit of psycho-sensitive
material which is meshed with the warriors very being. The
armour provides a 3+ save and includes a respirator and
photo visor. Together with the combat skills and experience
of the Exarch, the armour means that he or she does not

need to test for pinning.

as short lived humans. They
control their inner emotions
so as not to fall prey to that
which almost destroyed their
race. Being able to live for a
thousand years or more
means that they are able to
pass through many different
lifestyles or Paths, each new

role does not totally replace
those that went before, but
adds to the Eldar’s
accumulated experience.

The Eldar Path was
conceived after the Fall as a
way of allowing each Eldar
to live within their full

Agility Combat

Ferocity Muscle Shooting Stealth Techno

Warlock -
Exarch Y

Howling Y
Banshee

Striking -
Scorpion

Dark Reaper -
Dire Avenger

Ranger

oo

Guardian

Y
Y
Y

-

Y .
Y Y
Y

Y Y -
Y Y Y
- Y -
Y - Y
Y - Y
- Y -
Y . -
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RANGER 70 Credits
Eldar Rangers do not travel along the Eldar Path and are
Outcasts, though they remain loyal to their Craftworld's and
will aid them and report upon any source of danger to their
Craftworld, they can be found across the galaxy,
investigating both ancient ruins and newer civilisations such
as the Imperium of Man. Often they will accept missions
from he Seers of their worlds so they can continue to serve
their people in a useful fashion. They are usually clad in
cloaks and armour of Cameleoline which serves to mask
their appearance and cover their comings and goings on
alien worlds.

M WS BS S T W I A Ld
5 3 3 3 3 1 4 1 8

Initial Experience Points: D6x10+20

Weapons: A Ranger may choose from the Ranged, Close
Combat, Grenades or Pistols tables from the special Eldar
list and may take those items marked as Rangers only.

SPECIAL RULES

Armour: A Ranger may have Mesh armour for 20 creds
(5+ save), Respirator for 10 creds, Cameleoline Mesh
Armour for 30 creds (5+ save, -1 to hit), Cameleoline Cloak
(-1 to hit) for 15 creds.

Infiltrate: All Rangers have the Infiltrate skill, and may
buy the Marksman skill at 10 creds per ranged weapon
required.

For each Ranger in the force you may take one
Aspect Warrior or Guardian.

GUARDIAN 60 Credits
All Eldar are trained in case of need to fight to defend their
Craftworld. Although they are primarily a defensive force,
they may accompany Warlocks and others to alien worlds.
Wearing mesh armour and armed with las weapons and
shuriken catapults and lead by former Aspect Warriors
Guardians can be formidable foes.

M WS BS S T W I A Ld
5 5 5 4 4 1 6 2 9

Initial Experience Points: 3D6+6

Weapons: Guardians may choose from Ranged, Close
Combuat, Pistols and Grenades sections of the special Eldar
list.

Armour: Guardians may have Mesh armour for 20 creds
and or Respirators for 10 creds.
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emotional and intellectual r

capacity in a safely
controlled and progressive
manner. The way that the
Eldar move through life
means that they are less
likely to advance quickly in
Necromundan terms. The
‘new’ experiences may have
already happened to the
Eldar on a previous Path. In
addition, the Eldar are
usually fully mature and less
prone to sudden physical
advances as young human
gangers. Eldar generate
experience normally in
Necromunda and use the
standard template to see
when they gain an advance.
However, if an advance is
indicated by the template,
roll 2D6 on the following
table applying these
modifiers:

+1 If wounded in scenario.

+2 If wounded/killed a
follower of Slaanesh

+4 If wounded/killed
Daemon of Slaanesh or
Dark Eldar.

+1 If carrying a Spirit Stone
at end of the Lost Souls
scenario.

Advance table
1-7 No advance.

8-12 Roll an advance on
the standard
advance table.

If a Warlock rolls a 2 or 12
roll 2D6 again - if this is
under his Leadership he
gains a Minor Psychic Power.
If a 2 or 12 is rolled again
the Warlock is assailed by
Daemons from the Warp and
though he manages to fight
them off, the Warlock may
not use ANY psychic powers
in the next scenario. If a
Howling Banshee receives a
characteristic increase, this
may be exchanged for +1 M,
subject to the racial
maximums.




ASPECT WARRIOR Credits [see below)
Most Eldar travel along the Path of the Warrior at some time in their long lives. The Path of
the Warrior is unique in that there are many aspects, each representing a different facet of the
God of War, Kaela Mensha Khaine. The warriors are trained in particular Aspects Shrine by the
Exarchs who hone their bodies and minds ready for any call to war.

Howling Banshee Aspect — fast and mobile fighters who excel 