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WELCOME TO THE
! first

Welcome to the first of & new magazine The Citadel Journal. The
Journal is 8 unique argan in the fantasy hobby in that it is devoted

almost exclusively to fantasy models and modelling. We'll be
publishing articles on fantasy gaming too, based around
Warhammer - Citadel's own mass combat fantasy game, and there
will be regular features such 8s a reader's art page, letter columns
and competitions.

However, the Journal's primary function is to serve as an update on
the Citadel Compendium: Citadel's fantasy miniatures catalogue.
The Compendium is published once a year, and contains a full
selection of Citadel models, whose availabllity is guaranteed until
the next Compendium is published. The Journsl is to be published
irregularly to begin with, and contains selected illustrations af new
rmodels Lo augment the current Compendium Selection. We hope to
make the Journal quarterly as soon as possible.

The models appearing in the Compendium and this Journal are only
a small sample of our entire ranges; ranges that vou can discover
by keeping your eyes peeled at your local hobby shops. Apart from
the illustrated models your local dealer will be able to supply you
with any number of additional models. Femember Citadel Models
are changing all the time, bringing vou a continuous selection of
adventurers, warriors and monsters. At least six new models are
made every single working day!

CITADEL OPEM DAY

When we moved into our new Eastwood factory we were more or
less obliged to adopt a policy of NO VISITORS WITHOUT AN
APPOINTMENT. In the past we had always welcomed visitors to
our previous factory, even though we had sbsolutely no facilities
for visitors and conditions were somewhat cramped. Realising thet
this would disappoint many people we decided to Institute a series

of Citadel Open Days.

The first open day was in September B4, and was attended by over
1000 people. Apart from being able to see how our models were
made, customers were able to buy them straight from the moulds!
Citadel and Games Workshop trade stands provided for customer's
needs; whilst there was plenty to look at as well. Our design staff
were busily modelling master figures in their specially designed,
re-inforced cage. Meanwhlle, our art staff were displaying their
modelling, painting and drawing skills - with the venerable Tony
Aclkland drawing characters to order. Warhammer battles, displays
by the Player's Guild and the welcome presence of games
personalities Steve Jackson, Joe Dever and Cary Chalk all helped
make the occazion a great success.

Future Open Days will be announced in White Dwarf magazina.

PLASTICS

1985 will see the release of the first 60 mm tall Citadel plastic
models. Plastic fantasy models have gained & somewhat poor
reputation over the last couple of years, with many being sold as
'toys' and few being of a very high quality. Well, we aim to change
all that. The Citadel plastics models have been produced by our
own exacting design staff, the same people that make the metal
models. We have Insisted on making each model as detailed as
possible, taking the extra time and effort, and spending the extra
money necessary to bring you a product of the design guality vou
would expect from Citadel. We don't think you'll be disappointed.
In faet we think you'll be quite surprised.

A sgelection of old ex-Citadel models are also sold by Ral Partha amongst their Partha Imports range. Howevar these models are not from
the current, up to date, full Citadel range that is available only from Games Workshop LL5.A. Only models from Games Workshop LLS5.A. are

permitted to bear the official Citadel brand and assurance of quality.
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A progress report on new and future games from Citadel

WARHAMMER FANTASY BATTLE RULES

The new edition of Warharnmer is proving extremely popular with
gamers, and looks set for a great future. We sold out of the
original edition of Warhammer quite some time ago, and decided
against reprinting. Instead, we took the opportunity to improve on
the original game, incorporating changes and new features that we
felt ware needed to bring Warhammer up to the high standards now
demanded by the gaming publie.

WARHAMMER ROLE-PLAY

We are still preparing the Warhammer Role-Play game from
Richard Halliwell's initial draft. Things are shaping up very
nicely, and -we anticipate the Role-Play set ta turn Warhammer
into the new Rale Playing game. Features include a very thorough
generation system that creates a real character complete with past
experlences amd skills as well as basic equipment. The combat
rules mesh in with the Battle Rules game, enabling playere to enact
spying missions, skirmish encounters and dungeon adventures within
the context of a Warhammer campaign. There are many new
spells, magic items and other detailed rules, all of which are fully
eompatable with the Battle Rules. WNaturally enough we have a
scenario too. So when iz it going to be ready? We hope to have this
in the shops by the summer of '85.

ROGLE TRADER

Work on our set of science fiction role-playing rules has more or
less stopped pending the completion of the new Warhammer sets.
As soon as possible Rick Priestley will be re-writing the criginal
draft to make Rogue Trader fully compatable with Warhammer.
Gamers will then be presented with a unigue and totally
compatable system for fantasy and 5F role-play. Rogue Trader has
a complete set of ship ta ship combat rules, as well as rules for
interplanetary travel and trade. Ground combat and role-play
ernploys the Warhammer game mechanisms, but introduces new
creatures and many new technological weapons.

REALM OF CHADS

As with Rogue Trader, Realm of Chaos has been temporarily
ghelved whilst we finish the improved Warhammer asystem.
MNeedless to say, work will resume =5 soon as possible, and Bryan
Ansell will be unleashing his monsterously mutated creations upon
the gaming public. Warrioras of Chaos, Wizards, Gods and the
minions of the Gods are all covered in ingsane and mind wrenching
detail.

LUSTRIA

Richard Halliwell has almost completed his script for Lustria - a
complete role-playing continent for Warhammer. From what we've
seen already Lustria is shaping up to be an invaluable playing aid,
with full descriptions of the cities, lands and peoples of Lustria.
Complete city maps are given, together with building plans for
houses, temples, fortresses and other buildings of this land.

THE CITADEL COMPENDIUM

The Citadel Compendium is Citadel's full catalogue, featuring
illustrations of our entire Compendium Selection of models as well
as articles on gaming and modelling. We plan to bring out a naw
Compendium every year. The current Compendium has an
excellant modelling article by Tony Ackland, an Informative guide
to painting models by Kevin Adams, a complete Warhammer

acenario by Richard Halliwell and the usual letters, readers art and
competitions.

THE CITADEL JOURNAL

The Journal is 8 new venture for us, of which this is the first issue.
We hope to publish the Journal & times a year. It will include
illustrations of new ranges of models released since the last
Compendium was published, and ao it will serve as an update on the
current Compendium. [t will also include articles about modelling
and gaming in a similar way to the Compendium....but [ don't need
to tell you that, look for yourself!




o

—ea _pl“
=

From his secret room st the top, General Is Albuguerque near Dorking then? Asks Sales Manager John Stallard pretending to
Manager Bryan Ansell surveys the Cltadel Administration Manager Diane Lane. understand how the telephone works. John
Empire in all its glory. has asked for 473 other cases to be taken

into consideration.

Bemused, confused, but aternally Artist Tony Aclkland smiles for the eamera & rare photograph of the deeply sensitive
handsome; Rick Priestlsy fondles the in one of his most monstrous posas yet. We John Blanche, doing what comes naturally
computer and wonders what is going on. were thinking of turning this into a poster. to artists.

What do vou think?

A group of Mail Order Trolls seen here Paste-up artist Joanne Podoski busy with Art department enigma and genetic
basking in the warm rays of the flash-bulb. some important measuring for the Citadel curiosity David Andrews working on
From the left; 'Pank’, Tim Wilson, Andrew Journal. drawings for the new Warhammer game.

Wheatley and Meil Tovne.
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Maost modellers would agres that pil paints are far from ideally
suited for use on metsl miniatures. Mevertheless, there are
dedicated individuals who doggedly stick to this age-old medium.
Why go to all this trouble? Is it really worth it? Are the people
that use this stuff dangerous madmen or what?

Well - the famed Citadel Staff would not recommend oil paint,
eertainly not to a beginner. Simon Cass, however, thinks
differently. Iz he on to something? Judge for yourselves.

Painting with oil paints is not easy or cheap, they do not flow and
take a long time to dry, if you use real turpentine they small pretty
chronic too. So why you may ask do [ use oil paint? [ hope to
explain same of my reasons; or perhaps to inspire a few
adventurous souls to have a go.

il paints are certainly hard to master. If you are a new-comer Lo
figure painting then 1 think you would really be better off with
enamels or Citadel's Acrylic paints and then move on to oils when
vou have got the hang of them.

The greatest advantage of oil paints is their colour. The pigments
used have a richness that cannot be matched by any other paint.
Mo matter how good & figure done In enamels, acrylics or
whatever, one done in oils to the same standard will look better
because of the richness that somehow puts 'life' into even the
smallest figure.

Buying oil paints can be very confusing, it is true. | always go to an
artists' suppliers, where the assistant is more knowledgable about
materials and can give good advice.

In order to paint with oils you will require some paints, here is a
list of colours necessary for a basic pallette:

Flake White
Ivory black
Sepia

Burnt umber
Burnt Sienna
Chrome Yellow
Bright Red
Yellow Dehra
Terra-verte
Monestial Blue (or something similar)
Cerulean Blue

Other useful colours include: Dark Cadmium Red, Winsor Violet,
Prussian Green and Olive Green,.

| would leave Winsor Violet for a while, as purples tend to be
transparent and are harder for the novice to use. This goes for all
paints, check with the shop assistant and explain that you want
dense solid pigrments, not transparent ones. In genaral | have found
Winsor and Mewton or Rowney to be the best.

You might have heard some people run on about mediums, liquin
ete, all of thess are totally.unnecessary. If a paint is too thick then
all that is needed s sarme turps to thin it down.

Having bought your paints, you next need something to mix them
on. I use & small piece of glass about B" square. Use whatever you
want, so long as its white and inert, e.q old plates, white tiles,
glass on top of white paper, it does'nt really matter, but there must
be a white background for the colours to come out true when
mixing. Mext to get is your turps jar, look in the artists suppliers at
the little turps pots and then go home and find something similar, |
use an old paste jar. Choose & jar which can be easily cleaned out.

If you don't want to splash out on a lot of paints in one go, | suggest

that you start off painting something easy and simple like orcs, or
gobling, and buy the paints that you need for them, and then
gradually build up your collection as you require more colours.

As with all figure painting it is vital to remove all the flash from
the casting. Painting with oils will tend to highlight such glaring
omissions and ruin all your work. The insides of those flat plastic
scourers help to clean off file and knife marks and finish the figure
of f nicely, | should point out that oils, being slow drying are very
prane to dust, fluff and other dirt. You must keep your painting
ares clean and tidy. If you work In @ messy area you will produce
messy results, so finish your preparation work, clean away filings
and mess, then start painting.

! 13% Polishing the casting
| o ae bright as passible

On figures with large areas of armour T paint this by first polishing
up the casting as bright as | can get it, with a PLASTIC or
BRISTLE brush. Do not use a wire one as it will wreck the detail. A
cut down {new) toothbrush will work fine. Cut the bristles down to
about 1 of an inch long, with a sharp knife. Having peolished up the
casting paint it with lamp black oil paint, without any added turps,
ensure that you get the paint into all the cracks and crevices of the
armour. Then sll you do is wipe off the paint using a LINT-FREE
cloth, an old cotton shirt works well. You will now see that the
armour is already shaded for you, the amount of paint you wipe off
obviously affects the finish of the armour. Try to keep wiping in
the same direction and its a good idea to keep some Lweezers
handy to pick off the bits of fluff that are bound to stick to the
paint. Put the figure aside to dry. This might take some days,
especially if your paint is new and guite oily. Which brings me to
an unfortunate dilemma when using brand new oil paints, they hang
on racks in the shop cap-up, the excess oll rises and so the first few
inches of 'squeeze’ are very oily and quite hard ta use. 1 am far too
tight fisted to throw this paint away and so | struggle on. T'll leave
it ta you to decide what to do but don't say 1 did'nt warn you! The
excesas pil can be soaked away with 8 piece of tissue when on the
palette which helps a little.

When the figure has dried it can be stuck to a cork with superglue,
to give you samething to hold onto when you are painting. Once you
are satisfied that it is firmly stuck down you can prime the non-
armour areas with matt white enamel. When the primer is dry
{avernight) give all the white areas a thin wash of Burnt-Umber oil
paint. The paint should be well thinned so that it gives only a slight
eolouring to the white in all areas but the fine cracks and crevices.
The wash of paint serves to take the harshness of the white away
and also to show up the detail on the casting. Allow this to dry
overnight as well. You can see it may take you a week to get your
figures this far; oils are not for those in a hurry.




Mow for the colours. The whole basis of this technique is to apply &
dark shadow colour over the entire areas to be painted and then
wipe it off again, leaving paint in the shadow area. You then apply
your general shade. The general shade is applied in a way that [ can
only describe as being very similar to dry brushing. You will scon
learn how much paint to have on the brush, not a lot, but not as
little as with dry brushing. Because hoth shadow (base colour) and
general shade are wet, they blend together quite nicely, The
highlights can then be applied in the same way but do nat wipe it
off, just lightly brush them off.

Often people starting out with olls, use far too much paint. Try
not to think in terms of painting a coat of paint, think more of
applying a thin film of colour onto the figure. If you do find that
you have a thick gungy blob of paint, don't worry, lift it off with
your brush and wipe on some tissue or rag and carry on.

When mixing colours two basic rules apply. First always add dark
colours to light ones, you will waste less paint. Second, never use
the brush you intend to paint with for mixing, you will wreck it.
Lise an old one instead, or a cocktail stick or the like.

The best way to describe the painting technique is to go through
the various steps on a figure as an example, | have chosen an Orc
as they are guite easy to do.

| have assumed that you have got your figure all cleaned up, primed
and ready to paint. [ paint my Ores a dark red-brown colour, if you
want to do yours differently then check table 1 for your colours,
the mathod will be the same.

First apply the base eoat to the skin areas trying to keep it off the
pther parts of the figure. Ensure that there are no 'pin-holes’ of
primer showing through and do not thin the paint at all with turps.

Once you are happy with that, all you do now is wipe off the colour
with the lint free cloth, the amount you wipe off will effect the
darkness of the finished skin, Mext apply your general shade, also
trying to keep it to the relevant areas, then apply your highlights.
Yau might like to re-define some of the shadow areas with fine
brush and some base colour now, if you want to. When the skin
areas are finished put the figure aside to dry tharoughly. When the
skin is dry, first re-prime the eyes and teeth with matl white.
Then paint in the clothes, and equipment in exactly the same way
using whatever colours you like, see table 2 + 4 for the relevant
paints to use, When they are all dry, paint the eyes and testh. | use
red for the eyes, with black pupils, with a black line around them
and yellow ochre for the teeth, You can paint the metallic areas as
well, once again (yes you've guessed it} set it aside to dry
thoraughly.

I seal all the metallic areas with varnish and leave it overnight to
dry before varnishing again with matt polyurathane.

The last job is to paint the bases. | use enamel Panzer Grey as it is
unobtrusive and almost all colours show up nicely against it. The
major point to remember when doing the bases of figures is that
the base must show off the figure and not compete with |t.

We now come to the most important aspect of figure painting.
When you look at someone, the first thing you look at is the face
and mainly the eyes. The same is true with models even in the
25mm scale, people instinctively look to the eyes of & figure and it
is the face and eves that makes or breaks a model.

Ordinary skin is straight forward enough. To flake-white skin add
very small amounts of yellow ochre to get your flesh tone. Adding
more yellow ochre will darken the tone, up to a point, try it and
a8,

If you want to make a figure look swarthy or evil use more sepia in
the base colour, if you want to make it look extremely evil or ill,
then add some olive green to the already darkened base colour and
use a slightly paler general shade. With weather beaten faces on
Dwarfs, Rangers and the like, you can add a very small amount of
red to the cheeks to give a ruddy appearance. Llse your finest brush
and be very careful.

I only ever give Elves coloured eyes, the reat get sepia pupila. Once
vou have re-primed your eyve whites with matt white and it is dry
carefully paint in a dot of sepia for the pupil. Do the same on the
pther side; making sure that the pupils are the same size and that
the figure is not cross-eyed. Next carefully paint down over the
edge of the eve white at the top with sepia and gradually lower the
line of paint until the eye is the shape you want. Then do the same
with the lower eye lid using burnt umber. Once thats done carefully
soften the edges of the sepis and burnt umber into the flesh tone
and thats it; the eyes are now complete. 1 ogive normal Elves
turquiose (Cerulean Blue) eyes, the technique is exactly the same
except that vou must allow the pupils to dry before attempting to
paint in the eye surrounds.

Red/albino type eyes are best dane pink and not red, so first paint
the re-primed eyve whites with thinned red to make them pale pink,
set the flgure aside to dry for half to three quaters of an hour and
then paint in the pupils with a darker pink colour. This type of eye
must also be laft to dry completely before attempting to paint the
eye surrounds.

Lips | don't*usually bother with, whan [ do [ just add a little red Lo
the general flash shade. Lips on evil figures can be done with &
redder lip colour or you can add a little blue or purple to the
genaral flesh shade and use that.

As a rough guide, the usual order for painting a humanoid figure |s
as follows. First the flesh areas, allowing them time to dry. Then
re-prima the aye whites and do the lips, eyebrows, hair, clothes.
bag and equipment and allow them to dry. Paint in the eyes and
surrounds and the metallic parts for example buckles, pommels,
and the like; the figure should now be finished, so set it aside to
dry.

Your first figures in oils may look & total mess, don't worry. Don't
give up, many of the prize winning figures are done in oils, so there
must be something good about them. Keep on trylng and you will
soon get the hang of it.

I hope that this brief description of my painting technique works
for you too. You might find that you do not like the dark grimy
effect thet you get from oils, if that is so then just experiment
until you get the colour balance you like, the actual technique of
painting should work with all colours, so have fun and happy
painting.




TABLE 1 SKINS

BASE CEMERAL HIGHLIGHT
RACE/COLOUR COLOUR SHADE
HUMAMOID BURNT WHITE « RED + WHITE + RED
SIENMNA = YELLOW OCHRE | OR YELLOW
SEPIA OCHRE
GREEM SEPIA TERRE-VERTE YELLOW OR
YELLOW OCHRE
BROWN SEPLA BURNT SIERMA YELLOW
YELLOW SEPIA YELLOW OCHEE CREAM/WHITE
VERY PALE GEMERAL WHITE + TERRE- WHITE
GREEM SHADE + VERTE + BLUE OR
SEPIA TURGUOISE
PALE/ILL SEPIA + PALE HUMANDID | WHITE
BURNT
SIEMMA +
OLIVE GREEM
TABLE 2 COLOURS
BASE GEMERAL HIGHLIGHT RE-LINING WHEN *DRY
COLOUR SHADE IN SHADOWS
RED D. SEPIA RED CHROME NOT USUALLY
N. RED + YELLOW
SEPIA OR
BURNT
UMBER
ORANGE 3. SEPIA ORAMNGE CHROME NOT USUALLY
M. BURMNT YELLOW
UMBER
YELLOW D. SEPIA CHROME CHROME NOT USUALLY
M. BURNT YELLOW YELLOW
UMBER + WHITE
BURKNT
SIEMMA
GREEMN SEPIA TERRE-VERTE CHROME NOT WUSUALLY
OR TERRE-VERTE | YELLOW
+ YELLOW
BLUE DARK SEPIA, BLUE OR BLUE + | CERULEAN BLUE NOT USUALLY
CERULEAMN BLUE | + WHITE BLUE + SEPIA
BLUE PALE BLUE CERULEAN BLUE | CERULEAN BLUE MNOT USUALLY
WHITE BLLUE + SEPIA
PURPLE SEPTA 4 WINSOR VIOLET WHITE OR WHITE NOT USUALLY
WINSOR + WHITE + CENERAL SHADE
VIOLET
WHITE WHITE =+ WHITE MORE WHITE QUITE OF TEN
SEPIA SEPIA
BLACK SEPLA MIXED BLACK *# WHITE ALWAYS WITH
LAMP BLACIK
TAMN SEP1A YELLOW QCHRE WHITE OR. YELLOW | NOT USUALLY
OCHRE + WHITE
BROWHN SEPIA BURNT UMBER YELLOW OR WHITE | NOT USUALLY
RED/BROWHN CEPLA BURNT SIEMNMA CHROME YELLOW MNOT LSLIALLY
GREY SEPTA WHITE MORE WHITE QUITE OF TEM
SEPIA OR LAMP
BLACK
WARM GREY SEPIA BURMT UMBER + | WHITE NOT LSUALLY
WHITE
D= DARK MN= NORMAL

* USE SEPIA OR BASE COLOUR

#% MIX MOMESTIAL BLUE + BURNT UMBER




TABLE 3 METALLICS

EFFECT BASE 1st Znd
COLOUR COAT COAT
METHOD 1 BLACKENED | GUNMETAL® BRIGHT
STEEL CASTING GUNMETAL #
METHOD 1 BLACKENED | THIN STREAKS GUMMETAL#*
DIRTY STEEL CASTING OF B. UMBER +
B. S[ENMA
RUST 8. UMBER DULL ORANGE®** | SEPIA -
ALLOW TO THEMN YELLOW RE-LINING
DRY ALLOW TO DRY
CORRODED ANTIGLIE WHITE*= 4 PRUSSIAN
BROMNZE BROMNZE CERULEAN BLUE | GREEN IN
ENAMEL + GREEN SHADOWS
ALLOW TOD ALLOW TO DRY GOLD FLECKS
DRY O HIGHLIGHTS*
GOLD B. UMBER GOLD* SILVER +
CLEAN/GOOD ALLOW TO GOLD*
DRY
GOLD SEPIA ALLOW| COLD#* SILVER +
GRIMY /EVIL TO DRY GOLD#*
METHOD 2 MATT BLACK | GUNMETAL* BRIGHT
STEEL EMAMEL GUMMETAL*
ALLOW TO
DRY
METHOD 2 MATT BLACHK | GUMMETAL®* STREAKS OF
DIRTY STEEL EMNAMEL ALLOW TO DRY B. UMBER. +
ALLOW TO B. SIENMA
DRY
* DRY BRUSH

*2 APPLY THICKLY « STIPPLE TO GIVE A ROUGH SURFACE

TABLE 4 HAIR/FUR

COLOUR BASE GENMERAL HIGHLIGHT
COLOUR SHADE
BROWM SEPIA BURNT UMBER WHITE OR
YELLOW
RED/BROWM SEPIA BURMT SIEMMA YELLOW
YELLOW/ SEPIA YELLOW DCHRE WHITE
BLONDE
GREY SEPIA WHITE MORE WHITE
IF NECESSARY
BLACK SEPIA MIXED BLACK GREY OR
ALLOW TO DRY WHITE DRY
BRUSHED
WHITE RE-PRIME THIN WASHES | --——-— --
WITH MATT | OF 3EPIA
WHITE

WARMING - Artist's Oil Colours may contein toxic
pigment and are not suitable for children.
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Citadel's new Slotta-hases are a new idea In the metal miniatures
field and have been slowly permeating into the shope over the last
few montha, They have certainly caused a great amount of
interest amongst modellers, gamers and collectors.

So What is a Slotta-base?

In the past Citadel miniatures were cast with an integral metal
base, and, indeed, many of our models are still made this way.
However, as we re-mould our existing ranges and introduce new
ones, the old style integral bases will be replaced by the new
Slatta-bases. The new Slotta-base iz made from a tough, textured
plastic. They are of an appropriate size to accomodate the models,
and, Incidently, the same size as recommended for use with
Warhammer - thus making it unnecessary to use card bases.
Slotta-bases are ideal for displaying your painted models, and can
be built up with scenic material if you wish.

How is a Slotta-base model assembled?

Each Slotta-base has two weakened grooves set underneath the
base. Use a screwdriver to push out one of the sections of grooving
g0 that you have a groove on the top of the base into which you can
fit the tab on the model. Tha Ewo different weakened grooves
allow you to position the model in one of two ways on the base. Do
not use the model itself to push out the groove, as the tab is
delicate and can be easily broken.

Why Slottabases?

A great many people ask why we decided to introduce the new
Slotta-bases, The idea originated ss one of the schemes put
forward ta help try te keep the price of Citadsl models as low as
possible, As the basa of a model often represents over 10% of the
total metal cost, using & plastic base seemad a good idea. After
seeing the first few trial Slotta-bases we realissd thal they had
lots of other advantages in their own right that made them well
warth continuing. Firstly, they actuslly look fer better than a
metal base, they are ideal for display and are always flat. In the
past metal bases aften needed filing flat before 8 model would
stand up. Secondly, freeing & model from its base sllows our
sculptors to use a whole new range of positions and other features.
Having an integral base on the model had always imposed certain
restrictions about the way arms could be positioned for example,
whilst eloaks had always had to be modelled sa that they reached
the ground. Thirdly because bases are all a stendard size we could
tie them in to the Warhammer game. Having a constant size for
bhases is alzo useful as part of many other role-playving games.

What next?

We have many new Slatta-base models under design, and hope to
introduce Slotta-base ecavalry and monsters before too long.
Warharmmer players will soon be able to buy multi-Slotta-bases, a
single long Slotta-base designed to carry three models. [f reaction
proves favourable {that means write in and tell ue!) we will also be
producing circular and hexagonal Slotta-bases, useful for many of
the maost popular role-playing games.

And even!

We have found that Sletta-base models are far more adaptshle than
conventional metal based miniatures. Suddenly, every maodel can
become & chariot crewman or part of a diorama with only the
minimum of coversion. Siotta-hase models also go easily onto your
own circular, or multiple bases. Simply disgard the plastic base
and make your own base fram card, plastic, a coin ete. Apply a
layer of milliput {or similar) madelling compound to your base and
puzh the model tab into it. Texture the base to your taste, et it
dry and thers you have it! A model based exactly how vou want,
with no need to chop away large areas of metal base.
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STOP PRESSI! Individual Slottabases are available from us at Zp
each (please remember to add for postage if you are only ordering
Slottabases - or enclose a first class stamped 5.A.E for us to put
them in). Available Mow hexagonal Slottsbases!! Available soon -
our next venture inta the unknown seperate plastic shields,
enabling realistic shield thickness for the first time ever, endless
new modelling possibilities and even maore variation. Decorate
them with the forthcoming Citadel adhesive shield pattem and
banner transfers.
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GOURGAZ

A description and full Warhammer profileg for Citadel's Lone Wolf
boxed set by Gary Chalk and Joe Dever - co-authors of the popular
Lone Wolf series of adventure books,

GGiaks are & breed of evil goblinoids consisting of three main sub-
species: Mountain Giaks, Swamp Gisks, and Szalls. Of these, the
Mountain Giaks are the strongest and most prolific type,
accounting for over 90% of the total Giak population.

Originally bred as slaves, the Gisks have evolved into & formidable
fighting foree. They have developed their own language, and a
war-like society based on the concept of the strongest Gisks ruling
the weaker or socially inferior breeds. Their demonic creators (the
Darklords), use them to form the mainstay of their armies, and as
slaves for the construction of fortresses and cities within their
dormain. The largest and most notorious of these strongholds is
Helgedad, that owes its name to the Giak language ("Hel' -meaning
Black, and 'gedad' - meaning city). Although originally believed to
only occupy mountainous areas of Magnamund, there is growing
evidence to support the belief that Glaks have been spawned on
other worlds,

They are small and grey-skinped, and tend to favour weapons and
arrnour of black steel. As all Mountain Gisks are part of a strict
military soclety, the clothing that they wear always adheres to the
colour of their respective regiments (see Army Structure chart for
further details).

Shields and banners usually depict the personal symbol of each

Regimental leader, although it is common for a Darklord emblern
or device to be used in conjunction with a regimental symbol.

SPECIAL PROVISIONS

1 Mo more than 25% of Giak Infantry units may be armed with
bows. Thesa archers may only use the short bow, and at the
usual points cost.

2 Giak infantry regiment can be led by a Gourgez, in which case

they take all present characteristic tests on his charactereristics,

SPECIAL RLLES
1 Giaks hate Dwarves and MNudnicks.

2 Gisks Fear units of Elves that number greater than half of
their own numerical strengh ie. 20 Giaks would fear 11 or
more Elves.

3  Giaks are not subject to Inter-geblinoid animosity within their
own army structure. Animosity exists between them and ather
non=-Giak goblinpid breeds.

4 Gisks are subject to frenzy. If their regimental commander is
g8 Gourgaz, or if they are within & inches of a fighting
Gourgaz, they add 1 to their dice score when testing.

5 Giaks are immune to all non-corrosive palsons and venoms.
HEROES AMND LEADERS

Each regiment must heve a leader. Unless he is a Giak champion,
his 'profile’ will be normal for his type.

Each Giak regiment may have a regimental champion, who may
also be the regimental leader if you wish. Regimental champions
have the profiles as given.

if a regiment is in the service of a Darklord Army, you may choose
to give it a Gourgaz leader. In this case, the normal Giak leader is
treated as the regimental champion, second-in-command to the
Gourgaz. If the Gourgaz is killed in battle, the Giak leader
automatically reverts to his normal status. Mb. see 'special rules'
sections 5 and 4.

GIAK. ARMY STRUCTURE

The following chart detalls the command structure of a Mountain
Giak Army Group. Specialised troops e.g Doomwolf Riders, are
generally grouped together into seperate units known as 'Gogozim!
(which means 'twenties"). These gogozim are then attached to Giak
Battalions when necessary.

3 GIAK WARRIORS

1 KEZMNEG (squad)
4 KEZMNEGS

1 NADAROG {company)

3« NADARQGS 1 D'ORGAR (regiment)

3 D'ORGAR 1 ZEGORIM (battalion)

3  ZEGORIM

1 ORGAF. (army group)

To help you with the painting and organisation of your Glak army,
the following chart is a breakdown of the regiments that make up
the 'Orgar Rekenar'; the Giak army group that features in the set

ORGAR REKEMNAR ('REKENNAR' = SCOUT)

'Giak Attack! of miniztures.

NAME OF REGIMEMT | REGT. REGT. SPECIAL NOTES
COLOUR | SyMBOL

GORAKIM RED FANGED GOURGAZ LEADER
('THE ANIMALS") JAWBONE
KONIKORIM YELLOW BOW CROSSED | ALL ARMED WITH
OTHE HUNTERSY) BY 3 ARROWS | SHORT BOWS

 KAGCAZHEG DRAMNGE | FLAMING LEADERS WEARS
('FIRE-DDGS") DOGSHEAD A DOOMWOLF PELT
MOGGADOR DARK CROSSED NO EDGED WEAPONS
(THE HAMMERERS | BLUE WARHAMMERS
NADLL-MAK BLACK BLACK FLAC | DRESSED IN BLACK
(NIGHTFIGHTERS"
L AJAKANM CREY CREY HEART | COURCAZ LEADER
("THE STOMEHEARTS") & SCIMITAR
DGSHASHEZ PURPLE SERRATED ND BLUNT WEAPONS
(THE THROAT- DAGGER NO POLE-ARMS
SLITTERS')
NANENRAKIM LIGHT BLACK ALL ARMED WITH
('THE LIFESTEALERS) |BLUE ARRDWS SHORT BOWS
DRGADAK-TAAGIM BULL HUMAN HEAD | ALL ARMED WITH
[(THE HUMANKILLERSY) | RED OM POLE POLE-ARMS
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GOURGAZ

These large (10ft +), cold-blooded ssurians are a tribal, swamp-
dwelling breed of giant trogladyte, Their intelligence and uncanny
battle-wisdom is much sought after by evil army leaders, for the
Gourgaz are motivated by one overwhelming desire - the taste of
human flesh! To feast upon the field of battle is =il that they
uvsually demand in return for their services.

When a Gougaz is engaged in combat, it literally exudes 'cool.
Seent glands that ridge the underside of its tail, secrete an oil that
makes them Immune toFear and Terror reactions {including magie-
induced). This acent iz odourless and undetectable by all creatures
except Giaks. Whan Giaks inhale this scent, a chemical reaction
takes place in thier blood, sticring them to a frenzy and on some
nccasions, to total fearlessness.

lourgaz never wears clothing or armour, for their tough, scaly hide
offers armour-like protection in battle, They are commonly grey or
grey-green in colour, with orange or pale green bellies.

SPECTIAL PROVISIONS

All Gourgaz have only one close combat weapon as their basic
weapan. This is the mighty double-handed war axe.

SPECIAL RLLES

1 The tough hide of thiz creature provides the same protection
as mail armeur, at no extra points cost, thus giving them a
rinimum saving throw of &.

2 All Gourgaz cause fear in man=sized or smaller creatures.

3  Gourgaz are immune to fear and terror {ine magie).

The Standard of Vashna

The Symbaols of Kraagenskul and Zagarna, Darklords of Helgedad

Fighting Personal Basic Points
Characteristics Characteristics Weapon Value
M | W | BS | 5 T w1 &, Ld [ Int | C] | WP
GIAKS
Warrior 4 3 3 3 3 1] i i - =t 7 5. 1S Sword 22
Champion 4 i £ o 3 1 3 1115 5 |5 |5 |Sword 4
Binor Hero 4 2 ) 4 4 2 a | 2 | & & 16 & Sword 32
MMajor Hero & & &) g fi 3 g5 ;] T 7 7 Fi Sword Bl
GOURGAZ
Gapurgaz 4 ) 3 ) 4 2 2 2 | 10 |8 10 | 10 |Axe(2-H)| 36
Charpions & 15 |1 & |-51% 1 312 | 1|8 10 | 10 |Axe (2-H)}| 40
| Minor Hero i 16 |5 |51 5 | 34| 31 109 | 1010 [Axei2-H)|90
“Major Hero & |7 |6 5 5 |4 5 | & | 1o |10 |10 | 10 |Axe(2-H}| 140
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ONE STEP BEYOND

EXPERT TIPS On PAINTING AND CONVERTING
BY JOHN BLAMCHE

There have been no shortage of painting articles in the modelling
and hobby press over the last few years. Most are aimed at the
beginner, or explore the different techniques that you can employ
to bring your models to life. An excellent article by Kevin Adams
appeared in the second Citadel Compendium, and you need do no
more than read this in order to learn about materials and
techniques. However, thers are routes of exploration which could
enable you to achieve a standard of finish which you might have
thought impossible to achieve.

This does require a certain degree of sacrifice on your part.
Effort, concentration, practice and patience are just as important
ag technique and materials. Indeed, your attitude plays a more
important role In ersating a connoiseur model than does the
equipment you use, Good results can be achieved with only a few
basic items of equipment, there is no need to arm yvourself with a
warehouse full of different materials.

Here I describe the techniques that | use to paint individual figures.
They are far too time econsuming to apply Lo whole armies of
models. Of course, nothing can look finer than huge painted armies
marching across the wargames table, but this article can supply
you, with the means to create an outstanding general, hero or
standard bearer as the fozal point of your forces.

Be prepared to take time with your chosen figure. 1 might spend
anything up to twenty hours painting just one figure, excluding
converting or the painting of standards, so be patient. Choose your
figure earefully, only attempt one that inspires you for It is very
easy to be too ambitious. Many excellent painters embark on
mammath projects, ususlly designed to impress their ego's, as well
as their friends. Many get laft unfinished, so paint for the
enjoyment of creating, and remember the finished figure should
exist in it's own right as a work of art, not as s crowd puller.
Finally, remember that any skill is something which must be
developed. [t is not attained quickly or immediately, so do not be
frightened of stripping your figure and starting again, be ruthless
with voursslf.

After making vour choice of which model to paint, remove the
exrcass metal and flash with a modeller's knife or file, and glue it to
a hase so you do not have to handle the figure whilst painting. An
old paint tin or pot is perfect for this purpose, the figure may be
removed when complete and given a gaming or decorative base as
required. Don't use too strong a glue like epoxy resin, as damage
may occur when removing the figure. | recommemd a small dab of
guper glue for this purpose.

MNow look again at your figure, is there any conversion work that
you would like Eo dn, to make your figure unigue and to give it
more character. A new head, helmet crest or exira wespons, can
make 8 figure more impressive. There is no need to go to extremes,
covering a figure with spikes, severed heads, axes, daggers, swords
ete, The result could destroy the flow of the figurs, hiding the very
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gualities which attracted you to it In the first place. Often one or
two additions can achieve a strong visual impact. You can use
other ldeas you have had on your next figure. Below I have
illustrated various additions to the head of a basic figure, turning it
into an individual madel.

A  The basic head. | have chosen an Orcs head, as a mare
irmaginative variation is possible with a monster type figure.

B  The addition of a crest cut from a monster or, another figure.
{aften a small enimals head, wing or hands make good crests.)

Make sure the figure is not overpowered by a crest which is
just too big.

C  The helmet has been filed away and a scar has been painted or
e 3w .

D An eye patch as been modelled on the head.

E The helmet has been cut and filed away and hair has been
modelled in. Obviously many styles and looks can be achieved
this way. From long flowing locks of an aged veteran to a
spiked mohican worn by a young blood of the tribe.

F  Again the helmet has been removed and a bandage madelled
on. Often figures shown with battle worn clothes, battered
and rusty old armour; broken weapons, and with wounds and
scars ara much more evocative than the figure which looks as
if he has just come out of officer training school, wearing
newly purchased equipment.

= Small holes have been made in the helmet aide, and hornsz filed
from spear shafts and have been glued in place.

H In the same way as in the paragraph above, a spike has been

added to this figure. Pins can make good spikes.

I Herea a pin a3 been pressed into the nostrils of the figure

slightly opening them out. Similarly a modelling knife is wsed
to open the mouth out. Teeth can be modelled in or painted on
the figure. This is very effective for making your figures more
fierca.

J  As well as adding horns and spikes to helmets, horns may be

added to the figure itself.

K. Ears and nose rings look very effective and can be made

easily, by curving fuse wire around the end of a paint brush
and then glued in place. on the figure.

L Soci-fi Ore




Adding the head from one figure to another makes a very
satisfactory conversion and is probably one of the simplest ways of
altering your figure. Lising a pair of metal snips or tos-nail clippers
you can easily remove the old head. In the same way cut away the
new head you have selected. Make sure the new head 'looks right'
then glue the head in place. If a permanant bond is required, drill a
hole into the torso of the basie figure and through the neck of the
new head. The two can then be joined by a short plece of wire and
glue. Although there are many fancy electric modeller's drills on
the market the bast thing to use is a pin-vice, Your local modelling
or hobby shop will be able to supply vou with one, they are not
BxXpensive.

When you have completed any additions you have choosen to make,
all gaps may now be filled In with modelling material. The maost
comman and extensively used product is milliput, available from
wargame and hobby shops. A cocktail stick can be used to mix and
apply the milliput. Please note that glues and modelling mediums
can cause irritation if you have sensitive skin, so keep your hands
and modelling tools clean.

The focal point of a well painted wargames army is the banner or
standard, Each individual regiment bearing a flag with it's own
device or motto can be one of the most visually exciting aspects of
a collection. Banners are usually made from paper or various sorts
of thin metal foil. Metal toothpaste tubes or tomato puree tubes,
opened and cleaned make an ideal source of foil. These are easily
cut with seissors when mounted on poles made from wire, they
make excellent and realistic flaga, Owver the vears [ have
developed a form of standard, which has been copied by many
wargamers. Because it is always tiresome to repeat an image on
the reverse of a flag, 1 started to use the atandard employed in
ancient wargames armies. This gives you one face to paint and ean
be used in many sizes, giving the artist a much larger area than the
usual 25mm figure to try out his skills. The bearer that | like to
embellish is based somewhere between an anclent style standard
and the sail found on a 16th Century galleon. My armies often
feature these great standards, slung on crooked poles, strung with
ropes or wires and embellished with skulls, severed heads and
captured armour.

Many people use thin brass wire purchased from model shops for
the flags and standard poles. An alternative wire I use and find
very good, mainly due to its softness, is the type used for flower
arranging. It can be purchased from any flower shop. Incidently,
the same wire makes excellent pikes and spears as the softness of
the metal allows you to hammer the end flat, and then to shape the
head accordingly. This can be done with an old peir of scissors,
take note never use vyour mother's best pair of dress-making
scissors or the wrath of one thousand Balrogs will descend upon you

More ambitious modellers can attempt the re-modelling of various
parts of their figures by using Milliput or a similar product. MNew
noses; pouches; bags, bed rolls, tunics and armour can be
successfully made this way. Mo one can tell you how to do it, trial
and effort is the best way. A few tips to get you started might
help. For Instance, if you wish to model a bag onto the belt of a
figure first mix a small amount of Milliput and press It into the
position required. Then carefully shape with a modelling tool or
cocktail stick.  Study Citadel's fine models, and see how
experienced modellers have shaped theirs.

Remember you can model shapes onto your figure that could not be
cast onto it, 50 an added depth of realism may be acheived. Cloaks
and tunics are probably the easiest effects to create and are very
useful for covering damaged areas, or large gaps in converted
figures.

Figure A shows the top half of one figure joined to the bottom hall
of another. The joint does not fit properly.

Figure B a Milliput tunic is pressed into position and the hems of
the tunic cut straight with a medelling knife.

Figure C the surface of the tunic is seraped with a modelling tool
or cocktail stick to give a fur effect. Hair and beards can be
modelled in the same way. When you are mare experienced try
modelling cloth with folds and ereases, copy models you think have
been modelled well, you will be suprised how fast you will improve.




Armour iz probably the hardest to model, but chaln mail is easier
than you would imagine.

A Model a tunic onto a figure.

B  Press a line of circular holes around the tunic, with a pin or
needle. Then the next line is pressed in the opposite direction.

When all conversion work haa been completed,. leave the figure to
dry properly. [f you paint onto partially dry glue or certain
madelling products they can shrink causing the paint to crack. You
can gpeed up the drying time of Milliput by placing the model on a
radiator, under a lamp or by using a (hot) hair dryer, but do
remember the wrath of Balrogs.

Mow your figure is ready to paint. An undercoat is absolutely
necessary, the paint will adhere to the undercoat making the
colours cleaner and brighter than painting onto the raw metal.
Also the finish will last longer if vou use an undercoat, especially
if you are going to use the figure in games. Let the undercoat fully
dry before you start adding the colour. Too much undercoat on

your paint brush will flood the detail and sinks into cracks and
crannies, so you might find it useful to brush out excess undercoat

when it is half dry, particularly around the face.

Many good wards have been written by expert painters, and there
are many techniques and various paints you eould employ. What |
shall autline in this article is my own personal approach to figure
painting. Maost modellers and gamers seem to employ a dry brush
and wash technigue using acrylic paints, indeed Citadels range of
acrylic paints is all any modeller could wish for. My own method is
the opposite af this technique. T usually blend the tone onto the
flgure, using a spirit based paint. Water based paints are easier,
cleaner and brighter and are generally more effective, but they are
extremely hard Lo blend subtly. The blending of colours is difficult
to achieve but it can give & figure quality and life which is most
satisfying and aesthatically pleasing.

Generally | avoid gaudiness in figure painting, using a minimum of
ealours these are:- white, black, bright red, plum, yellow, dark
green, mid blue, silver, gold and echestnut brown. Most colours can
be made from these. For example red ean be shaded with plum,
green can be shaded with dark green, blue is shaded with a dark
blue, yellow is shaded with yellaw mixed with a touch of red and
black. Flesh colour is best mixed and not bought as flesh, so your
figures da not have the same flesh tones. It can be mixed by using
white, yellow and red with a small amount of green to tone down
the brightness. A tiny amount of any colour may be added to give
varying skin tones. White Is generally added to all these calours for
highlights. Red being the exception for if white is added a duller
or pinkish colour will result, just highlight red with a small amount
of yellow mixed with red. Gold may be mixed with varying degrees
of red and black for bronze tones. Silver may be shaded with
black, dark green or blue when it is mixed in with the silver. Small
patches of rust look good on iron, this can be acheived by using red,
yellow and black mixing it together to meke an orangy brown
golour. It can be applied to the metal colour in areas of thin wash,
this is paint thinned with turps or white spirit. Thin scratches and
scuffs add more realism and character to painted armour, black in
the case of iran, and brown in the case of gold.
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Indeed, small holes and scratches scored in the metal before

painting, achieves a similar effect.

Before | go on to the main points of painting your figure, a word
about brushes. Only the best quality will do, this means buying
sable. Try and buy them from an art dealer. Kalinsky sable is the
best, these are expensive but you will find they are well worth it
and you will only need three brushes. Unfortunatly, painting metal
figures is very wearing on these types of brushes. Generally | use
two number ones or naughts, one for applying the colour and one
for blending. A finer brush is used for detail work, this is usually
one which has been warn down.

When buying a brush wet the tip, most art shops provide a pot of
water for this purpose, choose one of a medium length; too long
and it"s hard to eontrol, too short and it will not hold pigment.
Look closely and carefully at the bristles and pick one that tapers
t!:nda point and try to avoid ones with bristles that stick out at the
EI0E5.

MNow on to the main points, some of you will find it hard to blend
calours but remember a craft is learned and only practice and
effort will provide you with the route to excellence. The base
colours are added to the figure first, paint slowly, keeping to the
areas to be covered with that particular colour. This has a two-faold
pUrpose

1  Too many layers of paint cover the detail.
2 Painting more carefully than is absolutely necessary trains
vour eve and hand,

When the base colours are touch dry you can start shading the
figure, again carefully follow the lines of creases, dips, hollows and
the underparts of the limbs.

Thisg ia where the first stage of blending takes place. The colour on
one brush and just thinners on the other. Taking each crease and
area of shadow in turn, apply the plgment with the colour brush
then with the elean brush lightly draw out the edge of the line of
colour into the base colour, so0 & graduation of tone occurs.

If you have had no experience of this technigue, do not be
disappointed if a mess results. Try again and vary the amounts of
pigment and thinners used, untll a pleasing blend is achieved.




When the area of shadow has been applied and are thoroughly dry
then the highlights can be painted. Again with the pigment on one
brush and the thinner on the other carefully blend the edges of the
highlights, which follow the raised parts of the model.

A three dimensional effect should now manifest itself on your
model. Finally,using thinned black or dark brown and the thinnest
detail brush follow the edges of equipment and clothes wvery
carefully. | have found that this takes great concentration and
effort. Make sure your painting area iz well lit, day light being the
best source of illumination. Artificial light tends to bleach out
colour. | focus my eyesight on the area [ am painting, wadge my
arm to the desk, and my brush hand to my left arm in a very tight
grip leaving only my fingers of my brush hand mobile.

For this stage 1 mix a small amount of the colour required on my
thurmb nail. The result of this, other than having @ convenient
palette is that my thumb is near the figure and I havent got to
move my hand out of position. 1 do have one problem with this
method, [ permanently have a black finger nail. At future
conventions [ shall be on the loak out for fellow members of the
'order of the black nail'.

When all the base colours have been shaded and highlighted, the
figures aquipment may now be painted, straps, armour ete.

Shields are great fun to paint and you ean go to town, letting your
imagination loose in free flight. Copy pictures from your favourite
paintings or look at one of Citadel's publications sueh as
Warhammer or Forces of Fantasy.

My favourite shield designs are illustrated above, and can be
painted using the technigues already described. Please remember
blending can look quite scruffy until final outlines have been added,
a0 have a little patience and dont despair until you have finished.

Finally the face. 1 have left it to the last as | consider this the
most important and you will find that painting the face will bring
your model to life. Many painting articles deliver a treatise on
faces to great lengths, but I find a simplistic approach to be much
more effective than attempting true realism. A 1" high model has
to be exaggerated to give it appesal, a8 real live man shrunk to
wargame &ize would be quite dull.

First mix your flesh, and paint the face and hands, and body if the
figure has a naked torso. When this is dry blend in a greyish brown
or chosen calour into the areas of shadow
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AL this point [ find that fantasy figures need to have very dark eye
sockets, almost bleck for very evil creatures. When dry add the
eye white, then the pupil. For this [ use a 0.13 Rapidograph, a fine
tipped brush will do with a lot of care.

Finish the eye with thin dark lines around the eye itself, the tap
line being slightly thicker than the battom. This lining is the finest
you will have to attempt, often it goes wrong just start again if it
does.

Mow the lips may be added, = good lip colour can be achieved by
mixing a small amount of flesh colour to red.

ExltlrErl'imEnt with lip shapes to give different expressions, see how
artists do this. Comic books being a particular good source of
exagerated expressions.

Of course as you get more proficent at this technique, you can
experiment and push the limits of detall even further. For instance
you can shade the whites of the eye, try different coloured irises
and highlight the pupil. The lips can also be highlighted, and teeth
can be painted in. A 5 o' elock shadow painted in using a thin black
wash, will make a hero look tough and even chin stuble ecan be
added with a fine rapidograph.

Hair, fur and many other textured items are best painted using the
dry brush techique. That is, the pigment is mostly wiped off the
bristles and the tip of the brush is lightly pulled against the grain
nfl the texture. Pigment that is left on the brush rubs off onto the
raised areas of textured surface.



For hair try painting the base colour black, then dry brush brown
and yellow ochre. Other colours for hair are red with orange and
yellow or yellow with beige and white. Personally 1 prefer jet
black hair, this frames the face and produces a more striking
Figure:.

You may now think your figure is complete, not so, you only have
the basis for embellishment. A list could be endless; so here is just
some which | have found either particularly attractive or effective.

Cuts and scars

Uging & similar colour to the lips

Stitching

You can put stitching on flesh ar clothes.

Warpaint

Add warpaint, to add realism to a figure.

Boils and spots

These look effective especially when painted on monsters.

Spots and skripes

Lise spots and stripes on animals and monsters.
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Jewels

Small rhinestones can be used to decorate belts, swords and shields.
When wvarnished they will sparkle. You can purchase small
rhinestones from dress-makers and craft shops.

Bright acrylic or flourescent paint can also be used to pick out
patterns, or the eves in monsters. Green Goblins with flourescent
red syes look tremendous.,

Cle ORC WITH RHINESTONE JEWELS, MILLIPUT POLICH, AMND
C22 WIZARDS FAMILIARS.

An alternative scheme which looks good for evil warriors is to put
on a base coat of black, then dry brush dark green and highlight
gold or silver. Embellish with bright red runes. Glossy black
armour with gold embellishments looks very attractive, or glossy
red armour with black decoration, which is a particular favourite
of mine.

Do not be afraid to experiment, there are no limitations,
particularly with fantasy subjects. Only your imagination will limit
you with what can be achieved. Try odd shading colour schemes,
for example shade pink flesh with green, or red shading on yellow.
But remember too many embellishments on one figure will make it
gaudy and lose visual impact. One pattern of bright colours will
have a better contrast against plain ones.

Mow a word about the use of rapidographs. These are guite
expensive drawing pens, producing a line of a given thickness and
used by draughtsmen and artists. The smallest nib size iz 0.13
which requires a very light touch, although this size of pen tends to
clog up far btoo easily.
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When you are finally satisfied with your finished figure, it will need
a coat of varnish, if only to protect the care and attention that you
have lavished on it. Here a decision is called for, which has divided
the ranks of modellers for years, gless or matt. This is down to
personal choice. Matt looks very real, but gloss protects so much
batter. A matt varnish is granular in composition, breaking the
reflection of light but this also means a slightly rough surface
which does pick up dirt and grease when the figure is handled. Also
a matt varnish tends to wear quite quickly, although you can gloss
varnish the figure, before adding a matt finish. Larger figures
definately do look better matt. A matt finish tends to sometimes
create a murky feel to the figure.

Three or four coats of polyurathene high gloss varnish applied to a
22mm model creates a porcelain like quality, and gives the colour a
clean depth. A gloss varnish is also very tough and very pleasing to
the touch.

All that remains to be done now is to base your figure. Again the
variations are limitless, and have been descibed many times In
articles such as this. Here [ shall outline my particular favourite,
but first s word about the base. For many years 1 have
experimented with various rmaterials, card, plastic sheets, coins,
washers, and various shapes, square, hexagonal, and circles. Now
Citade! have come up with the perfect answer the 'Slottabase’. A
black plastic base with a chamfered edge, it is a marvellous ides
and saves alot of time making your own.

Mow for the base construction itself and it's back to Milliput. First
cover the base, avoiding the feet of the figure, with a thin layer of
Milliput. Then a modelling tool may be used ta fashion small rocks,
toadstools, skulls, weapons into the modelling media.

Areas of vegetation stippled In or added by cutting strips of foil
with scissors.
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Thia technigue is also good for fringing on flags and banners. Of
course real stones, twigs, and parts of other models can be used to
good effect.

All that remains now Is to paint the base. Wash and dry brush
technique is the best way to do this. Give the base a matt finish,
keep or paint the chamfered edge black and fill the underneath
with Milliput. This will give more weight to the figure making it
more pleasing to handle. If you name your figure, then this can be
added to the edge at the bottom of the hase.

Mow your figure is finished and complete, you have probably

planned your next. This will be better still, for the best way to
achieve excellance is by practice, enthusiasm and dedication.

f
r EFl

fﬁ-‘ﬁ\‘jb?‘w . SLLARTH,

WARNING - When using scalpels or modelling knives, do be very
careful and always cut away from yourself. Also be sure to wash

your hands thouroughly after using modelling materials ar
handeling figures.




Minja - One of the new Slottabasze
models painted by Dave Andrews

Chaos Lord - Another Slottabase
model painted by John Blanche

Heunted House - Scratch built, painted
and lived in by David Andrews.

One of Citadel's new 60mm plaetic Fighting Fantasy models, just released. Painted
end convertad by ataff artist Dave Andrews.

g .__u..-h-

Great Emporer Dragon - Modelled and painted by Tony Ackland - soon to be
available for thirty quid or therabouts.
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Part of Citadel's newest dioramma featuring models painted by John Blanche,
David Andrews and Tony Ackland.

Ore War Galleon - Modelled and painted by the infamous David Andrews (again).

A selection of Citadel Minlatures = photographed by Phil Lewis
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inexperienced or very young modellers,
%EEE@@E@M MNOTE. These selections are in addition to those :
presented in The Second Citadel Compendium. 2
Addlflnns ) S
_I_,i“_

6 COl Fighters ~~ ~© %

e e < T =
CITADEL Requires Assembly - this symbol shows that the model or models
indicated comprise of two, or more, castings, and will require to be
assembled. A degree of modelling competence is necessary to
pﬂnsl;rupt any multi-part kit, and we do not recommend them for

FMNIGHT

CYBORG WARRIOR
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C7 Pygmies

= *gh

SUPPLIED IN SETS
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C29 Young Dragons
¢ & Other Monsters

i=» ALL FIGURES IILLUSTRATED ON THIS PAGE ARE

4

Z GIANT BEETLE
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F FEMALE WARRIOR NOBLE MLLUSIONIST/ /THIEF ILLUSTOMIST
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(22 Creatures —

Each pack contains a small, medium and
large Creature.

RATS SWARM WEASEL WEREWOLF

D\MFHIEEEN A CARNIVOROUS SNAPPER MUD ELEMENTAL
s I N . <~ = B




ALL FIGURES ILLUSTRATED IN
THIS SECTION REQUIRES

ALL FIGURES ILLUSTRATED IN
THIS SECTION REQUIRES
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C43 Spaceships

SMALL SPACESHIPS SUPPLIED IN PACKS OF TWO

LARGE SPACESHIPS




DRAGOINS

ALL FIGURES ILL USTRATED ON THIS PAGE ARE
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DG? BLUE DRAGON
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RR10 ELWINGS ELVEN GAURD CAVALRY ) (%) 3

Regiments of Benow
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RR12 HELLISH FLYING GARGOYLES OF BARDA

&

NOTLOBS ORCISH BOLT THROWING ENGINES

ts of Renown

RESPUILING HOBGOBLINS OF THE WASTE LANDS

LORTHERN ELVEN CITY GUARDSMEMN
RR15

RR13
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New Starter Sefts
BC1 Adventurer \
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DWARF FIGHTER GMNOME HERD PACK MULE

©
~ BC2 Monsters

LESSER GOBLIN
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JrRR. tolkien's

ALL FIGURES EXCEPT ®
ME35 BEORN-WEREBEAR the Y

REGQUIRE ASSEMBLY

ME35 BEORN-WEREBEAR ME&]l SAUROMN THE DARK LORD

= S ~T — P

35




Lo el

® Jrn tolkien's

BNy ngs:.

MEGSG URUIK-HAL

AP ol P

316




MANUFACTURED UNDER LICENCE FROM GARY
CHALK AND JOE DEVER TO ACCOMPAMNY
HUTCHINSONS' PAPERBACK SERIES.

YOUNG THAUMATURGIST

% i Hiﬂi— Lund's == I'
chropicle 1‘

| MINIATURES

A R e X

N16 Cave Goblins
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THE GAME OF DEADLY DRIVING

BATTLEGA

L—

CA2 COMPRISING OF MEDIUM
1 MEDILUIM & 1 SMMALL

YEHICLE

BTl COMPRISING OF
1 TRUCK & 1 MEDILIM
VEHICLE
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BOXED {ETY £5-50

\y ¥/
. LONEDWOLE .

GOLDEN HEROES MODELS ARE DESIGNED TO
ACCOMPANY GAMES WORKSHOP'S ROLE-PLAYING
GAME OF SUPER-HEROES. GOLDEN HEROES
MODELS SUPPLIED UNPAINTED.

[ OLBENY
HEROES

Z"‘ .J" OFEFICIAL 28mm MINIATURE FHGURES

SUPER~HEROES

OFFICIAL 26mm MINIATURES

4

LONE WOLF MODELS ARE DESIGMNED TO
ACCOMPANY HUTCHINSON'S PAPERBACK LOME
WOLF ADVENTURE SERIES BY GARY CHALK AND
JOE DEVER. MOCDELS SUPPLIED LINPAINTED.

Ol ZENN
HEROES
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ARCANE
ARMOUTRIALS

This time our regular competition calls upon your imaginative and
artistic skills to design a shield pattern for & Warrior of Chaos.
Llse the shield below, or photocopy or re-draw the shield shape and
draw in your own design. Employ pencil, ink or paint as vou please,
and don't restrict yourself to black and white. Use eolour; we have
the technology!

Please send any entries seperately from Mail Orders, or other
queriet. Otherwise they tend to get drawn into the Mail Order
Department where our famous Mail Order Trolls will become
entranced by the pretty colours and may attemptl to eat your entry.

You can enter as many times as you like, but all entries must be
recieved by 1st June 1985, Winners will then be notified as soon as
possible. Which brings me onto....

THE PRIZE!

As usual the prize will consist of A Great Many Citadel Miniatures
- & eomplete months releases worth at least £60. What a bargainl
What unparallelled generosity! What ever next! What are you
waiting for!

Please remember to fill in your entry form, including your name NAME

and address, and send your entry to: ADDRESS
CHADS SHIELD COMPETITION
CITADEL MINIATURES
HILLTOP

EASTWOOD

MNOTTINGHAM
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OFFICIAL

 WARHAMMER

AMENDMENTS

Although we are all very pleased with the new second edition
Warhammer, one or two niggly errors managed to creep into the
printed copy. The main problem was with sections of correction
actually physically falling from the pages before the printing plates
were prepared! Must remember to use stronger glue next time.

This manifested itself most alarmingly on the page reference
numbers - the numbers simply fell off, so we have many references
to page "x'. Whilst this is irritating it In no way affects the
playsbility of the rules themselves.

Some of the other corrections do effect the rules, and you will find
it worth while to note thern down and rermnember them

COMBAT VOLUME

pl2 Final paragraph p x. should read p 38.
pl5  Left hand column, final paragraph p xx. should read p 20.
plé Firing by Units. The diagrams are not as clear as they

might be, and although the diagrams are not essential to the
rule, players might like to refer to the diagrama below.

Unit may not fire

@@&

of | | ¥ | ¥ | ¥

A typical "split fire' situation
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Measuring Distances. On the diagram at the bottom of the
first column write maximum range next to the line as
drawn. On the diagram on the top of the second column
write short range next to the line as drawn.

pl?

p22 Who Can Fight. MNote that the shading was miegsed off the
diagrem. All front rank models can fight except for the
large model on the extreme left hand side.

p24  Left hand column, final paragraph p xx should read p 29,

p26 Left hand column, second paragraph page xx. should read
page 27,

p28  Right hend eolumn, third peragraph pasge xx should read
page 31.

p3a Right hand column final paragraph. Delete Animals which
are used as mounts for champions and minor heroes cost +10
extra points. Animals which are to be used as mounts for
other characters cost +20 extra points.

Instead substibute:-

Armsg and Arms modifiers apply to mounts in exactly the
same way as to weapons and armour. Creatures with a basie
PV of more than 10 will have to pay extra points for their
mounts, this will invariably include some champions, and all
heroea and wizards. The PV of the mount and any arma and
armour can be added together, and & suitable maodifier
applied to the total,

p38  Finsl paragraph page xx. should read p 34.

p45 Mote that the diagrams have actually been positioned
wrongly. The diagram on the right hand side should occupy
the position top left. The diagram top left should occoupy
the position bottom left. The diagram bottom left should
occupy the position top right. In all cases unit A is at the
top of the page, and unit 1 is at the bottom of the page.

pal Stone Thrower Profile. BS is given as 3; but note that the
B35 is not actually used to determine hits anyway.

BATTLE BESTIARY
pld Dwarfs - World Distribution. ..remaining Mew World should
read .. remaining Old World of course. There are a few
Dwarf adventurers in Lustra and the South Coast, but they
are small in number compared to the relatively numerous
Morse and Old Worlder humanas,

Dwarfs - Special Rules, Insert:-

Dwarfs are a hardy people, well able to carry heavy loads
without obvious signe of stress. Dwarfs never suffer any
Movement Allowance reduction for shields and armour that
they wear. S0 a Dwarf wearing full plate armour can still
move at his full 3". See Combat p 15.
p2l  Troglodytes - Special Rules. Mote that the strange and
unpleasant smell emitted by Troglodytes is known as
Mausea, and the -1 'to hit' penalty imposed on foes iz known
a3 -1 for Mausea.
pd3 Swarma - Special Rules. Mote that 2 Swarm represants 100
creatures not 1000 as given.
pld Warhorses - Basic Points. We have arbitarily decided that
the points cost of the Warhorse works out as far too cheap
campared with normal horses. The Basic Points is therefore
increased to 5 + 5 if used as a mount, a total of 10 pointa.

pdé  Lessar Demon - Basic Points value is &6 points not 32Z.




MATTHEW ELLIS
CGAIMNSBOROLIGH
LINCOLMNSHIRE

GARY PARKES
MNOTTINGHAM

We are always plessed to receive artwork from
readers of the Citadel Journal, whether
presented as an idea for a new creature, or just
an illustration of a favourite character or scene.
These pictures are just s small salection of the
many drawings we receive every week. If you
would like to send us a picture of your own,
make a drawing in black Ink only and mail it to
Citadel. Remember to include & stamped Self
Addressed Envelope if you would like your
artwork returning.

We're sending £5 Citadel Vouchers to zll of the
contributing artists featured below. We'll also
gsend a £5 voucher to anyone who has artwork
printed in a future Journal or Compendium - =o
get drawing.

MICHAEL OWENS
JARROW
TYME & WEAR
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REGIVMENRESROE

REGIMEMTS OF REMOWN

With the intfodaction of new sats of iha Reghments o
Aangwn earien; mony Waorhammer ployers have writton i
osking obout fighting profiles snd other datails for the naw
mmadols,  Well hore they are, tegether with the origiral
descriptions of the first Regiments of Aanown, rewritten to
fit in with the new sscond edition of Warbammes. & new
fmafure of the Aegimenis of Renown ssts o to be the
introduction of o Regimentol Chamgion & ome of the
pereonalities, givirg feur different boxes instosd of three.
Dwscripticns: of Champions far the sriginal sete hove besn
given, but thess won't bo ovoilsble just yet, Full detalls
about these, and all of o other new relanses, will appear in
our ikl meilings.

KARMACS LIZARDMEM RAIDERS

When the Dwarfs bullt the mountain city of Caraz-A-Carok
i the Caat of the DM Warld, they ciraaled the !u.rvg:—,lL, gat
wondeeful and irpregnoble fortress the world wos ever to
pen. lts chambors and halls coened inta the bestt of tho
mmouritadn and deep into its roole. Lirknown o the Diwarfa,
thilr twunnollings were to lond thom into the still vastor, still
desper and unfathomably more onclent caverna below the
PN nin,

Within Lhese covernd cdwelt moany foul crestores. Little did
the Dwarfs guess of the bicod-letiing ond anvagery thit was
to rise from beneath their feet. Soon the lower possogns of
the Dhwarfl Kingdorma bocame the hunting geourds of Lhe
perilous Lizardmen, the most feared of whom was the roptils
knawn to the Dwarfa s Karnoes, leader of & aavage bard of
Lirgrdmen including the doesd onimal called Huaris.  Far
obmost & hurdred years the Orearfs batiled acalnst the
Lizardmen, chamber by charber and lovel by lavel. But tha
Lizardmen proved too strong, and gréw ever sironger as thay
fuaated wpon tha flesh of the slain end drank the Blocd of
their doomed captives, Eventoally the Dwarfa gove up hopa
of aver recovering the lower levels, and sealed them off by
callapsing the connectlng pesssgon,  What them became of
Karnoo, Hurls and the Lizardmen cen enly be imagined,
EQLIPSERT The Lizardman carry aLong bow and wsually
Ewa  Iarge  decorated guivers Ench
Lirardman Ik ino additbonn ot loaak Ewa
gwards, and often o stonn club ps well. Each
warrior corries & shinld,

BATTLECRY  Before bettls thoss crosatures raise up @
grant naise of hissing and snerling; as the
ery gets louder and loudsr the Lizardmenfs
thirat for Blogd reachss an uncontrallabls
lewvel, and they fall upon thelr unfortunate
nhEmie.

In the main chamber af the 14Znd lawal
Karmac slew snd subsequently ate @ dozen
Craarf wareiors; inclisding Baluk [ronfist, the
heir to the Kingship, After this accasion his
hawie of indigastion echoed throughout tha
foctrass for mary weoki

POBNTS Trooper T4

ValLLES iuris 134
Kamac 174
Stendard + 120
Horm «48

The shield corried by thasn troops s mads
fromm the hide of some urdeeground reptile,
Al |8 af maltled grey or green colours

LB O S

The colpurs af the roptller thermsalvey vary
fram dull browns to sparkling reds and blues,
Karnoe M|l B white.  Horis i3 greon.
Moot of the sgeipment eorrled by Uhoas
croptures i biock, whilst the commonast
mnbal sted by the lizardmen is sither copper

RENGWIN
p

Afinbiur, whach s aften biror, Furls weonrs &
wry  diatingtive halmet  which  Tormerly
belonged ta & Dwarf warreor, bid hae been
k=aten mo that it more or fess fits Fis
reqpilllan hined,

Licardmen sometimes e bapturad Dwari | Coure st el deeare T T
KARNAC'S LIZARDMEN RAIDERS

Fighting Personal
Characteristics Characteristics

M| WS|B5| S T LU A | Ld|Int] CIL| WP
a4 3 3 3 &4 2 1 1 10| 5 10| 10
Karnac - Lizardman Major Hero

Fighting Personal
Characteristics Characteristics

M| WS |BS| S T LU A | Ld|Int] CI| WP
4 & 6 4 5 4 fy 3 10 | 7 10 | 10
Huris Lizardman Champion with a profile as follows.

Flghting Fersonal
Characteristics Characteristice

M| WS|BS| S T w1 A | Ld]Int] Cl1| wp
4 é 4 4 4 2 2 1 10 | 5 100) .10




THE EMIGHTS OF DRIGD

The jalend cutpoat a7 Fyrus seemesd o ogood ploce for thi
mionke &f the Holy Order af Saint Origo to build 0 menasiery.
Truez Fyrun did ke bot n dozen miles from the cossts of
Arwhy; it was the birthplace of the rovered Arobian haly man
sulloh Aklor'd, ond its harboura did control the reain aost-
wosk trode rouless but the Orother Knights of [he order
ercidod Fyrge woild make an ideal plecs bo pest oand
meditute. They storted by kicking owt all of the natives fnd
biallifireg 6 Puign  foFbresd. Thia they ealled "The Foly
Mennatery of the Divine Crigo's

When the good brothers found thelr proyer dstpcbed Gy
Arablan pirotes and . the  continued ocomplaints of  the
disimhierited, they reactod n tho andy way they knes how,
They built Tlents, wiped the woterways ciean of enstern ships,
and fired pwery Arabian pert within o hundred miles, Faor the
purposes of this Tission af Chariky™ the Grond Maater of e
Cedef dosighod the speclal uniferm and banser Llusteated
hare.

Thy Hnighie raturned to & life of penca and contermplation;
disbirbed only by onnual charitoble excursions mmongst the
Arabiansy burning, booting nrd. pilaging the heathen coasts.
ATter o few yoare of Chis ronitins they waro ghokan Tram thaar
salitutde by & vest army of Coatternore. These foul despallers
and cut-throats ladd ssige to Gnd completely destroyed the
monpElory.  Many of the order’s Enighta were slain i this
urpehvoked nttock, but n lorge company cecapeds  Under
their mew Grond MMester; 5ir John Tyrweld, and sided by the
Dpder®s Thasmpiah Dornm oo f:l:'lllliru|:.|:|. the Order relosmad
I thes Wiest,

T rom thedi oh Chel l':ﬂl'lmm:r eraggdend exfenaively agalngl tha
enpmies  of G801 Right Thinkling Follk' =nd goined &
considerabbs  reputolicn from  their foos fimongst  the
Gebling thoy becams renowned as 'The Frothers', whilst the
Eaaternora dubbed Sir Jahnyg “The Faaming Croa's

Al cha Krilghos bnse e usisel =1 W5 for Enighos, including
Chamrglons nrd Heraes: In oddition the Hnight ore subject to
Frenzy.

EGLIPMERMT
BATTLECRY

Long-wword arsd diapatehing kisila

The datto of the Order i3 Peoce nnd
Jisstlee”, often  shouted 0 moments  of
ri,|:|||-.'|_|;||;-;|¢ Eufignaliom, Sip Jodim f:f.l'wﬂr'llfj
own  Family mottao ja Onky  the Sword
Puriflies.

Sir Jobr's doring raid on the Paloce af the
Crond Yizier must rank of oha of hia Mot
farmnoas exalolte. On thls oocaslon o handful
of Hnights rid the world of ssveral bundred
Fagthen souls and liberated many riches.

VALLES

LI O AS

Sir Jobw Trywebd = Lo4

Dorno Don Domingla = Champlon 9
Trooper = 7

Extra for Standagd - 35

Extra for Harm = LA

The ghlald ia tha bedge of the Ordor af
Origa

Wnil armour; great helm mnd sireanl Taren
the basic dress of the Mnight on the
battlefield. The Surcoat Is red, spmbolising
th, 'Bilood thst waa shed o thot othars

:I?:p:::::rtfnnwr:::r:.m diatgiibuted  @mprgat Trnr;m?::_m‘ Spectiicully the blood af their
THE KNIGHTS OF ORIGO
Sir John Tyrweld - Human Major Hero
Fighting FPersonal
Characteristics Characteristics
M| W5 |B5]| 5 T W A Ld | Int [ Cl | WP
) 7 & 4 4 3 & 3 s 9 9 9
Danna Don Dominglo = Champion
Fighting Personal
Characteristics Characteristics
M W5 | B5| 5 T W A Ld | Int | CI | WP
4 5 & ) 3 1 4 1 7 7 7 7

Brother Knight of the Order of Saint Origo

Fighting FPersonal
Characteristics Charactaristics
fd W5 | BS| 5 T W A Ld | Tnt | I We
£ & 3 3 3 1 3 1 T T 7 7

¥
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GOLGFAGS RECIMENT OF MERCERARY QGRS

The wara botwaen ihe Goblir and Dwarfs hod st Gocuin
when Golgfag and his Cgre band ererged out of the northers
darknei., Golgfag waa the chiel af the Rutdrogg elan, wnd he
aaw the impending wor as o good opportunity fo golber lott
and feosh most, The Rutdroggs shombled out of  thakr
mountoin horres and  stealght into the ermploy af Eq-gd.m
Legbrenk, the chief of the Gohling aof the forthem World's
Edge Mountains

After o limited pericd of service Golgfag hod taken part bn
wrvnral early acliong of the wor, The Futdrogoe proved
thamaelvias ko he excallant troops, |F somewhal undicciplinesd.
Ong night, ofter an ospecially lorg and intense drinking bout,
Lzalgiag and Bogdar, who had mever lidsd sach ather much
anyway, fell ta srquing, Within mements the whals regiment
wil ip and blood wat flowing freely, By smarning Golgfag's
Regiment hnd fooght its woy gut of the Goblin stockads snd
Ltakoen to the woods.

Glgitng saon Tourd employiment agning this time Flghting for
tha Drwnrfs aqoinst his farmes allies. 1n this oopocity he and
his champion Grathud led o Dwarf party infto the Goblins
skronghnld, and. glew Bogden Leghreok: nom Blittoe  Fight.
Golgfog  Iater estsbilshed hirael? &8 one of the most
mdventunous [eaders of the war and collected a grost doal of
gald, lsat and enptives befare re turning to the frozen north.

L

. t._.-.'.-i

.: ; b i.'-'.'..l-ilf.-'l-l.!‘
oA

BATTLELRY

armament - Two-handed moce
armour - Shiald, Mail Conls

Beatisl  In  ihe  estceme. A phonetse
transcription . would  look  something ke
‘Grough mghh oghh  wanana® Heonl

schaolorship by Ogre linguists hes shed rew
Fight o this strange cry. 6 now appenrs Eo
mean, C| et sa angty whan [ don'L have o
cooked breokfost."

The moat popular story sbout  Golgfeg
cancerma the time be wns ceptured by the
Draarfe. He was impriacned 6 the Famous
Block Hole of FAaven's Held, along  with
B yeral dlazesh assarted gobilinaide.
Crammed Inty a Liry apmoe, with no obr ard
hardly enough room to brenth, the Dwarfs
sxprsbed Eha cetuponts to die, However,
when they opansd the door the following
motning the Dwarf [ollors wars aghast to
smn Llging the Rutdrogg chewing on the

POBNTS
WALLES

SHIEL O

LIIF DS

rermadng &f the lagt Goblin. The cell wna
otherwise smpty, althodgh there was o goed
denl of gore ard blood on the floos. The
CearT [oadsr wns sa owed by this Teak That
he ordered Gaolgfasg o be (eken o long, long
way away and relpased.

Godgfag - Ogre Mojor Hero 261§
Champian - 734

Trooper = 44

Extra Tor Standord -T2

Exira Toe Horm - BES

Shields are strapped onta the back during
combial ta albkow the Cgre Lo swing his
milghty wing .

Ruldrogge hows long Luhice down to Eheir
kneas, with heavy breschis and boots, Oyer
their tunica they wear moil armois; 6nd
it thelr backs they hawe long Turry cloako.

COLGFAG'S REGIMENT OF MERCENARY DCRES

Gaolgfag - Chief of the Rutdrogge. Ogre Major Hero
Fighting Personal
Characteristics Characteristics
M | WS | BS | 5 T W A Ld | Int | ClL | WP
& & 5 5 & 5 4 7 & /) 9
Grat'hud - Ogre Champion
Fighting FParsanal
Characteristics Characteristics
] Wi | B5 | 5 T W A Ld Int | Cl WP
& 4 3 5 5 3 2 5 [ 5 7
Trooper
Fighting Personal
Characteristics Characteristics

WS | BS Ld | Int | CI

2

5

5

&




THE MIGHTY THROG AR HIS HOBGOBLIN DESPOLERS
(¥ THE DhvuRE LAMDS

Cielswen from the O0d World @t the end of the Goblin Wara
mey af the [Ooblins, Orce, Hobgobling: ard other albied
eraatures flad Into. the Dark Lenads, The Dark Lands weore
then, a3 fow,  Druly  dorke cenasless valeonic  activity,
steaming tar pits and terrihle, natural pellution shielded the
lamd fresm the sum,  Littls cowld grow In such o ploce, and
wiry few crontures could folerate the bDarren [andscape, e
glc.-nnl ared he choking ale.  Theog, howmwer, quikte liked ik,

Froem hia semed camp on tho sastern side of the World's Cdge
Meuntaing, Throg gathered his seasorad warrices anid began to
caren himself out & lEtle empice. Soon o goadly chunk Gl Ere
westirn port of the Dark Londe waré undof hig contral, ond
I Bogen to axtensl hie power desp bnbto the smountaimg
themselves. Here he ond his Thamplon, Groamonter the
Baast, Tought rumerous battles bnothe valleys and posses of
tha mowntalng and eventually within the Dwarl forifesssn
His snnmies were maostly Dworfs, and the Hobgobling soom
nequired o toste for the flesh of these greatures.  Whal
became of this rocawned Tighiar |3 8 mysiery, sgme sy that
hep disappoared whilst beading & mined force of goblinoids into
the Dwrarlf Fostsese of Raven's Hoeld, Cefads  Fink  Fia
disappearancas  to treachery onm behall of the fecocioos
Drinrmisnter, o enlblaus individual.

EQLIFPMENT Sword ardd Shinld.  The sword earrled by
Grunmunter ls o heavily serroted weapon,
Targed lally for hi
gzl oot Bl THE MIGHTY THROG AND HIS HOBGOBLIN DESPOILERS OF

BATTLECRY  The sironge ond animaligtic battlecry of
these ::I:Hum-l I in the Goblin Tongue. [T THE DARK LANDS

gy 'Mork your targed well and sak it

DEEDS Of all the many hicody and violent deada of - . = I
Throg the mast often remembeced is The &0 F':I{]htlng Brsong __
called Feast of the Dwarven King. On this Characteristics Characteristics

occasion the Hobgobling infiltroted the
undefgfoind Tarlieds of Darah Fifehoarl &
powerful  Dwarl  loed, The Hobgohling b we | BS S T W | A Ld Int 1 WP
ascreled themselves In the kitchors unkil
the night of o feast, subdued the servanta
and ditguised theeaelves (n the sprons and E 3 o 3 4 1 3 1 7 b & [
ather clothing of the waiters. That Boran
Firsheart falled to ratice wntll for Goo late
that his kltchen staflf sere all over 4" tall ; ;
arul incredibly ugly, can only be put down to The Mighty Throg - Major Hobgoblin Hero
the gereral level of intaxieation. Tha fesst

went  ahend s usuni, but Instesd of the =
plann=d proceedings the Hobgobline ate Flghting Personal
Doran  and his quesie, while Theog s [l Characteristic
snbarinned by tortufing & Drooag of Halfling ChErEE‘tLTIaT_JcS a
Jugglers unlucky enmsgh to  be passing
through, % Ws | B5 |5 T W | A Ld | Int | €I WP
POMMNTS Throg = Fobgoblin kojor Fero 854
VALLES Crurdrinter thy Beaet - Chamgabon 7§ 4 b 5 & b 3 b 3 5 8 a8 8
Trooper = 54
Exten far Standord «27§ s .
Extra for Hoen + 11 Grunmunter the Beast - Hobgaohlin Champion
SHIELD The shislds éniry the emblnm shown drawn : 3
in the Blosd of their ermmens.  Coloars will Fighting Personal
tharefars wary from belght red to- dackish Charactaristics Characteristics
beroimm ar hlncik,
LRIF LS Clothing ls meatly mnde out of leather o B W5 1 BS ] I W [ A Ld [nt il WP
Tup, &hd i8 of various shades of  Ledewr.
Clrurmunter weors n huege  fur closk, and
around his heavy belt he kpeps his latest & d 3 | i 1 4 1 ¥ £ & &
trophios = the heods of kin wictims.




ML MULLAH AMLANTPS DEATH COMMANICTS EUEPWVEMT  Armnmant - Seimitar and dogger POEMTS Migllah Bklartd - Bajor Haro 97 )
Armour - Mall Caak and Shield YALLES Hislm = El‘li.rnlpll:l.'l 7
Troopes - &
The famous 'Mad Mullnh was probably Lhe meat influential BATTLECRY  The Mullabs mest famous slogon s Purity Exten fior Standard =324
figure in Ensteen hlatory, 18 was be that united the Arabiam theaiagh Death', Extra for Hom = 13
undar & cammen sdministration ord religion.  Althowgh Arnby
has besn subject to disunity and civil war since, the Arshians [EEDs The Dweath Commondoca have fought with SHELD The shislds dispbny the bodge of the Mullsh
still accept the neminal tutelege of & single Sultan. distingtion at slmost every battls fowght Inirnasl f,
slrce tha  Mullah's time,  Perbaps theic
Aklan'd may have besn Irssoe; many clobmed 08 mosh, most greatest achiewement was ot the Creat URIFORS The Commandos wear @llvered mall aomour
of them died horribly. His brond of religio- lo wos hased Gelgh of Fyrum, whore the regiment waos arel an enamaolled helmet, The lorg coat f
upan the ald religions of the dewert trihes, mod|fed to sccord pladin ko m  man Horwayar, Lthair  agll mnce of thick, podded malerial and can be
more clotely with his cen distorted view of the world, sxorifice pventunlly carrled the doy, ond the wien wither underneath or aver the armous;
lalamd Tortress was [iberated for Allah It is blus.
Hiz  reait dedicated falloears  wers the Aklan'd Death
Commandaa. Thiz elite rogiment was focmed from the mot
devated of the young desert worrlars, men willing to dis, and
in dying glorkoualy pats inla Lhe highost of the T heaverd,
kmowm ns Staor.
The succesmrs of the Mullsh maintained the fins traditices MAD MULLAH AEKLANTD'S DEATH COMMARNDOS
of  the  Depth  Commandor, always choasing  the  fineat
eouipment for them ord always placing them at the ferefront
of Battls, The most bonoured post In the Desth Commandas
Ia that of Champion Eunoch. Hasim - e current Champion Mad Mullah Aklan'd - Major Hero
iz an enormously fat Eunoch fenowned ns the sloyer of over
100 infidels: As o Eunoch hosim baa + 8 Cland Ld. ALl aof the = -
Death Coammnndos arg sulifject Lo Fpeney. Flghtlng FPerzsonal
Characteristics Charocteristics
M| ws|Bs|s | T w|1 | A]| Ld|mnt|] Cl]| wr
i & [ L} &4 3 & » 9 g 9 9
Hastm - Eunoch Champion
Fighting Personal
Characteristics Characteristics
Pl ws| B5 |5 T w i A Ld | Int] CI WP
4 i & & > b i 1 a 7 B 7
Trooper
Fighting Personal
Characteristics Characteristica
M| wsles|s | T |w]tl ]| A|Ld|int] i |wP
1 3 3 3 3 1 3 1 T 7 7 7
HARBOTH AMD THE BLACK MOUNT AN BOYS BATTILECRY ' Harboth's: favoursd sxpression Is, Vulp rthe POINTS Hasbath - Majar Hers 1004
Stimnitles!, VALLES ¥ aakin Foelt - Champlon 9
The Black Fire Pass m ths only route over the Bilsok Trocgoer = 1
Mauntaing, amd Tor vaars Bhe monnbain and the pass wara, by DEEDS When the loonl Oworf leader offered 8 Cxtra for Stacdard <333
wiil larye, impossabln due to (he pressnce of & lorge Osc bonty to advenburers beld amough to try to Extrn for Harn - 134
sattlemant. Thiz dirty snd squaolid bownahip coraisted aof destray  the  Ore  settlement,  Hochoth
severnl dozen wooden shocks, n incge but unstable saloon and responded by  meeting, and  submequently SHIEL D iHarboth  and  his  troops  prefer o
fundomls of mean, gresdy fow-down Oros. eaklnd each adventuser stupld enough to Ery rufividhanliss  (heir  shislds By  serawling
L . Ie. Woskin Forft mods n neckloce ol tha pffensive pictures or slogans on them,
The Loy wan run by Horboth, oided and abetted by Rid ingsng enrs of thees anfortimole choracters, whilat
righthand mah YVakkin Farlt, Hacholh sad his maleg shanl Harbeth gont thair benes back ta the Dward LIF RS Faged tunbcs and Breschis, all |'."||:Il1.|'|.|!'|.l]' iy

mnsg of thelr time in the ssloon, shelteeing from the almost
ron-stop. rain which s an everydoy phenomenon along the
sloped of ho Black Mountainge  They would Take  furmd
monning the Eall gates ond tarturing travellers,  Oocnsianally
there would be o fight 03 seme indignant Haolfling or Dwarf
ried B calars] Bimsall - bist not afan,

The fileck WMenindobn Boys don®t go in much Tor Tire cloifhing or
fancy geor. They have gulte An extenalwe collsction of
ureroar #nd wenpane lootod from trovellers: including slurdy
bows &l wall on iren hoolked cleavers called Dl Ticklery,
nn laventlan of Hirboii's af which b i3 justly peoud.  ¥askin
Farit eaerbes an especknily large, double-handed version of
thia wenpon.

CELPFHENT Armarnant - Draarf Tickber, #nife, Club

Armour - Mkl Cost o Shinld

lemder togethar with instructlona to send
more  Halflinge ax ke Toursl  Uhasm
particularly peintobie,

wery  dirty  with o generally  cast-off

ppearance.

HARBOTH AND THE BLACK MOUNTAIN BOYS

Harboth - Ore Major Hero

Fighting Personal
Characteristics (Characteristics
M W5 |BS| S T W A Ld | Int | CI' | WP
4 & & 4 > 5 3 9 7 9 9
Yaskin Forit - Orc Champion

Fighting Personal
Characteristics Characteristics
M | WS |BS| S T W A Ld | Int | CI | WP
& 4 4 't ] 1 3 i 7 5 7 7
Trooper

Fighting Personal )
Characteristics Characteristics
M | WS |BS)| S T W A, Ld | Int | C1 | WP
5 3 3 4 3 1 2 1 7 5 7 7
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FLYTHG GARGOYLES OF BARDA

Aarda Von Micklesteln wnn nelther the most famrdas, nar the
most powgrful wizord aver to live within the confinea of the
busy seopork of Morienburg. He wan,  Isawower, nimost
cartalnly the moat careless 10 was & 0 resull of hia parsanal
Ineptitude that a heede of flylng Gorgoyles were too be
released upan the unsuspecting ol of the elity. The ensuing
orgy of destruction lasted for a week; 7 days in which hallish,
shhurman forma atallend and elow the petrified eitizoney. By
the time things guistened down rnsch of the city-loy desolate,
afud Barda Vor Mickinstaln dangled Trom a fhoetily improvised
gibbot cutside the Dog and Duck Tren,

Tha Bardn Cargoyies were o nes shd provioealy unknawn Lype
of Lesser Demon, but other wizarda were soon to- leamn bhaw
o aafoly pumman @nd contral them using the leved I Surmmon
Leaser Demon spell.  The Gargayles ean fly as swoopers, ond
hawa a profils &s I{wﬁl helow. Thay hove nocmal Losses
Demen powers, cauaing fear 0 lving creatures under 107 tall
and hmying psychalogical ard routing ity (eocopl when
coused by Greater Dormans or Deities),  In addition Barda
Gargoyles hove wn aifinlty with fire, nrd cornol he affecied
in any way by fire or fire based magic.

The Great Standard cocried by Lhese demans apbabra (o Carcy

the device of somne uiknawn, but undoubtably powerful God. SHIELD Both the atandard and the shields corry the chiunge thrir colour - same apoear block,
5o lofi) a4 the Bnrda Crrgoyles carry this standard sie other same stronge device, almost certainly the others grepn e red. Thelr mail armour (s
demondc troops will dare to atteck them, nat even Greater prnblem al the Dnity which the Gasgolyes made out of shining bras. - Spoars have rod
Crernang. BEFI, shatts ard Bra tipe
The foul Dowbla Harn careied by the Gargolye musielen B pFORME. Mo wniforms are worn s sch,  The  NOTE Fly a8 swopers.
alaa emaglenl; for (ks =t coures nu\lﬂre F-alrl,ll.lr 0l 1] L'.Hgnpl.u::l themanives appeer to be nhio to
in mny ane unit of living creafures wﬂllhll o' 'I:hlil :J the
equivalent of & missiln mfleck with Df metomatic hits at
Strengih 4. FLYING GARGOYLES OF BARDA
The Bards Demone nre led by Cemonic Chompions . with : z
impeoved proflisg ond tho shility to use limited magie,  They Fighting Personal
count ae wizands, with & Constitution of 10 points and the Characteristics Characteristics
abality to throw § Jovel 1 Fire Ball spell per G
Constitution points cannol be reqained whilsk the demons
fmain lm . the  Mrown  World, bt are  replonished o | W5 | BS L T i 1 A id Int 1 Wi
automntically when the demaona returm Lo their own plane. S0
pointy are added tg the dempn's polnta tatml for Ehia atbliby.
U 5 5 4 3 1 & Z 10 10 10 10
EQUIPMERNT  Arensmienl - Sword and Spoeas
Armoar = Shiald o Malil
BATTLECRY A crosking howl, or insone cackie. Cremonic Champion Leaders
BEELDS The sasult upon Barienburg may howe qiven : .
theso creatures a taste for human bload. In Fighting Fersonal
Wy cose they Pave fought on humerous Characteristics Characteristics
oocasioms o bohall of the wirsrds of
Marienburg, always with barbacic Terockty,
i WwWs.1'Bs |5 T W 1 A Ld | Int | Cl WP
PORTS Trooper 80
VALLES Charmgpian 134
Stardard =400 i & [ 5 3 1 7 2 10 10 10 10
Pt le Harn + 160
GROMS GOOLIM GUARD ECALIPRMERNT Apwmrnent < Sword POENTS Grom = MMajor Hero = &7
Armour - Mail Cont and Shisld WALLES Crd Longbone - Chamgion 54
Grom  mitiated the Goblin Wars when s sliw  Wilfror Troopor = 3
Willesdnred, King of the Martheen Dwarfa, in 0 drenken brosl. BATTLECHRY Wanaoghhhhruuusugh' = Goblins  are not Extra far Stamdard -181
The couse of the dispute is not recorded, although the knnwn Tor their cloquence. Extra far Horm = 7§
ielatlse mineite of Opd Sam'a Brown ond Bugmor®s Beat may . )
five been responsibbe, Grom led the armies of the Gebilicg in EDS fpart from starting the Goblin Wars, Grom SHIELD Grom's -shinld dipicts the death-of Wil
soene @f their most polahle viciorisa. For a Gaoblin he wan & is. now  chiefly femambered for e Willowhard, with o geeat deal of Siood snd
fing tecticion and soldier. e was not's pare Goblim, but of Atrosities af Zhaif Figld Meny Desarf the fahled toocting Pork vory fusch B
mined oncestory; ond  preseated the  oppestance ol an captives worn tekon on this oconalon, but all evidence.
pepucinlly wily Do, - Hi wai kniwn ag This Paurch of Misty were doomed Lo a horrible death. On every
Mnuntnin' bocnuaa ha w56 sk dany foe Ehi o Tallowing menth Giroads had A LIPS Lenther |Erkin and Lrousers, wikh modl coat

Grom selocted his quard from outcosts amonget  Goblin
wociety; croatures of doubtTul ancestory el Litihe spamdirsg.
Tiedn quacds wore sapacially Inrge ard viciowa, Thelr armour
wis senvenged from the oncly battlefields of the wor, and
their wosponry was forged ot the Dwarf amithy of Zha T Field
ifter lte Fadl 10 Gron's srmise

Grom wid kilbed in B first assualt waon the Dwarf fortress
ol the Middenbslre  From then on they  were lod By the
regimental Champion, Cred Longhone. Crod was an urossally

tall, thin and konkcy Goblin with o distintively long b Crod
and tha pemnknder of Geam'e quearde wees sxterminnted ot the
firal battle of the wor st kod Oog Poas.

Pundrod Drevarfe brought before him. . Fe
ther parscnnlly sat on asch captise grlkl U
wictim died of suffocation

GROM'S GOBLIN GUARD

anl ]|r.u1'.-:|l Ererr Fuilrmai.

Grom - Major Goblin Hera

Fighting
Characteristics

Personal
Characteristics

i W5 | BS| 5 T W I A

i E 2 4 & 3 5 3

Ld | Int-| CI | WP

7 7 7 y

Crud Longbone - Goblin Champion

Fighting Personal
Characteristics Characteristics
e WS |BS| S T W I A Ld | Int | CI | WP

) 3 3 4 3 1 b 1

5 > 3 %

Trooper
Fighting Personal
Characteristics Characteristics

[ W5 | BS

R E 55 T (165 T G ) 1 L - o S

Ld | Int | I | WP

5 3 > ;.

=20




MUDAT'S MERCEMARY HALFF-ORC MANLACS

It was genern]l antl-Coblinedd feeling, coupled with rellglous

manig, that resulted im the bonishment  of the Holf=Ohre

papulntion from Muln, one of the Hifmen ssttlements on the

ml‘i af the Old World. The Holf-Ores resented this very
e

Such @ Half-orc was Mudnt Brokerbone.  After sperding
s=varal yooars argoniging the Folf-cec Tomeyl tribe {moet of
whom had turned to catils rustling and smbushing travellars),
Muidal put his new army Into operation. With his warhammer
in hiz hnred &g revenge on his mind, e led the Tonayl barde
sgainet the town of Bl Roalsbance sson crumbled and this
Baily ef the unfortunate town chesnpion was fmpoled on o
pale, later hecoming the regimontal standard,

The Tonayls wandered the borders of the Dark Lsnda; Fighting
i m number of wars for both Ore sed Humon paymestecs,
Praving  Shermselves to be unrelishle ond  unscroupubous
mercenarsis In tha best Holf-Ore tradiiion. However, during
the hattle af Coaneor, after changing sidss for the third Lime
that doy, Mudat was erssbed by the Infamous Goblin genecal
Gipgern 'The Paunch of Misty Mountain'. Their loader sboln, the
Tonayls dispersed |nte the wilderneas undir the cemmaond of
the company Champlon and poymaster Enrwangle.

COLTPRMERT Weapons vary bt e usially ssens klad of
bludgening weonpon such as & hamemsr of
mace,

RATTLECRY The baztlecry of thie formous Regiment |z
'Only Tor the Monoy'.

Mizdat Bfokanbone wbd Lo rise Lo Tame [ond
fortune) by belng both the defersder  ond
attscisr of the fobulously eich eity of
Halmgart, ‘With  twa clients and the
reapurces of bwo waelng Ringdosrs al hie
disposal, Muedat monoged to keep the asige
going far abmait 2 yesrs withoot - nctually
atriking a sirgle blow,

tudat Brokorbone - Half Ore Minor Hero 42
Earwangle = Champion 81

Trocper &4

Standdard <318

Horm « 124

VALLES

Tha chields ore esnscribod with the rures of
the Tonayl tribe o which tha Half-Orcs
belongs

LIMIF DS takl nrmower is worn benenth o tnttersd rod
tunic, 0 closk mode of anlmal skin is warm
by every member af the  regiment.
Earwangle b the kesper of the company
coffer; & large ond henvy cheat shich e has
chinined wpon his back, In battle the poy
chesl often forma the rallving point inan
EITIE INEY.

MUDAT'S MERCEMNARY HALF-ORC MANIACS

Fighting Perzonal
Characteristics Characteristics

M WS [B5 | 5 T will A Ld |{Int | CL | WP
4 3 3 3 3 1 3 1 7 6 7 7
Leader and Minor Hero Mudat Brokenbone

Fighting FPersonal
Characteristics Characteristics

[ Ws |BS | S T w || A, Ld |Int | CI | WP
4 5 5 ) [} 2 5 2 a 7 2] 8
Paymaster and Champion - Earwangle

Fightling Persaonal
Characteristics Characteristics

v W5 |B5 | S T W[ : A Ld jInt | Cl | WP
4 3 3 3 3 1 3 1 7 [ 7 7

BLGMARS DWARF FAMNGERS

Jozzgh Bogman waos possibly the most famous Dwar! Mastor
Brewer of oll time, The brewing community of Bugmon's
Brrwdty, in fest & srnall bown, had hean Townded bn pges past
by Ehe great Samuel Bugman, Joseph's long-dend Grandlnther,
fy tha Lime of the Gobiin Wars, Josaph wie b proaperous and
wealthy brewing merchant, ord & reasonohly passive mnd
eontontod Dwerfs  Hie gl commumity oy wall off the
bawten track, away From the warst eecassas of the Tighting,
nnd Jaseph felt no inclinotion to meddle in whot seemed to
hank g6 Be a domestic quartal,  After all, Pross was o',
und Bugman's Bitter s0dd woli to Gobline and Dwaefs alike,

Jeseph found himaelf unespectedly invelved in the war whion
& convoy tronaparting Bugman's Baest Bitter o the Trall
Coumtry wos attacked by o rampaging Goblin band.  Every
lnet Dhworf was adnin, incloding Bugman's only san Bono, ' The
rim camed A @ bareible blow o the old Mwar!, who nsinntly
wanoe uncompramising revengs upon the Goblins for Eheir
Teail dead Of thafl snd murdes.  Withaol Faallatian Joseph
took up his wword Ard armour, and gathored 8 small band of
hig workers, all of whom hed lost relstives oo friends 0 gha
massacre:. A5 second En commmand  Jaseph appainted  abd
smaster-maltes Jor) Fuaddle; of experionsed welaran of mory o
wur agoinst the Goblina. Jorj may have been abd, and he only
hind one Qoo eve, @nd i1 wan trise that Ris left leg was in foct
wonden, buk he was abill & ewan ald sost,

The Biard diasppeared livks e Bod Lands, snd [iLtie was hieard
fram themn during tho follewing yonre  Rurnoura Trem Ehe
eouth fald of the ravepges of Bugman's Fongers, of curnlng
nmboaliey, of deadly nocturnal raids and of the corslernotion
of bhie Sophiline

Evantunlly, wountded end doathly eafhauited, Bugmon ond his
now pitifully sramll band returnod to thelr hooses, onby Lo
fighit theris ok battle defending Dugman's Brewery from the
lﬂ'u'l!ll'lcil'lg nemigd of the Clebline. Joisph Bigrian's hud:. WL
naver found, It is generally rssumed thot be died along with
wenry Blher member of his Hegimend and their Tamblbies.

EGLIPMENT

DEETSS

Dromib] g-tegandadl . uxe, band axe, dwrl sword POMNTS
mnd croash=nw, val LES
hane Abeir', shouted by haldl the company,

to which the rest reply; “2'yor Romd'. This s

in the Drwarfiah tongue; and the tranointlon

iz mak krawr. SHIELD}
Bungrman's grastost desds must go forever

unrecorded, all memory of thoem dying along LNIFCHTRS

with the Crecar? and-his Lroops, His later §fo
mnd  strisgoie agalmt the Gobdine is ltsslf o
susice  of  populor speculotion ond  myth
kg,  The hwention of Troll Brew
conaldeeed by mary (o ba his grealest
achipvament, howeyver,

Joseph Bugman - Deearl? BMajar Hopo 167
Jor| AHuddle = Champlon 13

Trooper = 11

Extra for Standaid - 55

Extra for Hoon = 22

The ehield dasign is Bhet of the Bugman
faemily.

The troops wesr sirdy bufT coale, heavy
earth coloured rough-weather cloaks, buck-

skin breeches and heavy boobs,  Mall armour
Is weorn wniderneath tha buff-cont.

BUGMANS DWARF RANGERS

Joseph Bugman - Dwarf Mighty Hero

Fighting Personal
Characteristics Characteristics

i w5 1BS | 5 T W I A Ld [ Int [ C1 | WP
3 7 & 4 5 3 2 3 g |-9 10 10
Jorj Ruddle - Champion

Fighting Parsanal
Characteristics Characteristics

M | WS |BS |5 T LI Al Ld |Int | CI | WP
4 5 4 4 g 1 3 1 9 7 9 9
Trooper

Fighting Personal
Characteristics Characteristics

[ W5 | BS |5 T W | A Ld | Int | C1 WP
3 4 3 3 i 1 2 1 9 7 9 2
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FHOTLOE'S CRCISH BOLT-THROWING ENGINES

Far many vears the only route aver the Black MMountoire wae
damirnabbd by an Oreish setllement nm by Forhath = en Cre
af greal sire and strengthe Many botiles ween faucht within
this mauntain pas, tha Black Fire Pam, and many heross
mreerged on hoth sidea,  Dwaefs and men tried desperatsly ta
deabtroy the Ores, ond the Ores bn Wi pespanded by
Mrengihaning theis doTonces and enacting countless rovengs
radds on humon farmatends.

Motlch was alrendy famous amangst bis kind when he arrived
at the Block Fire Pass. Had ke ot invented maey Tseddish
engines of war and instruments of torbure?  Hod be ot
doaigned and commanded the War Engines that battored dawn
the walls of holf the eitys in the Badiands? BMow Moblch wes
Lo apply hiv crestive goniua to dealgning mew engines for the
gdafance of the paa

The Men ardl Dwarfs didn®t khow what hod hit them when
their next assouli Towendersd wnier & driving storm af g
bolts - os large na spears and copshio of piercing atroight
thoaugh even the toughest Drearl armour,  Further sssunits
proved equally fruitless, snd evenfuslly the Orce were laft

mlone, Lo pontiree their  Bge-old  tredes ol murdaring
travellsrs and plundaring merchant convoys.

Motiob himself is on Orc Major ero. e js olso on extros
ordinary enginear, ard cownts 23 a full crew of 3 when firing

& war-pngirg. bhoaddition, any other sngine in-his wnil can +]
o thelr noemn! "o ME' score with war engines.

wizard Carnbast,

Orean's cormpany wear the traditional hunting green ol the
Wood Elves, with Tull capes and hoods. In addition Lo Tis Do,
emch warrler cerries o shield, sword, long Mmife ond two
quivers, Regimentad Champion [1frun ol has a hegs double-
handed sword, & wisspod wrsated Teom & fenrsoms Glont
durkng the Southionds carnpaign. The company praved more
than willing to get stsck iy, and after their return to the Ok
Wesld Tormed the bagis of the Grasnwoads deafance.

Droan Wimie|l glew slles owver e yebrd Gl todk o
Brooding over tha loss of hia eye ardd Sitality, & rosult of 8
wigpred [Bflleted by Docnbast, Ome day he sbeply vanbshed,
Popular legend b it that heowent In search of his |lost eve.
Tha Lale i4 tald in some length in the "Lay of Drean’s Fally', &
wall krewen dreinking song,

ERUIPMENT

Armament = E17 Bow, Sword; Long Knife,
Apmour - Shiedd

thought this s dirty trick, Oreon olwiys
maintnined that  the Ghont  hod  rancid
bsreath, amnlled wtterly foul snd deserved to
die anyway.

THE BOWMEN OF WOOD ELF PRINCE OREON

ECLNMPRERT Balt Thrawing Engiraes
BATTLECRY Dum to the neture of thelr woaponry Lheoes
Cres do not employ o battlecry as such -
although they will happlly snter hand to
hard  combat, screaming,  yoellleg o
gesticulating in the usual Crclsh fashion, NOTLOB'S ORCISH BOLT-THROWING ENGINES
Hownvor, wwsuslly for Orca, many  of
Matlob's crowmen con wrile & few words
They emplay thiz talent to enscribe various Motlob - Orc Major Hero
alagens niong their missiles, lncluding such
aridite wittioisms os, Totleh dosa it from = =
W0 feat! and T hew on this Stontbs', Fighting Personal
isti Characteristics
DEEDS The Black Fire Pase canflict was L &nm Characteristics
Matlol o reputation amongst Human and
Cravnrf Kind, Howewver, be always consédered ¥ ws | BS g T W B L Int i | WP
the invention of the ‘Happy Halfling
Mangling Rod and Hesd Press® to hove been
his grentest achievemant. ] 5 ' & 5 3 3 9 7 9 9
POMTS Ciriamean 5§
VALLES matloh BY
LIIF DS DOres do nob weor unifonms.  They deipise
uniformity ord prefer o indlvidualise all Flighting Personal
thair elothing by apolying & good loyer of ki h istics
filth, They have o similar attitude to theic Characteristics Character
wir engines, and llklﬂ qru-alldﬂll:ﬁl kn uih'«'ulll'll] A Ld | ol WP
tharn names mnd palnting slogars on tham. 5 T W ik
Many Ores even keep @ record of their kills M ws | BS
on their engines, together with the names of
battles arel cempaigne bnowhich they have 4 5 b T g 1 1 7 5 T P
Taught.
THE BOWKEN OF WOOD ELF PRINCE DREDMN BATTLECRY  The Gresnwoods, also ‘Oreon, Orear’, and POINTS Prircs Oreon = M.||-:|=1-H:ru 1544
All o the remnart wood Elves of the OM World sre noted far Lottt I el i il
their amaging sleiiis with the byw. Fram amongat his father's 7
pecple, Prince Creon chose the bost archers sed woodsmen CECDS o B i et v it Tor stancues =41
ufd assarnbled this farcus Elven band. With his Company, Eu:plm ni.‘;:::!;w 140 '?: angla
Cmons it L U B S Y T e, combal, Crecn sccepted, and aa the Glant SHELD The shield illustrates the Gresnwoed, and
en e ey e i e i strode oub bo do combat, his entice company ithir arraws of the campany.
Staleor. He Fought with distinction in Stalnor's Scuthlands M i irale volley 'of sreows, Kdleg
crgin, Joaing ‘s it hetd-Eo-tiand Gt Wikl the EVi] e Caark Watantiyy Althdesoh mary paople UNIFORMS ~ Green tunic ond bresches with wenther

atainad greon slank ard food. Laong beather
boots arp worn, with turnod down [ops.
Drean wears e pams uniform, bul In &
i elahornbe cut,

Prince Oreon - Elven Major Hero

Fighting Personal
Characteristics Characteristics

h'; WS | BS] 5 T W A Ld | Int | CI | WP
4 ) 7 4 & 3 3 10 | 10 | 1] 1D
lifrun - Elven Champion

Fighting Personal
Characteristics Characteristics

il Ws| BS| 5 T W A Ld | Int | Cl | WP
4 3 > 4 3 1 1 ) g 9 A
Trooper

EE::;;?EﬂSHEE Ei;m?ctrlstics

M | WS| B5| S T W A Ld |[Int | ClI | WP
4 4 -] 3 3 1 1 a 2 g B
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THE LOTHERKM CITY GLIARDY

Tha Elves have nlwaya besin an insular race, arrogantly prowd
of thair culture nrd contomptucsge of olber follk. The CIf
Hingdoms themaslves a&re comidered 'off-limits® to othec
racet. Any Man, Dwarl of Halfling who attemptod to despodl
the folr landa with his pressnce would be executed on sight.
The only ewception @ the bugs, walled city sespoct of
Lotherm Lothern s the ore and only place in the entize EIT
Hingdom whare oblat reons are tolerated. Accordingly It is
full of Mores traders, (dd Warld merchonts, odvenburers,

sallery, Fopauls, drunkards and other sssorted wierdoss.
Madntnining order is nol aasy,

Tha job of Cspiain af the Guard of Lotheen is nat o popular
ang. - Few joba are popular 5 the EIf Mingdoms, ss Elves
despios all forma of waork. Perbnpa it s becows= of this that
impostant oF redponalble pasitiors tend to fall bo ecosnirica,
Cfrol Haisalinn; Captain of the Cusrd of Lathem, is o0 case in
paink; o regyratic, hofmicidal maniae. At disk he can Bo ssen
pacing the battlements of the greot lighthowss of Lothern,
cackling medly and, perhaps; torfuring an underling.

ALl this i most un=-EIT like, as ore his halite of shouting abuss
at travellors, spittlng on aleeping Halflings, enting smasil
toods |n public and bathing ln cauldrons of steurning gaat
aifal. Buk than Dfred Haisplinn Is no ordinery E11.

His men respect Rim Tha Champion of the Cuacdy
Halsplinn's right hand man, respects him even more.  Thia 18
Lahowen Ramjewel, notorlovs libertine and reko. Ramjesel
iz & EIf of goed family, but catronged and disgraced as &
resudt of an mach pubilicised  incldent with & drunien Dwerf
rmarines,

ERLUIPMEMNT Armamant - Sword and Sponr
Armur - Shield and bail

BATTLECRY  The battlecry of this regiment Is bosed up
tha oge old irodition. of challenging
slrangsry during the hours of dorkness. In
Elvich the cry s Elo Callor Gotda Liat'
which Iz popularly supposed to translote as
Hualdla, Helle. What's golng on here e’

DEEDS Amongst Hoisplinn's many deeds ol Infemy
the degtruction of the Halfling Houss', 1rn
and rest howme, mrist be ome of the htluur.. THE LDTI'EHN ClT"n" GLARD
Many Haolflings were olain, or  sulfered
marelble amd ombaresaing torlure of EHhe gy
hands of the Guopde  Holsplinds  only ighting Perzonal

molivation seems 0o howe besn  thal Charactariatice Characteristics
Halflings are shore, ugly and hnvs very poor

firpes anne,
ha W5 |BS |5 T W I i} Ld | Int | CL | WP
POBNTS Trooper 10
WALLES ah i L 12+ 150 le d
etk s ataia s (a |a |53 lalelale |2 |8 |8
Skandnrd «50
bl Guard Champion Lahaven Ramjewel
SHIEL D The shield and banmer - corries the prowd
swmbol of the city of Lothsrm, Flghting pEl"EﬂHEt
LNIF ORMS The ~Guardsmon  wniforms  ore  highly Characteristice Characteristics
traditiomal, uII!I‘_r:rl.lgh olfficers, stafdard
T e et e ot M ws{es|s | T w|i|a|i|m|c]|w
S e L
|Eded, ] ..
Eulu: and other d-ul:nprnl:l\'u iteme are e, 4 5 3 4 3 1 | 1 8 2 2 B

Spoas ahafie ar bloe, whilel most motal s

sithar stasl or silver. Haiaplinn himself is a Minor Hero with a profile as follows.
Haupling hmesl! woars the arma of Ris

family, including the tall, red crested Flghting Perzsanal

halmet, purplea embrolderad [unbs . and = iy
ﬂqul"lm'ﬂﬁt in gilded matal. Ho ek has & Characteristics Characteristics

metal breastpinte.
FOTE T A C e st M Wh |IBS |5 T W I A Ld | Int | I WP
owaord Lightshaft. This iz a Runessord with
an Armoud Ruyoe, & Cutting and Smashing 4 & & &
Rune and o Minar Desth Rung on Coblina.

=
Pad
]
X
&
=]

10 | 9




ELLWING'S ELVEM GUARD CAVALRY

The Elves hawe rever beon & very miblitaristie  nation;
preferring ta rmise impromtu armies of citizera rathioe than
keep o large standing army. The seclusion of the High Elves
and Ehe baically maritima raturo of the Sca Elves alss mads
It insgseniial bo Rave & large army. Howawver, Booguard tha
soasts of thi Sea EIF lands sgalnat poasthie forelgn Incuralens,
n body of Guard Cavalry are maintained;, small unita being
ilistribted throughoul the E1T Kingdome,

Captoin Elwing of Lothern was the leeder of one sach small
uifdk, ebatianed along the north cosst af the EIF Kingdom, He
sprang to fame curing the Morse Feida - st o tme when
adventurous  Old  Worlders  were  beginning  to  rurture
terricariad ambitions in the EIf Kingdoma, Tha Elves guickly
put the imvoders to flight, and thosa that fled to thalr longs
ahips wete leter nbercepied ani destroyed by the Sen EIf
MY

mayherm. Hia firat vbckim was o huge Morse Champion, sthom
akin Mergll tashiened Ento o clook; eatablishing both tho mesds
af dress of his followers and his full Femo - Megll Hanhids,
The campary’' af Dark Elves was further strengthened: when
Mengil jokned forces with the  Cwrk  ENT renogode  and
Champbon Enn Howkbane.  Howkbope's distinetive Trature
was the lorge trainsd owl which sccormpanbad him In combat,

In  hend-te-hand combat Howkbone's owl gives him an
additionnl W53 5T2 atkock. The ewl has T sl W of L, and an
irtiative af A, The croatures w1 not attack indsperdant|y,
bt only As nn o swtra atbtock whilst Hawlbana 18 Tighting.
Shaonild its master be slokn, the bicd will fly swny.

Mets that the company consists of bath Efven males and
females, Dark EIf waman heing enally aa menn and sqoressive
ma Lhedr mmnlfodk.

ECN_IP T Each trooper rides a liores, wears ¢hain mall
arenesir angd carries p aturdy Innce as wall o
aword ard shisld,
BATTLECHY The bottle alarm af Ehe Coavalry Guord s E..m ELVERN CGUARD EAHALR"I"
Thenib b the Dofllers’
DEEDS Elwing's fout of the nrmiss of Hlores Fighting Personal
Champlon Cecil Bloodaxe the Maular of Characteristics Characteristics
Mary, ond his n,q_uml?.mnt llﬂ:ﬂ.;ll; LnTr_hthu
same were maeh talked nbout athem
and atill form the bosiz for many populst i W5 | BS 5 T W 1 A Ld int i | WP
atorles of herolam. Elwk extrame ceal in
ingisting that b findishod hla game of shove
ha'penry ngainst the Regimental champion 8 4 4 k 3 1 & 1 B ? 9 g
Estrulan  before  riding E1'H;I. ﬁﬂl T‘I-Htt the
k Ish k ' 7 3 3
Aoy oy vl I oy o o Captain and Elven Minor Hero Elwing of Lothern
POMTS Elwing E1f Minoc Hero - 11%
VALLES %:E:“pl:: Champlon - 18 F ighting Personal
Standard +50 Characteristics Characteristics
Harn +32
SHIELD The symbat of the Regiment is ermblazoned M| W5|B5| 5 T | W[ 1 Al Ld] Int| ClI | WP
upon the shipld of &ach Lranper.
UNFORMS  The Elves are dressed in Slue uniforma, 8 B |p 18| & ]| 2] B < |2 0| 10| 9
whilat meat of ihe lestherwark la black o
rd:  Hoelmete ond other rmetal fitling are
silver ar silver piated  Spebr-shatl ore 4 -
painted blue, with white, blue or red penants FEEEIJ"HEI'ItEIl Champion Eskrulan
indtenting dilferent Companiet.  Elwing
Company  have Radl paments g the T
Company Champlon, Estrulan corries the Fighting Personal
Companies Charter oround his neck, - Thia Characteristics Characteristics
sealed container Ealublil!;hua ‘mElrrmlﬂn:ﬂ tha
Company Lo héar arma in the TS
ored is the spmbol of their sutharity. M III"IE E‘S S T IIIIIII ] ||.'~| Ld Inr. E] 'I'.I'F'
8 2 2 [t 3 I 7 1 B g 9 8
MEMGIL MANHIDE'S CORMPANY OF DARK ELVES EGLIFMENT Apmamang - L Sword, Knife wd Traaper - 114
5 Fepenting E:-m':.n.T i I : Extra far Standard =56
Owring the spring of hie les year, Hroal the Heorteater Armour = Mol Ceat ord Shipkd Extra for Harm - 224
gatherad aboist him mll the young men and woman of hix :
immedints family. Spolls wome cast, bloody socrifices mads, BATTLECRY  Mane - thoy prefer snsaking up quletly in SHIFL Dy The device of Mengil 1a ensceibed upon sach
arl, at inst, the young Elven wafriors were initinted into the micdie of the night. warrpor's sninkd.
thelr famdly cult. AL the codmpletion of the cesamony Hroal )
banished all of the young Elves, sspelied them from the DEEDS Whilst the Chass Incuralons were ot their LIFORMS Black tunlc snd breoches with light Beather
faredl and Toehods them to returm untll eseh bad doin a hieight #engl]l and hin followers croasd The boobs, elegantly shopec. (heer the tunic the
bumnn warrior.  Such was the way af the [Dark Elves af ternporary land-bridge batwien thn Bew and Elvos wear 8 coal of mail ormour, belied
Erual's family, g World,  Hern they satlabed their wast nroured the walat. Dher thelr shoulder's each
mppetites for destruction and blood, slaying warrior ‘wenrs iy mark of his comgany < &
Menfil, 300 of old Kranl, had never bofare strayed fram the indescrirminately amd sdding groatly fa the man-hidie,
darie jeafy ponfines of his forsst home. He soon acclimatised digprdar 0T Lhodi Db,
1o Ris rew social rode, howsver, and discovered that ba liked
tha marnuding life =0 much that ke decided against returning POMTS tengil Manhide - Major Here 169
to his father™s peaplo. - He aut put oo career of banditry and VALLES Ean Hawkbane - Chomplon 15§

MENGIL MANHIDE'S COMPANY OF DARK ELVES

Mengil Manhide - Dark EIf Major Hero

Fighting Personal
Characteristics Characteristics

M| WS |B5| S5 T W |1 A Ld | Int | C1 | WP
5 7 7 4 4 3 B 3 10 | 100 | 10 | 10
Ean Hawklord - Dark EIf Champion

Fighting Personhal
Charactaristics Characteristics

M| W5 |BS |53 T w1 A, Ld | Int | C1 | WP
4 5 5 4 3 | & 1 8 9 ? 8
Trooper

Fighting Pearsonal
Characteristics Characteristics

M | W5 |B5 |5 T w1 A | Ld|Int | Cl | WP
4 4 4 3 3 1 5 1 ) 9 7 8

4




BATTLE CHARIDTS OF BOGDAN THE GOSN WaRL ORD

HBogdon Leghreak was the chief of all the Gaoblins of the
narthern Obd Warld Mowntaing of the thme of the Goblen arsd
Craarl Wars, He was of 'Cave Goblin® stock, a falrly smadl
brrnged But incredibly towgh and straong. From his stockode ot
the fook=hilla of the moantaine Bogdan led meny roids ngainst
the Men and Drearfe of the Odd World, Including numbergaua
sartles nEa thae morth &ndd fhe areg kbnowm om Bhe Trolb
Country betweoen the Qld World amd MNorscs. 16 was e
wisirre Bogdan's marmsding chacioteers met and destroyed &
Dwazd conyvey under the commond of Dona Bugman, and it
was nlsa’ here thot Bogden med snd teamed up with the
troachercus Dgre morcenory Galgfoagg the Rutdrogg.

Althamigh Bagdan =as killed before the Goblin/Trsar! wars
coene Lo an ekl hiz famous chariots contineed the fight and
took part I every mapsr asgagament af the war, including
the battles of Zhul Fleld, the cnalsught on the Middenhesim
ared tha fimal catogtrophic bottle of Mead Dog Poss. Hogdan's
sn and the Regimant’s Champion Mad Eved Hogg led the
charlata nfter his death, and sirdived the war to become o
thorn in the sids of the Owarfe for many yeara, [ anvthing
Wi Eved Hogg was even more violent ond drunicen than hi
father, snd could be heard Tor miles sround ballawbng his war
cry af "Beer for Hoggls,  After the wor the choriots wies
dlnpnr-.md, nlthosigh mEny  contlaiEd o fight in Aomecood
mmall skirmishes afier the war had erded.

EGK MPMETIT Sword, spear and choriot.

BATTLECHY  Hogdan's sl bablle-cry  westy "Tear. oul
their livera mnd oot 'sm oraw’.  After his
batrayal by Ehe marcenary. Dgee Calgfag,
Bogdan topk to shootlng out ‘Rot  you
Golgfeg' during moments of stross. These
were enpubod b0 b his lesd words, uttesred s
the Ogre tore him limb from timb.  Maod
Eyed Hogg preferred the ery of Base Tar

Hoag'.

DEEDS The destrection of Bong Bugman, swl the
convoy of Bugman's ale that e was guarding
wid pive 0T Bogdan's meat influsntial desds,
Hogdan waz peesent 8l the Bablia af
Dugman's Arpwery Just before hie death, and
Gobilin  legend . tells of how ke gooded
Bugrman with Loles of his son's dealh balTore
slaylng thee Od Dwarf in an undignified and
painfl mannet;

PNTS Bogdan®s Charlat 199
VL LES Hogg's Chariat 30
Fofivml Chnriot 74

Thi chafibiaers waaf pretly Prich whinl Ly
like, or what they can atoal or plender. The
choriobts themselves are often lsft notuenl
wood, of pointed in black, The Goblin take
greal price Im disgloying trophiea on theie
chariots, weapons, sguipment ord the
anatairgy ol he alain being Nixed oo the
chariot,

|

b= Edarl

BATTLE CHARIOT'S OF BOGDAN THE GOBLIN WARLORD

CREW

Fighting Personal
Characteristics Characteristics

v W5 |B5 | S L o l.d | Int | Cl | WP
4 2 3 3 1 1 5 5 5 5
WOLVES

Fighting Personal e
Characteristics Characteristics

i W5 | BS | S W A Ld | Int |[Cl | WP
(7] 4 0 3 1 1 3 4 4 4
BOGDAN LEGBREAK

Fighting Personal
Characteristics Characteristics

I W5 |B5| S W A, Ld | Int |Cl | WP
4 5 5 4 3 3 7 7 7 7
MAD EYED HOGGE - Goblin Champion

Fighting Persanal .
Charactaristics Characteristics

Y Ws| Bs| S w A Ld| Int [ Cl | WP
& - 3 4 1 1 5 5 5 5
CHARIOT

Fighting Persanal
Characteristics Characteristics

M Ws| BS| & W A, Ld Int CI WP

2

3

0
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Eldritch Epistles features artwork, letters, suggestiona and
comments from gamers and collectors. Please address letters ta:-

ELDRITCH EPISTLES
CITADEL MINIATURES
CHEWTOMN 3T
HILLTOP

EASTWOOD

NOTTS

MNG16 3HY

Please enclose an S.A.E if you want a reply or material returning.
Please don't send Mail Orders or other correspondence in the same
envelope; this confuses us no end and may delay your order. If you
want to rmake an enquiry about Warhammer rules, please write your
questions down the left hand side of the paper, and leave enough
space for us to write in a reply.

Swansen
Wales

Mike Birch takes up hig pen and writes (briefly) on matlecs
plastie...

.. are these rumours true? [ mean to say, bendy plastic Orcs!
C'maon = Surely!

Indeed not! Well certainly not bendy anyway., About a vear ago we
realised that the rocketting price of our metal-alloy was making
the metal model an expensive proposition. Weld always had
plastics at the back of our collective consiousness, but not wuntil
then did we take any steps towards doing anything about it.
Making plastic models is & horrendously expensive business you
know! Also, very slow. Our first step will be the Fighting Fantasy
range of &0mm high plastic models to be released later on this
year. To start with we've done Barbarians, Knights, Warriors of
Cheos, Dwarfs, Skeletons, Goblins, Ogres, Orcs and Wizards., All
have either seperate heads or helmets, wespons, shields snd
assorted bits. Plastic models have had rather an unfavourable
press in the past, often being labelled as ‘toys', or poor In detail.
Well, our models are neither, and so far everyone who has seen
then has been surprised at just how good they are. You still don't
like the ideal Wall don't worry, the metal miniature is alive and
well for the forseeable future at any rate.

And - don't call me Shirley

Derby

Phillip Curran writes with a whole list of useful suggestions and is
determined to know:-

A possible date for the publication of Rick Priestley's Rogue
Trader, this is because you once sent me two asteroid spaceships
and | would like to know what to do with them.

I've gol the entire Citadel projects department {that's Rick
Friestley incidently) working hard on 1 - this Journal and, I -
Warhammer Role-Play. Once through with that we'll move on to
Fogue Trader, as well as Warhammer supplements and other game
alds,

56

MNeil Jarvis was one of the visitors who came to the Citadel open
Day in September. He writes:-

-we enjoyed ourselves immensely. Everybody was very friendly
and helpful, willing Lo answer any question we cared to put to
them. ...The standard of the painting competition was very high
and the Player's Guild display was phenominal. The Bring and
Battle stands were good, and I will surely enter next time! By the
way, when will the next Open Day be? You can count on me being
there.....How many people turned up in the end?

The Citadel Dpen day was a great success really. We had
Warhammer battles, painting competitions, a display game by The
Player's Guild, and guest sppearances by Gary Chalk, Joe Dever
and Steve Jackson. In addition all of our own designers were there,
as well as Tom Meier (the one walking around in the bowler hat,
gnd false moustache and nose) and Mick Bibby {the one with the
Conan-esque physique).  Richard Halliwell was seen stalking
around, trying hard to maintain an '"Aura of Normality Spell'. One
of these unlucky enough to speak to this ellusive gaming peraonality
was heard to mutter, 'He's even worse than 1 Imagined'. Many
other gaming personalities were present, far too numerous and
rabid to mention. Will we do it again? [I'm afraid so. We have
nebulous plans to do 2 Open Days s year, the second one being in
March 'B3. We made it just over 1000 visitars by the end of the
day; not bad going, and certainly more than we expected.

Kevin Adam's suggestion that Oil based paints were unsuitable for
use pn our models prompted quite a few replies from experienced
painters who favour the medium. It also prompted the article
glsawhere in the Journal. Mr J.D Finagin wrate what I felt was a
good summary of the 'case for oils's

-..Using an oil/white spirit mix and layered wash technigues over 2
(thin) coats of household emulsion base, along with dry brushing, I
can get results that are life-like and detailed. Perhaps your
comments, 'don't use oils' apply to novices, but to anyona with
some experience in figurine painting thay are well worth trying
out. Oils will mix well with matt enamels, including metallic
paints, providing a wide range of tints to metals ete. Pigment
quality does vary, but this can be overcome by experiment and
technigue....

Mr Finagin goes on to stress the advantage of control that you gain
with oils, and mentions other points covered by Simon Cass's
article. [ still wouldn't recommend oilas to novices myself, but |
take the point, and I'd certainly like to see some examples of some
madern wark in oils.

L e swonmd
Wales

Waldo The Wally wants to know if we can:-

«shed light on the rumour that Tony Ackland is releasing a Citadel
calander, containing large colour sketches of Citadel figures. |
sand this dispatch in order for you to verify or denounce such a
delicous rumour.

Cur artists were preparing a calender beforeChristmas, but failure
to get our act together at a critical moment knocked the whole
project on the head. QOddly enough, some of the artwork intended
for the calender has since been used in the new edition of

Warhammer, and could well see light in White Dwarf and other
future publications. Ae for a calender.....well, maybe next year.




Lancaster

Lee Connor writes on the subject of our metal, casting and the
recent prica rise.

I have been buying your figures for quite a few years now, and [ am
still amazed at the continous improvement in design. Every new
batch of figures is just better than the last! But - arghbh! 60p for a
foot figure...... Js this astronomical price rise (15p on average)
really necessary? Are we just paying more for fancy packaging?
«a 10 make matters worse, [ cannot but help notice the declining
standards in quality control. Last week [ bought two Fighters, both
of which were very badly cast; with either scabbards or weapons
not formed properly.

Guite a few collectors have expressed their dismay at the new
batch of price rises, but sadly it is out of our hands. The alloy we
use gontains a proportion of bismuth, as well as lead, and the price
of bismuth has just gone through the roof. We suddenly find that
the cost of our raw materials are something like two or three times
what they were six months ago. We absorbed one major price rise
I the summer, but have no cholce but to increase our prices now.
It Is true that some manufacturers of wargames flgures and
traditional 'toy-soldiers' manage to sell at a much lower cost than
Citadel. In all cases you'll probably find that this is because a
cheapar alloy is baing used, or economies are being made in design
standard, customer service or just the number of different designs
being made. Obviously, this is perfectly satisfactory as far as it
goes. Fantasy gamers; however, are a much more demanding lot on
the whole,

Paeclaging accounts for anly a tiny fraction of the cost. If Citadel
were to supply models unpackaged very few shops would be
prepared to stock them. Only by selling a relatively large amount
of models in many shops can we keep costs down, so, in the long
run,; packaging doesn't really make much difference.

Quality is eomething we're very keen not only to maintain, but to
improve. Remember, a model you buy in your local retailer's might
have been cast six months ago; maybe even a year ago. If vou are
a regular collector, then inevitably, sooner or later, you will find a
poor casting. Unacceptable castings are those missing some park
of the model, such as an arm or leg missing or only partially
formed. If you buy a8 model like this send it to Citadel Miniatures
together with the original packing and the name of the shop where
you baught it, and we'll gladly replace it.

Rest assured, we realise that it in our own interests to keep prices
down as far a8 we can, and we're always trying to find new ways to
do so. Slottabases are one such idea, Fegiments of Renown boxes
are another. In the future we have the 60mm plastics, which have
already given us practieal experience with plastic techniques. We
are also experimenting with new matal alloys, many af which we
considered too expensive in the past, but are now cheaper than the
standard bismmuth alloy.

Ealing
London

Max Gibson was also at the last Citadel Open Day. Max would like
to know:-

~the manufacturer or manufacturers who produced some of the
models used in your display games. They certainly were not
Citadel figures unless | am very much mistaken, nor any company [
know of.

Max goes on to say that he has a collection of over 1000 25mm
figures including several hundred Citadel fantasy models as well as
many of the historical models from traditional companies. Like
Max's own collection our own collections have bheen built up over
many years, but most of the models we use in displays are Citadel -
gimply because a modern Citadel figure stands out as being so
much better than the old ones. Thia is not surprising really, thess
days there are so many superb modelling materials about, better
production methods and, 1 think, more skilled designera. The
figures vou didn't recognise were probably some of our own
conversions of Citadel figures. We do thia quite a lot to give ua
unique models. [t isn't really very difficult either, just a case of
swopping over heads, torsos, changing weapons and dolng a bit of
routing re-modelling with spoxy putty,

Mind you - we've all been collecting metal models for quite a few
years. Our collections do include many models from now-defunct
companies. But, on the whole, we don't bring these to conventions
such as the Citadel Open Day.

a7

Poctamouth

Jimmy Roberts and several million other people have posed the age
old guestion:-

Is it possible to have my character made into a metal figure, and if
s0 how much would it cost?

Unfortunately it isn't really possible for us to do this sort of thing,
as our schedules are extremely busy producing our regular batch of
new models, without having to devote time and effort to making
one-off 'Ferdinand the one-legged, geriatric half Goblin half
Gnome with an especially large wart on his nose’. The expense
in'u'ﬂl'wlad in producing 2 new master model s also not
inconsiderable. If you have a character which you think would
make an interesting model, then why not send us a sketch of
him/herfit. We receive many such suggestions all the time, and we
always look at them and use them for inspiration. Our designers
are sometimes very difficult to inspire and your drawings come in
useful. Mot as useful as the big mallet over the fire-place, but
ugeful nontheless.

AND NOW.....

A UNIGUE CREATURE FEATURE

RICHARD HALLIWELL - A WARHAMMER MONSTER

u'l_jr H

The Richerd Halliwell is a strange and illusive monater, rarely aeen
in the daylight, preferring to spend much of its time asleep in its
underground lair or 'pit'. The beast can easily be recognised by its
nervously questing eyes, badly shaking hands and by the many tea
stains that cover its clothing.

Physique:- The Richerd Halliwell resembles humans to some
extent, a fortuitous coincidence that serves to confuse government
bodies and, sadly, Richard Halliwell.

World Distribution:- Mottingham. The creature hes a8 very strict
pattern of migration that takee it from Hyson Green to Canning
Circus and back.

Alignment:- Chanotic

Special Rulesi- Causes Fear in small children and vacuumn cleaner
salesmaean. Causes Terror in peoples maothers. Subject Lo
Strangenass - will act strangely for a turn on the D& roll of a &,
otherwise will fall comatase.

Points Value:- Impossible to measure due to erratically fluctusting
personal characteristics.




HALF-TIMBER HOUSE AND TOWER

A specially designed building ideal for Warhammer games or as
part of any scenic background for any role-playing game or
diorama. The houss can be assembled either with or without a
tower, and two optional tower designs are provided, In addition
there are outhouses and an attic window to position where you
wish. The heavy paper on which the house has been printed will
give you = reasonably sturdy construction if you glue it onto a
heavy card base. If you are careful your building should stand up to
quite a few battles! [f you wish to make your house mare durable
we would recornmend fastening the sections to a thicker card
before assembly.

If you would like to see mare card-building plans why not write and
tell us. Would you prefer to have buildings printed as part of the
Citadel Journal, or do you think they should be avallable
separately?

1. The House

Cut out wall sectiona A and B.

Cut along the solid black lines using scissors or & knife and
rular.

Fold along the dotted lines so that the flaps face inward.

Glue the two wall sections by the flaps on the end of the walls.
Glue the walls to a card base using the bottomn flaps.

2. The Roof
Cut out the large roof section C. Fold along the dotted line.
Apply glue ta the top flaps on the walls.
Carefully position the roof, making sure that there is an equsl
over-hang on either side.

3. Chimney

Cut out chimney section D. Fold, glue, and assemble as shown
in the diagram.

Glue the chimney into place on the area marked on the wall.
You can make yvour own chimney pat from a piece of drinking
straw or similar.
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Attic Window

Cut out parts E and F, Fold E along the dotted lines and glue F
inte place as shown below. This piece may be fitted anywhers
an the roof or left aff completely,

—

Two towers are provided - choose which one you wish to
assemble. For the wooden tower follow stages 1, 2, and 3. for
a astone tower follow stage 5 below.

The Tower

Cut out section G and H. Fold along the dotted lines.

Glue one of the flaps on floor H to the inside of the tower.
This should he done at such a lavel that a medel standing in
the tower has his head level with the top of the battlements.
Glue the remaining three flaps on the floor section and the
flap on the end of the tower.

Assamhble the tower.

Flaps are pravided along the bottomn of the walls, allowing you
to glue the tower onto a card base.
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Dut Houses

The two out houses are optional and should be placed whers
vou sea Tit.

Cut out section | and fold along the dotted lines.

Glue the flaps on the end of the wall to the desired location
Cut out and glue roof J to the flaps on the tops of the walls.

Repeat & using pieces K and L.

The tower and house are designed to be part of the same
structure although they can be used separately If you wish.
They can be joined where ever you choose. You will have to
trim the roof over-hang away to get a good join.
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The Citadel range of fine-cast metal miniatures is available from
many retallers the length and breadth of the country. However, if
you do not have a retailer near you, then you may be pleased to

know that we ean offer a fast and effective Mgil Order zervice mm‘ HE HWN

direct from our factory. Why not write in for details.
Economy Boxed Sats

We are alzso able to take orders over the phone by Access or Visa, As featured In The Citadel Journal

Tel MAIL DRDER (0773) 769522 RR1 BUGMAN'S DWARF E.4.50
RANGERS

RRZ KNIGHTS OF ORIGO £ 4.50

RRE3 GROM'S GOBLIM £ 4.50
GUARLD

RRs MEMGIL MANHIDE'S £ 4.50
DARK ELVES

RR5 HARBOTH'S BLACK £ 4.50
MOLUINTAIN ORCS

RR& MAD MULLAH £ 4.50
AKLAND'S DEATH
COMMANDOS

OREON'S WOOD ELF £ 4.50
ARCHERS

GOLGFAG'S OGRE £:4.50
MERLCENARIES

MUDAK'S HALF ORC £ 4.50
MERCEMNARIES

ELWING'S ELF £ 4,50
CAVALRY

KARNMACY LIZARDMENE 4.50
RAIDERS

FLYING GARGOYLES £ 4.50
OF BARDA

LOTHERN ELF CITY £ 4.50
GUARD

NOTLOB'S ORC £ 4.50
ARTILLERY

DESPOILING £ 4.50
HOBGOBLINS .
OF THE DARK LANDS

GO8LIN WARLORDS £ 6.50
CHARIOT

DICE CITADIL @

e ;

A full range of Polyhedral Dice suitable for use with all popular LGLEW_“H_._._H{
Raole Playing Games and Wargames, including WARHAMMER.. { PA[NT

Dice are available in packs containing the complete range of six 1 Skull White (}5 60

different types {1 x Four sided, 1 x Six sided, 1 % Eight sided, 1 % 2 Chaos Black .50

Ten gided, 1 x Twelve sided, and 1 Twenty sided '"Percentils' die) 3 Blood Red - 60

and also In packs of two, 4 Bronzed Flesh -60

2 Woodland Green 60

£ Enchanted Blue .60

¥ Sunburst Yellow .60

8 Mithril Silver « Gl

W b g Shining Gald .60

k_/ ﬁ »*¥ 10 Ratting Flesh .60

| 11  Goblin Green .60

Il 12 EIf Grey .60

F 13 Worm Purple Al

14 Hobgoblin Orange 50

| m m 15 Ore Brown 60

15 Spearstaff Brown 60

17 Swamp Brawn .60

18 Chainmail A0

DICE CITADEL

it COMPENDIUM
-3 Our popular catalogue and £ 1.25

SEX SIDED .50 irregular magazine.

EIGHT SIDED 2

TEN SIDED 50

TWELVE SIDED 50

TWENTY SIDED 50

SET OF 5IX E71.25




CITADEL

Col FIGHTERS

Co2  WIZARDS

C03 CLERICS

Cog THIEVES

€05 ORIENTAL HEROES
s DWARFS

cos  HIGH ELVES

C0? DARK ELVES

Cl0 HALF-DRCS

C11  HALFLINGS (2)

Cll GNOMES (2)

Cl2 GOBLINS

Cl5 ORCS

Cl? SKELETONS

C1%  LIZARDMERN

C20° TROLLS

C2l LIZARD RIDERS

C22 CREATURES (pack)
C24 MOMNSTERS

C26 MEM-AT-ARMS {pack)
CI7 CHAOS CREATURES
28 GIANTS

Ci8 GIANT DEMONS

C29 YOG DRAGOMNETC
C30 AMAZONS

C31 GIANT MOMNSTERS
C32  SLANN

C33 MOUNTED
ADVENTURERS

C3% ELEMENTALS
& DEMONS

C35 KNIGHTS OF CHAOS

Cis HORGOBLIN
WARRIORS

C37 TOM MEIER'S

ELVES {pack)
38 CHAOS BEASTMERN
C39 TREASURE CHESTS (2)
C41 LONME WOLF

Ci2 BATTLECARS {pack)
Ca3  SPACESHIPS

Cas  DREADMOUGHT
SPACESHIPS

BATTLETRUCK

BTl BATTLETRUCK SET

= =
o
GH1 GOLDEN HEROES
GHZ  VILLAIMNS

. B

]

3 TR N o B T

s B8 o

.60
60
.60

J.ED

1.85
1.25
1.95

35
1.95
1.95
3:95
3.95
1.9

« 6l
3.00

.60
1.95

.20

60
-6

95

.60
60
&0

.60
w1

1.25

LWl

GIAK ATTACK £ 5.50

mﬁ%ﬂsi

MEL]l GAMDALF THE £ 1.95
WIZARD

MELY FRODO THE HOBBIT £ 1.95

MELSY LEGOLAS ELF HERD £ 1.95

MEL1S GIMLI DWARF HERO £ 1.95%

MEZ23 ROHIERIM NO8LE E1.95
KHIGHT

MEZS BEORMN THE E 1.95
WEREBEAR

MEZ]l GOBLIN WARG RIDER: £ 1.95

MESS HALF-ORCS OF !
SARLIMARM

MESE LURLIE=-HAT £E-1.95%

MESS EASTERLIMG E 1.95%

MES] SAURDM THE DAR K £ 1,9%
LORD

MESS LORD OF THE MAZGLUL E 1.95

MET1 CORSAIRS OF LIMBAR £ 1.95%

METZ DEAD MEM OF Ll
DUsHARROW

MET? BARROW-WIGHTS: THE £ 1.95
LIMNEE AL

chronicle

M1l BLACK DRLCS B0

hilZz HOBGEOBLINS G0

13 KOBOLDS (2) +25

14 GIAKMT OGRES i [

P15 WOLF RIDERS UL Jpate

16 CAVE GOBLIMS G0

Crf L\D EL BOXED SETS

551 WARRIORS OF CHAQS £ 3.95
552 DWARF KING'S COLRT £ 3,95
553 KNIGHTS OF CHADOS E-3.95
554 GOBLIMN RAIDERS £ 3195
555 KHIGHTS OF Law E 3,95
554 WHITE DWARF f S e
PERSONALITIES
(as featured in WD 50)
CITADEL PRESENTS SERIES
CP1 CHAQS MARAUDERS £ 3.95
ERPZ HERDOICG By
ASOVEMTURERS
CP} TROGLODYTES £ 305
CP4 LIZARD WARRIORS £ 3,95

Starter Sets

BC1 ADVENTURERS £ 4.95
BC2 MONSTERS £4.95
DIDRAMA SETS

D51 DWARF CARNMNON £ 4.50

D52 DUNGEON EQUIPMENT £ 4.50
D53 GRAVEYARD E 4.50

DELLE BOXED SETS

DLl SAMURAL k5,95
ORIENTAL HERDES

DLZ HOBGOBLIN £:5.9%

WARRIORS

AreaneNonstiosifies

Advanced Modellers Only

TAl GOLGOTH - MIGHTY
LORD OF BALRDGS

TAZ JUGGERMNAUT - Huge
gteam powered war

machine with Dwarf
CIEW.

TAZ ORC WAR WYVERM £ 6.95

TAL MONSTROUS ORC WARE 6.95
MACHINE

£9.5%

£25.95
!

TAS WAR EAGLE R
ME1  SPINED DRAGON E£15.00
DGl ORIENTAL DRAGON £ 4,95
DGZ RED DRAGOMN £ 6.50
DG BLUE DRAGON £ 9%
DG4 BLACK DRAGOMN ol e 1)
DGE:  FIRE DRAGOMN £ 6.50
|, = =
. |
WARHAMMER «-BATTLE £ 9.95
RULES FANTASY CAME
2nd Edition
FORCES OF FANTASY £ 5.95
ORGINAL SUPRLEMENT
TO lst EDITION
WARHAMMER
WARHAMMER POSTERS £22535
il ] 1 BN ) o IR
GOV

- -I-L--L—i..——lj

PAINT SETS
SET ONE £ .95

SET TWO £ 8.95
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LISING CITADEL. COLOUR

Before painting your model first elean off any mould lines or other
irregularities on the casting. Use a file or modelling knife, but
remember to take care as all modelling tools are dangerous if not
used properly. Make gll cuts away from yourself,

Undercoat the model using a matt white enamel paint. We
recommend the sort sold in spray cans, you can buy these from
vour model shop. Car body primer is Just as good and usually
cheaper. This will provide the ideal background on which to apply
paint,

Whilst painting you will need a good brush, at least one jar of water
and some tissue. You will also need an old plate or tile to use as a
paint palette.

It i5 best not to use paint direct from the pot, as this tends to mass
up the pot and it is-all too easy to accidentally mix the colours.
Place as much of each colour as vou are likely to use on the
palette, and do all your mixing on the palette.

It is best to keep a separate water jar for metallic paint, otherwise
you will find bits of silver or gold will eling to your brush, and
usually end up exactly where you don't want tham.

Cltade]l Calour ls water based, and can be freely mixed with other
water based paint. It eannot be mixed with oil paint or enamel, nor
ean it be thinned using turps or similar solvents. LUlse water to thin
paint and clean brushes. Wet and repoint brushes after use, and
they will ba ready next time you want them.

After you have finished painting your model you will probably want
to protect its paint job against handling and accidental damaga. To
do this you can apply a polyurethane varnish, available either in
spray can or tinlets from your local hobby store. Household
polyurethane is just as good, and works out cheaper in the long run.
Before wvarnishing you must allow the model to properly dry,
otherwige the paint will run. Metallic painta take three days to dry
properly, non-metallic colour can be varnished after 24 hours.

Citadel Colour is an entirely new range of paints, especially
designed  for painting  white metal models such as Citadel
miniatures. Citadel Colour is a water based acrylic, so it is thinned
with water and brushes are also cleaned in water.

The pigments have been specially selected by us to: provide a
comprehensive range of strong fantasy colours. We think you'll be
amazed at the difference between our new peint and ordinary

hobby paint.

SET1

SkULL WHITE
CHAGS BLACK
BLOOD RED
BROMNZED FLESH
WOOBLAND GREEM
ENCHANMTED BLUE
SUNBLURST YELLOW
MITHRIL SILVER
SHINING GOLD

fo= == [ RN SR BT K

ST

10 ROTTING FLESH

11 GOBLIN GREEN

12 ELF GREY

13 WORM PURPLE

14 HOBGOBLIN ORAMNGE
15 ORC BROWN

16 SPEARSTAFF BROWN
17 SWAMP BROWRN

18 CHAINMAIL

Each boxed set contains 9 individual colours in plastic: pots and
ocosts only £4.95. Individusl pots are available separately at 60p
B,
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