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YOUR CUT OUT WAGONS & CHARACTERS




Welcome to the second edition of the Citadel
Journal featuring maore articles snd leatures,
competitiona and Information about madels,
modelling and wargaming within the fantnsy
genre. Many thanks to all the people who
wrote in to say how much they enjoved the
first Journal and to ask when the next one was
dun out. Well this Is it!

The Citadel Journal serves as an update on the
current edition of the Citadel Compendium -
our fantasy wminlatures catalogue. The
Compendium |3 published once a year, and the
Journal somewhat irreqularly at the moment.
We hape to make the Journal a quarterly
publication as soon os possible.

Tha maodels illustrated in the Compendium and
the Journals are only a small sample of our
entire ranges. You can find a larger sclection
in your local hobby shop, Apert from models
illustrated, your dealer will be able to supply
you with any number of additional meduls
Remember - Citadel models are changing all
the time, bringing you a continuous selection
af new adventurers, warriors and monstors.
Al least six new models are rmade svery single
warking day!

CITADEL OPEN DAY

In the past we have always welcomsd visitors
to our factory, but now that we have moved
inta new premises at Enstwood we have been
cbliged to adopt a policy of NO VISITORS
WITHOUT AM APPOINTMENT. Realising that
this would disappoint many people we have
decided to institute a serfes of CITADEL
OPEN DAY'S.

We have had two Open Days so far - in
September B4 nnd March B5%. Both proved a
greal success, with people turning up from all
over the country Lo take part In games, soe
the special dermonstrations or just shop around.
Citadel! and Games Workshop stands were
there, providing customers with an
unparalleled selection of models and games.
There was plenty to ook at ton, with
Warhammer demanstration games, a chariot
race, Warhammer Bring and Battle and real
live combat out on the lwwn with the Viking
Sac!

Qur design staff tolled away, creating
now models before the eyes of spectstors,
whilst John Blanche and Tony Ackland painted
and doodled s Is their want. Gary Chalk wore
the most oulrageously tasteless shirt Pve ever
sean and Joe Dever took the photos. Many
thanks 1o &ll -and thanka to everyone who
CRme.

Future Open Days will be snnaunced in White
Dwarl magazine,

HATCHLING PLOTS

Collectors of our miniatures surely cannat
hitlp but notice the new licensed TBNeS
designed for Lord of the Rings™™ and
Dungeons & Dragons™,  These are really
supert fligures; some of the besl Pve seen from
ouf designers. [t was & pleasure to watch
them modelling sway with such enthusiasm,
The head-terturer found there was hardly any
need to resort to the waual Incentives: hot-
coals, branding |rons, ete.

At the moment our design stafl are busy with
8 two new bowed sets and & whole series of
new licensed ronges, The howed sets are
Dwar! Lords of Legend and Lore, amd the
Fellowship box for the Lord of the Rings !
range.

In addition forthcoming licensed ranges should
include figures for the Judge Dredd role-
playing game (to be released by Gomes
Waorkshop very shortly), Dr Wha (te accampany
FASA's new RPG), and Elric of Melnibone -
based on the fantasy novels of Michas
Mporcock and 2000A0 models in cooperation
with Titan Books.

This yoar will also see the first Citadel 30mm
hard plastic model kits - which will go under
the ritzy title of Paychostyrene!. The first
pre-production samples look very good indeed,
with bodies, weapons and heads all individually
moulded, and a cholce of dilferent wenpons
and heads for each body.

A selection of old ex-Citadel models are also sold by Ral Parths amongat thelr Partha Imports rangs,
Howsver these models sre not from the current up to date, full Citadel range that iz available enly
from Games Workshop UL5.A . Only models from Games Workshop LLS.A are permitted to besr the
official Citadel brand of assurance of guality.
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Overseas customers will be pleased
to know that Citade] Models are
avallable from all of these
enlightennd warld spanning outlets,
Those shown In toned boxes are the
sole distributors for Citade] Models
in their respective count ries.
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CITADEL MINIATURES

CHEWTOM 5T, EASTWOOD, NOT TENGHAM, LR,

TRADE ENGUIRIES Tel (0773) 769731, MAIL ORDER (077%) 769522
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SUBSCRIBE TO THE CITADEL
COMPENDIUM AND JOURNAL!

Hete is your chance to ensure that you receive the next four
Citsdel magazines as soon as they ars available! Just send us £5
now, and we'll send you the next four magazines, sach worth at
least £1.50, as they appear and sbsolutely post free. The next
Compendium 3 due out sometime around Christmas, ond the
Journal s published irregularly approximately quarterly, Due ta
the unbolievabley cheotic nature of the Citadel art dept. it is
impossible te say for certaln exactly when magazines will be
published, or indood whether any given magazine will be a
Compendium or Journal! Both the Compendium and the Journal
are crammed with [llistrations from our extensive ranges of metal
miniaturas, as well as articles on painting, modelling, Warhammer
and numerowus special festures. Take advantage of thiz unigue
offer - subscribe now!

Please sand me the next four Citadel magazines as they appear
(approx. quarterly).

MName

Address

Cheque/PO. to the value of £6 enclosed. (Please make chegues
payshle to Games Workshop 1td)

BNTRODUOCTION
Welcome to the Titadal Journal
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POTO-PAGE
A full colour spresd of Cltadel miniotures, painted
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Tha &0 range and sccessaories |lustrated in full colour

ADDITIONS TO THE COMPEMDRAR SELECTION
Mew modely from Citadel
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The winners of our It compezition
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A slmple project for Warhammer ployers

A FISTPLAL OF FIGURES
Andy Howes of the Players Cuild dlscusaes the art of
paenic mode|ling

B PURSRAT
Rick Priestley axamines the porsull rule in Warhammer

THE KMDWHN WORLD
The Warhammer Known World a3 drawn by the waywasd
mEplorer Davld Andspws

READERS ART GALLERY

ELDRITCH EPISTLES
Readers news, views and criticiam
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A selection of photos from the day
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Betwesen the taigs and the deserts lies thal part of the Known
World ealled the Morthern Steppes. This s a virtually treeless
oxpanse, distinguished by its rich and fertile black soil, hot snd
long semmers, and sparse rainfall. It s without doubt the richest
farmland in the world, but ironicslly, is rarely used for this
purpose, with the result that the whole area & covered in lush
grasses and wild crops such as oats, barley and wheat.

The steppes are served by several greal rivers, which are broad and
long In comparison with the rivers of the Old World. Dld World
rivers tend to be deep and Tast, rather than slow and shallow ss in
the steppes. The rivers are Lthe only place in which one may find
shade on the open steppe, for it is along their banks that cool shads
in provided by clumpz of birch and, further west, cak,

The natural habitat has led to the development of migratory
systerms along the steppe. MNomadic herdsmen follow an annual
pattern of moving herds of cattle, sable deer, and bison onto the
grasaland pastures throoughout the asutums, winter and spring:
moving back to the riversides for the summer., Some larmateads
are in evidence along the rivers, but, as the summer tends to be
somewhat overcast, crops aften fail to reach their full ripeness.

The nomadic herdsmen consist of several different races. Humans
arm common right across the steppe and into the MNew World,
ranging from the ceucesian types in the areas beyond the
Mountaing of Mourn, to the red-skins of tho MNew World. Goblingids
are common close Lo the Mountaing of Mourn and on the borders of
Cathay. Beastmen are rare upon the steppes, although there i3 a
plathera af chaos creatures who hunt there.

THE DOLGAMNS

The Dolgons are a typical nomadic group who inhabit the vallay of
the river Tym In summer and then migrate as fer as the Altal Krai,
a round trip of over 3000 miles. To call the Doglama & tribe o
nation would be & mignomer, for; like many ether nomadic groups,
they Rave no central sothority, lew or organs of government.
Rather, they are a collection of famiiy groups loossly unlted by
the need to co-operale in keeping the herds together and the need
to stave off attacks on their wagons, animals and chosen Summer
pasture,

Life an the move has endowed the Dolgans with excellent askills of
horsemamhip. A man's wealth ls measured not In the number of
head of cattls he gwne (for in 8 Dolgan growp cattle are held in
commaen) but in the quality of his horses. A typical Dolgen might
own three horses; o riding horse for travel and herding, a brood
mare, and o warhoras sed for the annual battles in the river

6

valleys. He will also have a share in the family wagon which
trorsports bedding, tentage mnd sundry supplies, including o small
mobile forge and medicine cabinel.

The Dolgans live mainly off food pravided by the herd, and from
the grains and roots that grow wild on the steppe, The hard, which
ls most likely to be bison among the Dolgans, also provides clothing
and the means of exchange needed to purchass the iron ores needed
for the production of various tools, horse shoes, lance heads and
nrrow tips., These supplies may be supplemented by goods atolen In
ralds upon the various caravams that cross the steppe. These
caravans are commonly run by Hobgohline who take goods from
northern Cathay to the Mountaine of Mourn, retuming with slaves
and generally poor quality wespons and armour of Goblin
mamufacture. These caravans are raraly interfered with by the
Daolgans, who have no use for extra mouths on the long migration.
The caravans that come from northermn Cathay are often pillaged,
for they contain fine silka and baubles plundered by the Hobgoblins,

MILITARY ORGANISATION AND TACTICS

The organisation and tactics of the Dolgans are fairly atendard
throughout the western part of the steppes. Warfare is limited to
small scale ralds and skirmiahes in which sach tribe tries to run off
with all or part of snother tribes herd, or defends a stretch of
pasture. Ameong the human nomads conflict ia relatively bloodless,
but goblinoids are treated mercilesaly and massacres are oot
unheard af, if not comman.

In resdiness for the summer struggle for pasture and water rights,
one or more Dalgan groups may pool thelr resources and elect a
war leadar who takes command of the war party. These war
parties rarely excesd two hundred warriors, because of the
ecological constraints of gathering <o many herds in one ploce.

The main Wesponry of the Dolgan iz the sword, spear, shield and
bow. Hobgoblin armour la occasionly re-forged; but this proctise Is
limited by the widespread belief that the metal ia contaminated by
these avil creatures. Large hunting dogs are also used In combat.
These fierce creatures are herd dogs as well as coursers and watch
doga.

Tactics are geared to he wagon and horse in large battles. the usal
ploy is to wear down the enemy with bowmen befors delivering an
attack with harsemen or warrlors, depending on the situstion. In
defence the Dalgarm will adopt one of two main courses. They will
gither move out to engage thelr attaclers, fighting an extremely
fluid battle, or they will Iaager their wagona and attempt to wear
down thalr enemy with bowfire before galling out to rout them.



DAILLY LIFE OM THE STEPPE

Life on the steppe iz arduous, In winter the mean temperature falls
well below zero and fierce winds make the position of the
horseman extremely uncomfortable, The daily routine of the nomad
Is fairly rigid and comsists of a pre-dawn breakfast of cheess (
made in the riders saddle bags ) and bison mast left over from the
previous day. The Daolgon will stable his horse and then with his
colleagues, begin Lo round up the hord from its nightly straying. By
mid-mormning this task will be completed and the herd will begin te
move jn the desired direction. A noon meal may be eaten in the
saddle consisting of wnleavened bread and perhaps a Tew mouthfuls
of sugar beet liguor. Water in never drunk In the middle of the day,
a3 the Daolgans belipve |t leads to unnecerssary sweating. When the
herd hos moved about twenty miles, a halt is called and » beast or
two will be taken from the herd and slsughtered. A fire is Lt
immediately and large chunks of the hump are lighly roasted. This
ia the most suceulent part of the animal and is eaten exclusively by
the riders, who regord it as a reward for the days work. The rest of
the carcass s then taken to the main camp where [t ks more fully
prepared for the whole group.

The evening meal comprises bison mest, bread made from wild
crops collected by the children, root vegetables collected in the
same way, and cheese. Water ls drunk during this meal, to replace
moisture lost during the day, and more best liquor. At sunset the
grazing horses are brought into the lsager, stabled and hobbled,
They continue to wear their saddle bags throughout the night, as
they are filled with milk from the goats which accompany the
wagons. A watch is set and then the tribe retires to bed in tents
carried in the wagone.

THE CENTALIRS

The Dolgans have had a long end profitable relationship with the
Centaurs for genarations. This relationship ls bosed on a common
love of horses and fact that the peculisr bulld of the Centaur
prohibits them from treating injuries to their own hooves. Dolgan
skill in equostrian Injuries are therefore traded for Centaurian
wisdom. The Centsurs are hired as teachers. This iz & very
amicable trade, ss Centaurs love to teach and convorse with
humans.

RELIGION AND MAGIC

The gods of the Dolgans are powarful beyond measure, and (it ia
sald that they have the ability to guide the stars themselves. This
iz ot so ridiculous as [t may sound, for, on the open steppe, the
enly meons of navigation is by ehecking the position of the stors.
The pole-star thersfore assumes a central role in the life of a
Dolgan nomad, This is essentially it: there is little actual doctrine
and few festlvals other than the common celebration of the
summer and winter solstice.

Magic is also rare, and there iz little exchange of megical theory
between the various tribes. Each group possesses o storyteller,
who acts a= both magiclan and religious minister. Occasionally,
the Centaurs will agree to tesch a promising individual some
additionsl magical skills. Elementalism is the commonest form of
mangic among the Dolgans,

THE GOBLIN NOMADS

Goblin nomads differ greatly from human types. They are not
very successful herders, a3 most animals are scared away by the
very smell of Goblinsland their herding wolves. They do, however,
manage to relaln a few herds of the rather docile Yak. On the
whole, the steppe goblinoids prefer to prey on other nomads,

Hobgoblin carsvans commonly ply the trade route scross the
steppe, carrying goods and alaves. Most carsvans contain g
mixture of goblinoid types, although Hobgobline predominate,

At the Dolgan Camp

“See ‘em again [van®™

"Aye, | saw "em. Makin® mere dust than a bison rolling In & sand
pit. As soon a Terok gets here we'll elect a war-leader and go

banjo the curs."
*¥ou goin' to stand for leader™

Ivan took & long draught of Dest Liguor, then spat in the fire,
“Know anyons else Stephan?™ he growled

"Who're you gaing to pick as under-leaders?" asked the third man at
the fire.

" If you an' Stephan back me against Terek Pll choose you two *
repliad lvan.

"What about the dogs? Yurl sasked.
Terek can have

"Damn dogs are no more use than a blind pony,
‘em. He's their mastar after all."

"You think Tersk will stand for war leader™ Askeed Stephan,

"Pah", spat Iven, "Have you seen the way he drives 3 herd? | wan
with him the year he damn near logt his whaole family through gaing
too far north. | tell you, no-one in this herd will fallow him snd
neither will half of his"™

At that moment thers was the rumble of distant wheels and, in the
twillght Ivan picked out o lons wagon moving through the herd,
Terek!, he swore, Now we'll see who will be’ warlcader.”

Shortly after Terek and his companions entered the Laager and had
been offered the customary hospitaliies the voting began. The
eldest man present stood and began to speak,

"Moaw - we have twa fine men who would lesd us. Or rather you an
Pm not going. They are Terek, from our neighbouring herd, and
Ivan, from amongst us. So - let the voting begin."

One by one Tertl's companions stepped forward and cast the vole

of their families, and then the representatives of Ivan's herd did

likewlse. The old mon took the lots snd counted them befors

:'lri':'n.nt'u'&g. "Then it is settled. [ven is warleader by eight votes to
.

Terek scowled, and hiz hand moved to draw his scimitar. Fer a
mament oll was perfectly silent, and then the disappointed
candidate spat upon the ground, turned his back and strode of f back
to his wagon. Ivan would be warleader, but he had na friend in the
hot=-hloaded hound mauter.




And at a Goblin Camp

"Whadays mean there's no river?" shouted Bagnol. "Of course
there's a river!™

"Well go an look for it cos' I've been out all day with me woll riders
mned thore's no sign of the thing®, replied Gutrot angrily, "Anvhow -
I theught you sald you'd done this trip before.”

"Lis'n you sweaty oik®, bawled Bagnol, squaring up and grabbing a
paming lesser goblin by the ear, "I've done this more times than
you've snorted YVak dung.”

"iell whadayn gonna do” We've got two barrels of water left, no
Dgre feed and we havi't teen any game in weelks,”

YEr = 'stuse me,* murmered the little goblin as Bagnol began to
swing him by the sar, "Grimwald - he sez he sees this human on &
horse this morning an' | thought as maybe samebody should go and
fetch him here for suppes.™

"Whaaat!,™ cried Gutrot, * we're for it now = them murderin’ horse
boysll have us for sure.’

“Arr stop your moaning,” replisd Bagrol, "Ere - Kl this, It make
you feel better.® And so saying Bagnol swung the lesser goblin with
a mighty crack onto Gutrot's exposed head,

That night, when the Hobgoblime had lsagered their wagons, a
mesting was held, similar to the one being held simultaneowsly in
the nomad encampment = but perhaps & little more rowdy,

"T'm boss and I'm still In charge™, shouted Bagnol. "I'm the only one
whao's been this way before”,

"And the one that's got us all lost - you useless pile of donkew
thng,” bellowed Gutrot.

With that the two Ieaders fell upon each other, kicking, brawling
and yelling until an amicable decision was reached. Bagnol, leader
of the caravan, and Gutrot, leader of the wolfl riders, both agreed
to keep out of each others way. Then everyons got drunk, and
eventually even the guards collapsed into a stinking pile. And so it
was that come the next morning the Hobgoblin wagon laager found
{taelf surrounded on all sides by Dolgans. Drums sounded, trumpets
roarsed ond domestic animals brayed pitifully. The lesser goblins
fquaked and wimpered whilst their larger cousing strapped on lron
and took up defensive positions within their small wooden fortress.

THE DOLGAMN WARPARTY

The Dolgan warparty ls divided up into two divisions. The first
division is compossd of archers led by Yurl, The second divison is
composed of fighters |ed by Stephan.

Archers = 20 men

bt wWs|Bs | S T W 1 A Ld | Int | CL | WP
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Archern are armed with bow and sword. Some carry shields, others
have mall shirts - counting as a general saving throw of 6.

Yurl Iz & human champlon and an experionced warrior. Ralding
caravans is hiz favourite pastime. He has been known to chase a
rich caravan for weeks before closing in for the kill. He is armed
with a sword; and carries a shield and has mall armour - glving him
a saving throw of % or 6.

M| Ws| 85 |5 T L A Ld | Int | C1 | WP

4 4 4 4 3 1 4 1 7 7 7 7

Fighters - 70 men
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Fighters are armed with swords and other hand arma. They wear
assorted types of armour, and all carry shields, giving them a
goeneral saving throw of 5 or &

Stephan is 8 human champion and is
experionced than his compatriot Yuri. He i3 apt to derive his
courage from the boltom of the bept-wine barrel. The gunge at
the bottom of the barrel is enormously potent, end may even ef foot
physiological as well as psychnlogical changea. At the beginning of
n charge roll a Dé.

If savthing aven more

1,2 Mo effect
3.4 Becomes fronzied
5.6 Becomes a wore-bison (use Centaur profile except B5 0)

M| W5|B5 |5 T Wt A Ld | Int | Tl | WP
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Stephan is armed with a sword, wears mail armour and carries a
shield - giving him a saving throw of 5 or .

Terek and the War-dogs

The war dogs of the Dolgam are Inrge, fierce mastiffe. They are
huge beasts with powerful and tenacious jaws. To be savaged by a
Dolgan mastiff iz an unenviable prospect. There are five dogs in
all.

MlIWs5)85]| 5 T w1 A Ld | Int | Cl | WP
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Terek l& armed with a sword, @ bow and wears mall armour - giving
him a saving throw of 6. He does not carry a shield, as he needs
both hands free to control his dogs. He iz a homan minor haro.
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Marsmseth the Centaur

Maramaseth is the teacher involved in instructing the Dolgan youth,
Being a Centaur he is extremely usaful in battle and cannot ahide
Hobgobline or their kin,
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The Storyteller

The storyteller (s o called becsuse the Dolgans belleve the telling
of stories and magic to be one and part of the same thing. The
storyteller s n very lesrned member of the tribe, and a great
friend of the Centaur. He |3 a second level elementalist.
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The storyteller has the following Spells. His magical constitution
tovel Is 20,

Cure light injury, hand of fire, asssult of stone, lightning bolt, clap

of thunder, extinguish fire.
Ivan
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Hobgoblins

The Hobgoblins make wp the main fighting strength of the caravan.
There are thirty of them, and they are all on the way to settle in
the Mountains of SMourn. 20 are armed with gssaried swords, auns
and macos, and woiar chainmall and carry » shield, Tha remaining
10 have no shields or armour, but corry bows instead,

& & 6 i 4 3 & 3 9 9 9 9

Ivan"s Runssword has & Lesser Doath Rure on goblinoids, & Rune of
Swiftness and and Protection Rune.

THE HOBCOBLIN CARAVAN

The Hobgoblin caravan la in dire straits - obvioualy lost, short on
water and with dissension growing daily. Basgnol is struggling to
koep the caravan togother, Gutrot, leader of the wolf riders, has
threatensd to desert and his already eaten sevesal of the lesser
gobling in a fit of spite. The slave ogres, huge lobotomised beasts
used to pull the wagona, are showing sigrs of discontent at the
constant lessening of their rations. Although not intelligent enough
to sctually mutiny, one has alresdy gone rogue and trampled three
small goblins before being recaptured.

The caravan comprises of three wogonsesch drawn by two ogres.
There are 70 assorted goblinoids. It in led by the Hobgoblin Bagnol
= wha hias made the trip before hoading west to east, this time ho is
trying to retrace his stepa, The caravan is carrying a cargo of
jewels and gold plundered from the Cathan. The Duigan already
know that the caravan le full of something valuable.

The Wagons

Thare are thres wagons sach drawn by two lobotomised slave ogres
wha are permanently chalned inta thelr yvolkes. They move at a
rate of 4 a turn with two ogres pulling, and 1™ with a single ogre.
They can be moved at up to 3 per turn by a combination of smaller
creatures pushing and pulling. Each combined 10 stremgth points
moves the wagon 1™ up Lo the maximum of 3,

The wagors count as wooden barricades. Each wagon csn be
thought of o8 a mobile building each of toughness 7 and 3 wounds.
The wagons are made from wood, and can be set alight by fire as if
thay were wooden bulldings, See the Fire section of Warhsmmer
Battle Rules Combat volume - pifl,

The ogres, having suffeted the removal of most of their brains, are
subject to stupidity and have prafiles as follnws:-
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Lesser Gablins

Lesser gobiins always get a raw deal, Ever since leaving the enot
they have boen treated badly. Soversl have been maten or Lortured
and the remainder have been forced to do the mast demeaning jobs,
such as bathing the ogres’ meny rumning sores. Thare are 10 of
thess creatures surviving - armed with short swords, elubs and
other hand weapons.
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Goblins

There are alto twenty [ll-assorted camp followers. females and
youngsters. These are of many breeds and half-breeds, but thould
be treated as ordinary goblins.
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They are armed with hand weapons of one kind or other end either
carry a shield or wear armour glving them a save of 6.

Woll Riders

The wall ridera were hired for the purpose of scouting ahead as
well as for protection againat raiders such as the Dolgons. There
are nine riders snd their leader - Cutrol. They are armed with
tpears and swords, and all wear chainmail ss well as carrying
shinlds - giving 8 5 or & anving throw.

Waolves
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The caravan is led by Bagnel the Hobgobline Bagnol is not exactly
popular with the other goblinoids as he has managed to get them
lost, and it looks as |f he's about to get them killed, However, he is
a very good fighter, and should provide the others with a vital
source of strength. He wesrs chainmail and carries a shield as wall
as his double handed war-mace. He has a saving throw of 5 or 6,

Bagnaol
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Blackeye

Blackeys i the goblinalds' sheman and, luckily for them, a
powerful wizard. ,
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Blackeye is a level two wizard with the following spells, He has a
madical constitution leve] of 20.

Aura of resistance, cure light Injury, fire ball, hold flight, lightning
balt, smash,

FIRE

The Delgan player may well wish to employ fire arrows or torches.
Thins has both pros and cons, after all, the Dolgans want the cargo
intact. The Hobgobline have only the equivalent of 50 buckets of
water with which to fight any fires that break out.

VICTORY POIMNTS

The Dolgans are interested in two things Le. destroying the
goblingids and robbing the caravan, They wish to do this with the
minimum loss to themsslves and to the goods caravan. The Dalgan
side can be controlled by either one or two players. [In the two
player game one player takes contral of Terek and the warhounds,
whilst the other player, as Ivan, takes the remaining troops.

Each wagon captured intact or with less

than 10 fire damage points 50
Each wagon coptured intact, suffering

10-19 fire damage points during the game 25
Eachgablinoid killed 1
Each Dolgan killed -5
Maramaoth the Centaur killed =30
Ivan killed if Terek player 50

The Hobgoblins are concerned with survival and nething more.
They can be played by sither one or two players. In the two player
game one player takes the role of Bagnal and another of Gutrot.
Gutrot commonds only the wolf riders, and is nominally under the
contral of Bagnol.

Each wagon retained with less than 10 fire damage points 50
Each wagon retalned with 11-19 fire damage points 25
Earch Wngon lost =50

Each remsining wagon with less than

Wolves, doge, horses and other animals will not approach within two surviving ogres (sech ogre) =10
four Inches of & blazing wagon. Lobotomised ogres are alse
inclined to dislike fire. If the wagon they are yoked to catches Ench lesser gohlin killad -1
fire, take & test on their Cool (2D6 - must score equal to or lower
than Cool for success) Unless successful, the creatures will balt in Eanch other goblinaid killed -2
a random direction. If only one of a pair of ogres falls the test
then the wagon halts whilat they fight to the death. Bagnol killed if Gutrot player 50
THE DOLGAN RAIDERS DEAL
DOLGAN RAIDERS ’
PRICE

DRI | Personalities. Ivan, The Storyteller, Terek & hi= Wardogs £ 4.75
DRZ | Yuri's Bowmen. Yuri & 20 Archers £11.00
DR3 | Stephans Swordsmen. Stephan & 20 Fighters £11.00
DR4 | The Complote Dolgan Army. 50 Miniatures ) £ 24.00

HOBGOBLIN CARAVAN I
ORS5 | Bagnol and the HobgoblinsBagnol, 20 fighters & 10 Archers £ 14.50
DRE | Gutrot and the Wolfriders. Gutrot his Wolf & 9 walfriders £11.50 |
DR7 | Blackeye & the Slave Ogres. Blackeye & & Giant Ogres £12.00
DRA | The Camp Followers. 20 Gablins & 10 Lesser Goblins. £ 9.50
pR9 | The Complete Goblin Caravan. [ 78 Ministures ) £42.00
DR10 Whenla for the Caravans., £ 0.10p Each \

e L=
OR1l THE COMPLETE ARMIES TOGETHER FOR £ £0.00

These Deals may be ordered from your friendly neighbourhood retailer, or In case
of difficulty, direct from Citadel Miniatures with the addition of 80p towards post

& packing for LK. costomers, 30% for overseas.

Please feel free to photocopy these counters for your own use only.
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GUIDE TO PAINTING FIGURES

Greetingi lowly martals....

Your quost for knowledge into the workings of the runic brush is at
sn end. Mo mare will you suffer the stench of turpentine and salid
brushes. Mever will the paint develop armour in its tin, nor the
undercoal be agitated whilst drybrushing. In shorl, my master, the
Craf Faulkner, has deemed to lower himself snd divuige the spcrets
of the fine arts guild. Through my inarticulate words he will pass
en the knowledge that makes vou a rip-roaring painter! I vou are
prapared then may your greedy little eyves rend on.

If this iz the first scroll you have read conterning painting figures
then perhaps you should srarch for the Second Citadel Compendium
in the seribe’s shop and read the article that appears therein (Sorry
the Compendiums have sold out - £d.) This covers the wide variety
of techniques and materials which are available to all budding
bruzh buffs. This will clarify some of the points which all
baginners should know abowut, such o de-flashing, underconting,
basing, varnishing and garnishing. All of these will be mentioned
hers, but with specific reference ta one fisld only -fast work with
acrylics.

My lord, the Jowel af the Heavens, wishes |t ta be known that he
has specialised in thiz field for several eons, and now findas this
particular routlne both quick snd effective. A high quality finish
can b achieved, sultable for friends, clubs, and whoover pushes
figures under the castle door. Got your painting cauldron going?
Hern comes the recipe.

PREPARATION " —_ o

1 Scalpel or madelling knife (sharp)

1 Selection of needle files (optionnl}

1 Razor saw {optional)

1 Pin viee with drilis {eptional) )

1 Pair pliers (optional) T

| Can matl whito spray M ﬁ‘ F T
WHITE

Te prepare raw figures slice or scrape off any unwanted material
and leave to stond in a ralsed area sultshle for spraying (upturned
yoeghurt pots are good'l. When you have @ reascnable quantity,
spray witil shiny and wet. Tum gently and spray otherside. Dont
forget to spray upwards Lo hit those areas that nermally remain
uvwnshed! Leave to dry for bowever long it takes (zee below), A
white undercoat allows the main tone Lo glow with its true colour.

A pood working light Is essential. The Graf has ingeniously
Installed & drying plate above the strong light he uses. Any old
lump of sheet alumniniem bent at right angles and clamped anto the
fitting will do nicely. This means that whilst one figqure iz drying
another can be painted. Neat eh?.

SIDE VIEW

Selection of brushes

Jar of water
White palette - dispossble ones can bo made from card
coverad with clingfifm.

1 Steady hand

1
1 Selection of Acrylic colours
1
1

Brushes, my master always uses the best qualitiy brushes. Mone of
your yetti fur rubbish, They actusily work sut cheaper in'the long
tun if they are cared for properly, rinsed and not dipped up to the
hilt in the paint

4 long bristied size 1 brush (with natural hair not synthetic) has a
fine enough point for detniled work and also holds @ reasonable
amaunt of paint. Larger bruthes are used for larger mrems and
flattened brushes for drybrushing.
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PAINTS

As | have already staled, the painls we ls= al the castle are
acrylice. They are particularly kind te brushes, which means that
they last longer than a cleric st & balrog't Lea-party. There are
many brands of acrylic paint: Plaks, Rowney, Windser & Mewton,
not forgetting Citadel Colour, Armoury, Rose and Tamiya, most of
these can be bought in eets or individual pots. Apart from your
stock of figures this is likely to be the most pouch-pinching part of
your painting career!

There are rules to mixing colours as you are doublless aware, so
choasing the core colours for your paint box is & fairly straight
{forward affair.

Core Colours:-

1 large tube titanium white

1 lerge tube mars/lamp black

1 medlum tube cadmivm yellow
1 medium tube scarlet

1 mediem tubs ultramsrne

Cadmium yollow, scarlet and ultramarine ore the primary colours.
Lising the basie principles of primary colours you will be able to
mix a variety of tones and alter thelr shade using white and black
to give literally hundreds of different colours (the limit of which is
only found throegh practicel

Obwioualy you will find other colours which prove invalusble as
sdditional tones for mixing or as usaful "realistic’ colours on their
W,

Thess are not essential, but a choice and variety of calour is more
fun!

Useful Calours:-

Yellow schre

Burt Sienna

Raw Limber

Various Greens

Various Mauves

Varlous Blues

Various Reda

Varlous metallics (l.e. copper, silver, gold.

Thess few extra colours will give you hours of fun just deciding
what colour to paint your first monster! With the white undercoat
gome paints [ook lovely (even to my gnomish eyes) but some calours
nesd to be slightly brighter then others, such as some oranges and
yellows. A few centuries of practice will sccustom you to
recognising the need to use especially beld colours to enhance the
finished effect.

Plaka comes in small glass jars and have a broad selection of bright
ealaurs, The paint has an excellent consistency and lasts absolutely
yanksl,

Faor metallic colours Armoury and Tamiya paints offer a fairly good
range and you can achipve some pretty stunning effects, mixing
metallics with other tones. To save you doubloons, [ suggest buying
ore of bwo new colours at a time and develop your colour mixlng
skilla as you go.

COLOUR MIXING

Any goblin cen mix paint, but to achisve that really subtle texture
you hove to spend a bit of time working out what you want the
finishad article to look like,

First af all there are usually three tones to any one section of the
figure; the dark tone, the mid-tone and the light-tone. the mid-
tona |a the actual colour of the garment, such ss a crimson cloak.
This Is painted first and left to dry. The dork-tone gomd on naxt
using o technigue known as "washing' - which will be looked at once
you mortals have done a bit more resding. ing' n=eds a
bit more practice, but las an excellent method of putting on a light-
tone or "highlighting' the raised surface of a figure.

The techniques are listed below. Using three-shades of colour
gives depth and richness hevond compare.

Fleah, It'a surprising just how few convincing flesh colours there
are an the market stalls these days. Grunt the Pig and [ looked for
agea and they are all ton pale or too pink. So, after consulting &
mane we sat to work to doveloo our own. Skin is a pale orance. As
a very rough guide mix these quantities and alter accordingly until
the paint matches the colour of the skin on the back of your hand.

12

Take,

1 dab of yellow
1 dab of red
1 dab of yellow echre

Slowly sdd white to the mixture until the desired shade is obtained,
This takes & while to master (and several washings of the handa)
but in the end you'll be sble to knock up a convincing skin colour -
human akin that is.

SPECIAL TECHMNIGUES

Washing. Mot semething | know sbout, personally speaking, but the
crux of the matter js consistency of the psint, so the master told
me. Washes are applied (usually) on top of the mid-tone coat. The
wash should be a dark mix of the mid-tone, but by now you should
have quessed that, Mix the paint with water until it s the
consistency of milk, Siap It on to the desired surface. Any rums to
iunwanted aress can be soaked up with the edge of a tissus, or an
old sty cleaning rag. The quv'nor has discovered that dark washes,
il k=ft to dry over heat, can leave a tide mark - rather llke my
neck. 50 half an hour or so at room temperature will allow them to
fry ready for.....

of reducing the amount
of paint on the brush wntil it is all The appropriate colour
for the highlight should be mixed and of the paint worked off
the brush. When the brush leaves no mark on a clean surface is is
ready to drybrush. Flick the brush dowrwards {or (n the direction
which the light would strike the figure) and the remnants of the
paint are picked from the bristles by the roised sections of tha

{lgure. o Wir
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This can also be used to weather, sge or grime your figure. If you
intend to have spacial detalls such as Insignia or velne pained on, do
thiz bafore you drybrush or you will ruln the effect.

Metallice. These paints conform to the rules laid down sbove
although some do not mix as readily =3 others, Metallics are called
for when painting armour. They do not need to be treated
differently from ather colours, except that you should not try to
mix metallics with too much opague colour ae you will guickly losa
the gleam of the metal.

fail armour is painted all silver and washed with bleck when dry.
Once dry you can use the bese colour lightened with & touch of
white/blue to make |t glint llke the mithril of old.

MNow you have the figure prepared for battle, and mighly seemly
does it look! But thiz image will fade, and many a chip will appear
on his shoulder unless he |s protectedit!

VARMISH AND CARMNISH

A palyurathane matt varnish gives a natural finish. Use the same
technique as you ugsed for undercoating [ make sure you use the
right canl. Allow the figure to dry completely before spraying and
preferably make it warm, This is easy il you use a drying plate.



Unless the figure is slottabased it is & good ldes to affix vour own
card base, ar -.-:14- a small coin. Then an all purpose filler, such os
tetrion or polylilla, con be wsed to texture the bose. Spread the
filler smoothly into all the crevesses and around the fest. The
drying filler can be lifted into peaks or swirled, and once dry It 2an
be washed with raw umber or yellow ochre to create sarth or sand
gifects. Gravel, grit or flock may ided or enhpnce the
effect or, az the coase may be, a :."':
snjcker).

ered head (snicker,

Although many odd critters appesr ns part of fantasy games, it s a
good idea to wse colours which are a2 natural as posdible.
.-"-'!L':'S‘.:I""!F.I!::'-\..| ol &Everyode has seen &3 many o as | howe, But
even rad and purple skinned cresturss haove to look bellevable.
Always plan shead, particular with scrylics which ars permanent.
Above all, hu "'H’If. don't be alrald to experiment with colour.

bathing comes only with exparience, and so | will

Suecsis It Brush
I-h." you with thege wise words, passed on to my master by his

wrtial arts instroctor.

When you are young and good at someathing,
talented,

Whan yvou are ald and good at something,
You are experisnced]
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WHAT YOU GET:

SROOK 12 COMBAT - The comphetr rules for fghting tabdetop fantms battles with
mimatorr figure

*BOOK 2: BATTLE MAGIC - This details the mapic sssiem for introducisg magic
ani wirards. imba the fray

*BOOK X BATTLE BESTIARY - A book of faniwtic crestures compleie with (heir
bBalile slalmiacy

SPLAYSHEET - This bears all the combat tables for casy referemce in play

STHE MAGNIFICENST SVEN - An mtroduectory scenario

*CARD-CHARAVCTER SHEET - Cardboard characters for wie i The Magmificest

SEE
v ARTISTS: Box art by John Blanche: GAMES DESIGMNERS: Briss Ansell,
bt bk covers and nlersor ot by Jahi Richard Hallimell ssd Richard Prieshes

Blznche sod Toay Ackland

AVAL ABLFE MOW FROM AL 00
-t'_l Htl'.i'ﬂ Amiell, Richord Halliwell & Richerd Pfﬂ"fk_l CAMES SHDOS

Withim the WARHAMMER Fastry Rattle Rules, you will find off the sformation nerded 10 coable vou \ 1 i m=la Y YT
b ry-crrsle fastuste butties on the tbdetop. Plapers take commend of pewrrfal armies, cesning = icard " o 'OM CITADEL MINIATURES { POST |
ol mighty berars i 3 workd wherr mugic works sod e nipitmare createres of kepend ane deadts real.

To play WARHAMMER battles, vou will meed the rulebooks ba this st 3 selection of modich, sod dcr.
e b abves contaiens 3 small seletion of full-ookonr card modeb to rmabie vou b fight sud e introdoctony

wrsarm. (e aid thive-fumrmoonal modeb sre sl mcladed.
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THE DISCIPLES OF THE RED REDEMPTION
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THE AVENGING KNIGHTS OF THE

Flafl, shisld snd rmai] ermour. Rather than &

shield Durichoch carriey an additionsl hend CLEANSING FLAME
wenptn, allowing him tz fighl Sauble handed. T,
Mardrid the Cramplon carries oo eheald or M, =

but b » double-~anded e imtess,
Be redesmod throuwgh biood

Sprending the ways af horaa through e Old
World by messs of alsughter, destroction, drson,
frurder s the propegation of theamity.

Darkhath - 734
Disciple - 94
Champioa - 11

Extre for Stendard - 35
Ewtrs for Musiclen - 1§

Tha shield, bernary and the robes of the Olsciples
ail cazry the symboly of the Gaod Kharne.

LINDFDRMS The robes of Uw Disclplen age Blach, siged » red.
All guipment tends Lo be Black, or dars colsure

Darkhoth - Warrior-Priest of the Red Rledemption

Flgnting Peracaal
Charscteringics Crarsctarintics
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Dislale of the Fled Fledemption ‘From the sihes of the old are Do the hew, end te fre shall heve cleansed
thariti, mhd tgy bl be free of evils
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Fighting Personal
Craatic tor latics Craracseratics Chronos Coodhesr? st Dw fonarsl oyre
of the Brothethead.
M| Wi B5| S T w1 A L4 [ C1 | wWe
Chronos Coodhealt wid & member of & singuler band of cruseders b= the holy war
£ & 3| 3| 4]y |2 i ol s 1 ia | io Sgalrst the Arshiian. He was one of the Srotherhosd. Chromun came from &
- - . deeply religiovy family and firmly believed in the ways of the Weit. He abharted
Mardrig the Manic - Champian of the Sederption the rearthy, cutlancish men of Aredy snd their micicualy evi] culture. Now P
was confrented by the et hicesus scere he coyld possitly have srvlisced,
Fighiing Peryonal
Charsctetistics Crmrnctoratics Bafore Bim wiah @ Eght that turmed R stamech, snd & stersh thal ssalled both his
- neatrily end his soul 11 wes Miman carrion, carrion thet hed onoe Bees fried and
m| ws| ss| 5| 7| w1 A 1 Ld || Ct | wo fellow crusades. Cheomcs end his thees companions wers pursisd smd horrifed st
e wickening carnage that had fTalles upon helr fellowe. [I wan e woth of o
- 3 - - 5 1 3 1 | a | 3 ia i 1. M, of S mee e ot least they ressoned.

Thwy built w grest funers! pyre 10 comumg what ramslned of the Knights of b
Brotherhood. As the flemes bellowed and roarsd one of Crronus's Malghts mede e
strange dicowery SMangEl the fulss where the massacte had taken slice.
Returning ta Ouwranct he toid of hin fing, and Chrenus b once Investiceted. What
the young Hnlps had chanced woon was an underground sancluaty -origirlly pact
of u ternple, bot row hdden amongst the fubs Entering [meice Chronug saw the
bleod stuined frescses, flescoes that depicked coenma of “arror and perversen of
W Mtogether abhuman matore. Wordt of all, upon the flaor lay the discarded
uniform and eguipreent of 8 Knlgnt of The Brotherhood.

Eronew’, he gaapes, sn he Fecogrined the clothing of one of the comoeny, Eronea
Babadran, his ewh couni=,

Crrores’s ming wis thrown into checs, Clerly his cousin mad Seen musdered, ane
in & mancer Both foul Bne homan, The whals thing stanik of sorme Derverse
religloce ritunl, of & terrihle secrifiee to who knows what helil goc

Bit I wm Garland, the standird bearer who glimpaed the truts, for in Sy yoush
he has ween the secrol weodlard termples of the Gods of Chaeos, snd =ad heass
romoury of ther Ceedic He came from (he forests of the Semalme, lande dees
eNoUgt, BN durk emough to hide the mumdons of chace BRE Ree yicliirs. In The
rea af the tesgle b recogriesd {he signa

Chrores wad atruck dumts at whet Carlend told him, To fing gt S0 cwn cousin
wis e momter that had undoubbedly precipitated, if not sciuslly stcorolisnes,
the destny of s many good Kalghts, was & ocaiderstile 5low.

Tha Knights pacued the senctunry with straw, and sfound the shals gitouil of the
hifl they spread much flemmable matecisly s luy to hand  Withis g0 Bour the
whole hilliop wes on fire, and what little remained of the Kaights of The
brotherhood, and of the strenge tersple, wes wtterly cesteowad  As te flames
Durnod sach Kright sware & great and sinding cath.

"This wnall be oor call to arrme und symidol, the flame of JUr Durning SEothece. We
fricat, keep te flame Durning untll meh Lime =2 oot oath i fulfdled and e werld
tleatamd of the wvll of Chaoe. Only then con our souls rest in oosce. And the
fleme we sl bear ot ot Cewioe, ared the minians of Chsss will comw 1o fear e,
455 W Shall O Bngwn e the Avenging Mrights of e Clesssing Flars,’

fio It wen that the focr Knights Cravelled sbrosd [n search of Cronmen.  They
ercouniered much svicence of his pamaing, snd many men lolees e I thelr
quest, for many et the orassoetils & 18 O T Sy The def s ot Chpcd

15



EQUIPMENT  Dugger, spesr, rmall armeor and shlald, The
viwndard bearer carrier & tword intiead of shield
and zpear. The memicisn carries a harn lmatosd of
shield anc spenr. Roland the Crampion carries
e mighty Thnme-pword bnatesd of shiels or spear.
C=eorus honself carries @ mace rather t™an &

L=l L
BATTLECRY  Clsscan Shem - and they shall be trow of evil
DEEDS Tha Knilghts continue in thelr quest, never ceasing
o stapping in ore pluce long ercugh seve 12 set
3 reats
PORNTS Chromss- 43
VALLES Mright - B]
Caamplon - 8 « 7% magle wwird
Exira for Standasd - 43
Exta for Mygicien = 17§
SHIELD The shleld, bannars and the robes af the Knights
A carry the gymicl of the Mome,
LIF O Tha shieics of the Knights are red with yellow

flamms. Armour end oguiprment s black, ar & vesy
dafw green of blus. Spear-sinlfs sre natural
wood, The basnar b red with the yollow fleme
dewice,

SPECIAL RULES Raland's sword has o flame attack (Wartanminer Magle valurms
page 170 The sscred brarier carried %y Carlend the stancard
Bearsr 3 & powerful reminder to the knights of thalr cath, whilst
It rermnlng intact the whole unit may sdd «2 to their Coal.

The knights Hate Chaos Warshippers. When confronted by Red
Redemptionists they add + 2 to their dice when testing.

Enight of The Cleansing Flame

Fighting Personal
Sharecierintics Characteciatics
e Wi |85 ] 5 T W 1 A Le i | 1 | WP

& i 2 & 3 1

Chronus Coodheart

Fighting
Crarscterisiion

M |WS |85 | S T-'ﬂl

&5 [sJajefa]s5]a B |8 |#8 |
Asland - Regiments) Champlon
Fighting Personal
Crarpcieristice Craracteristics
T S T R ——
mfwslas{s [v[w|l1|a|eefm|e|w
) & ] & 3 1 b i w7 ] 7
i*
Garland - Bearer of the Standasd and Haly Brazier
Fightlng Sesporal
Cratactefisticy Charactaristics
M IWs|BS|S | T | W]l | A]|La]ine] Sl |WP

- - & B 3 H L] H w7 7 7

BLACK ORCS

Rangwred for their relenllées Stutality trwards any [ving crmalure regardiess of
slignment, the Cled Bleck Orc must be the sostl terrible of all the Ore species.
Thelr swessme size b8 reputed Lo be the resull of age ald Lritksl corcibalies
whereby the smallest end weskes? Orcs would be saten - often alive. This violest
mativod af selestive Sreeding fenawn in Cie Lerms an runt nosting’) has producod 8
Bread of Orc Lhat corries the evi| Lraits of its counire 1o the very worst excesses.
The only saving grace in this ln that thelr grest size FMas ot helped theis aliready
bow racial intelligence,

Bred salely for destroction, the Black Ore can clabm no natursl gersology. Lhelr
origire wrdoubtedly being the feall af some despotic, chaatic wish to crests
manter warrlor. Bul thelr violen?, unthinking noture Leaves them far short of thia
design,

PHYSIGOLE

Although nat moch taller then their Orcish cousime, Rlock Orcs ere by far the
latgest of the Ore race. Their soust, powerfully masclod bodine rangn in helght
from 4" to 8" ared cah eenel bmes appear s brosd s ey aee tall

Long certurie of |nbreeding hea exageratied the Black Orc Testures, and Uheir
bulldog Fecen couplod with huge teeth and jews has earned them the nlcleme of
Tiag Heal',

A their rame seggests Black Cres are predominantly dark skinned - commondy
dark brown or geey. Very cocasionally alfbinos sre bom.  regarded s ominoos gifts
from the gode, these sickly few Follow Lhe dempnding pathe ol Wywern trainers
e it mately shamantond,

WORLD DISTRIBLITION

Gisnt Black Ores are sl their most comnmon in the marthern tipe of Lhe Worlds
Edge Mountaing, all ower the Dark Lerdd, and soattered along the northemn poarts
of the Mounlsim of Mourn, Amywhere there are ewil armies, Masck Ores con be
found in numbers ranging from a handiul Lo thousonds. They seldom seltle lang in
are place preferring ta raid upom their melghbours from shifting romade
FRCAMprTenis.,

LI O

Umanlly Tilthy fury send acnvenged hits of s, sy type of mall being the moat
favoursd Halmets would be worn by the more affluent ar flamboyent mambers of
the regiment. The size, shape snd colour reflects the prowsss snd standing of the
wrarar -the larger the Better.

Dress and aquigrmant would be dulled snd blsck, honctional and (rvarishly coversd
n layer af crated gore s rust, Shellds would be painted brilliant red, ss would
the shalts of Sears, clube and hand weapoim.

EEZA UGEZOD'S MOTHER CRUSHERS

Of all the Orcish ralders Lo bave plundsred the Old World from the Worldy Edoe
Mountalna, nots have Besn o feared, or 0 hated aa tha Greal Black Oren of the
Mother Crushes iribe. Their Grest Raids of Hunger continued almeost completely
uncheciod for rearly forly two years, losving n their wake & trail of butchery
seldom eoualied in Dreish Rlatory.

Cwapite many efforts 1o cepture snd destroy them, the Molher Crushers slway
managed to sveld trage wet for them. On the Tew ccoatlons they weare brought ta
ballle the outcome lnwarishly favoursd the Ores - wing thelr femoun juggetneut
columns to push silde arry rrsistancs,

Their seccess wias e malsly to the lhepired lesdership of ore Orc.  Known
throughaat the tribes s Eszn Ugerod, Oreish legend aboundy with siofies of this
huge and gunning Dre. One maeh story, typical of the Lime, conterm Uhe slirmish
on the Great Crosslng -a Muge, satural apan Bridging one of the few routies theough
the mountalns te the fertile foothilly end valleys of the Ofd World It was upon
thia bridge that a group of Orex led by Eera Ugerod were atiacked by large
rumbers o Dwarfs and 5l Jesst one mountain Olent. An enttact from the Orclah
“Valess Adgitr trocalates as followe.



"We goss miles this day. Lssl dark we kil many wittesing souls, pokirg and
outting them - bul nol hiving Limes to make (i slow and get them good nnd
screwchy. We gelz on the Grea! Crossing and sudderdy sl sround thore's Stunty
Long Beards (Dwarfe) -trapping us boyy and making pain theeate.  Then they goes
all grinning silent, and crashing through the crowd comes a Greatl Ooe, all drurk
up, with grest ron boots sparking oy it steps, and long splkes and Jage henging off
them, il dressed op for Ore stomping. [t comes rearing and swaying towards s,
mwinging its club and making w3 boys windy emd tearful. And the stunties are
loughing, saying ot last thay’ll have our prelly Tenge o make thelr sbunty wormes
grin snd donce. And ua Bold boys - we Bunch up close, but cannot help o Bttle
wirnpering. But Eezs Ligezods got na wimper, He waves his ase and swaarn he's
going to cul Grest One's font of 1 and pop them (7 its fece. With this he goess off
fast foreard and sharp hacks the Grest One. [ta Gnees goes oo way, (ts groat
screaming whiskers goes snother, The atuntle has one look and go all quist ond
shulfly. Then Cuted - our champion = e gives an honest war shout and we goes
of f st themn culting up thelr Dttle bodies, this way and that, and wo callects much
handalin with halr on il snd ties it 00 owr belle. We pabnts their puices all over Lhe
Grest Crossing and we calls [t the Fed Span, We push all the stuntbes off it, bt
keeping & few for screamings Iater ond food for the march, We leaves not Loc
mtry boyy deasdetiflf snd continues our way bn make our doares] wir arid Fajdisg.”

Mo ona s quite sure what happened Lo Errs Ligerod - he certainly wean't amongst
the hurdreda of Black Ore dead after thelr supsrnatural defeal at 1hs handds of the
MNecromantic Chane Lord Edls Edit.....

BATTLE CRY

The Clst Block Ore batile cty con only be termed sa wn Incomprebiensiils
cacophany of sbuse mnd threat. Cech (dividunl dees his beat 1o outshmd hia
nelghbour, However, sgainet Dwarvern foes they would chorus owver and aver
mgain the blood curcling Battle cry...Stomp the stunlies - stomp the stuntion =
sliurty stormping fTun™

BATTLE TACTICS

On those rare occaiiom when tribal snimealty does not prevall Block Ore tactics
are crudely effective. Always comalsting of huge cobumns (jeggernats) bed by the
bost Tighters and flanked by srchers and woll riders, Thould there bet any af [he
dandly multi-scythed woll chariots, or mercenary ogpres, [hese would be placed
well to the fare. Althoogh comborsoms ond sasy prey to artillery snd rmagic,
thase huge formatioss wers well sbie to plough through ard scalter sy but the
slouleal sy Tormsd | ora.

SPECIAL RLLES

Bocsuse Bloack Orcy naturally wictimise smaller Goblles snd Crea (occaslonally

ealing them) thay are wbject 1o Animosity 8] <] on the dire.

BLACK, ORC WARRRIOR
M| WS|BS|S T w1 A Ld | Int | C1 | WP
"i 3 » i ] ] 3 1 ] ¥ 7 T
EEZA LIGEZIND - BLACK DRC MAJOR HERD
M ws|Bas] s T W | 1 A, La] imt] €1 | WP
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BADNEXUL
BADNERS

Fearsoma Half
Moon COrcs

Tha Uindend Legiona of Dis

>

Elves of the Criffon Gat

Look out for the full colour ecut
hanners 1] Lhe thipd T itmedel
compendium out later this yvear.



GOT BLOOD

A ‘ b // ’Iﬁ -
BLOODD
AT
ORC'S DRIFT

THE SPECTACULAR
NEW SCENARIO FOR

WAL HAMNER]

AVAILABLE NOW FROM ALL GOOD
(AME SHOPS OR DIRECT FROM

CITADEL
MINIATURES

. CITADEL MINIATURES MAIL ORDER, CHEWTON ST., HILLTOP, EASTWOOD, NOTTS.
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A DAD Ore pairded by Jobe Blanche, 0hol 0orssn vy Micheed Harceet,

) Dt pomenind iy Jorws Filenetee & phatograoted by Charbes Tl

153 e padnted by Dave Artrews & phatagraghed by Chardes Ellkat.

O DALY T ogritaer pairstant try Dimee Arsirwaes, (Fatagraph by B ichard Moot

EV Udemd Thariat panied & ronvered Sy Joee Blsnene, pratiurait Oy PLiEmers
RITTLAT.

] ADAD™ Dhagtenas & Tlethe pumtad] & gt ogragtesd iy Pral Lewin.

3 Wipards painted & phataraphod by Pl Lrem

H ADADE Lich peirted & phatographed by PRl Lewis,
D Elric of Malhibone siried & phitograpfed iy Charfes Tllistr,

Chraprers & Dragors, dysrced Duegesrs & Dregons are Lresemares s Gy el
umed urcler eanes from TER, Ian,

D TER, bne. ALl Fights ressrwed,




FHITRSY

THEY'RE HERE - Cutting there way out from Steve Jackson's and lan Livingstone's best selling
games book; the FIGHTING FANTASY models from CITADEL MINIATURES., Mighty thewed
barbarians and awesome wizards battle in mortal struggle against the evil denizens of darkness and
the black legions of chaos. Each finely detailed figure is moulded in grey plastic and stands
approximately 60mm tall (Ogres 80mm) and comes supplied with an assortment of weapons and
equipment, including one of a selection of different interchangeable heads or helmets.

Collect them all, and muster your own armies of goodly heroes or foul hordes of bestial monsters.
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MINIXTURES

o  Citadel's entire range by any meang!

WARNING - Please remember Citadel minlatures are intended for serious and
responsible collectors and gamers - they are not toys. Models contain lead
which may be harmful if chewsd or swallowed. Citadel miniotures are not

recommended for children under 12 years of age.

Mast Citadel models now comne with a separate styrone Slotta base for gaming and
display. Each bose hss either s pre-cut groove to take the model, or o series of
weakened grooves underneath. Use a screwdriver to push out weakened grooves
where required (do not use the model tab itself or it will break), Apply glue to the
tab on your model and fix to the slotta-base as shown. Slotta-bases provide s
stable base for your models and are ideal for displaying your models at their best.
Each model comes with an appropriately sized and shaped base, additional slotta-
bases can be purchased separately should you wish, for 8 mere 2p for hexagonal,
20mm & 25mm bases, 3p for horse/monster oblong bases and 6p for 40mm bases,

NOTE. These new selections of Citadel models are additional to those presented in
the Second Citadel Compendium ond spring 85 Jourmal - they do not represent

T e JANY -
=/ -\ W

Madels indicated come complete with a separate, moulded, hard styrene shield;
allowing, for the first lime ever, realistic shield thicknesses and enhanced three-
dimensional effect. Each metal model is cost with o special shield stud. Attach
the shield to the stud using super-glue or similor adhesive. The studs are cunningly
moulded 20 thal they can be painted to represent o metal shield boss. By 1986 we
will be making special shield design tronsfers available to fit these clever little
devils. You can purchase extra shields for 1p esch.

- .’.-’ -y

Requires Assembly - this symbol indicates that the model or models are cast in two
ar more parts. Such models will need to be sssembled by vou. A degree of
modelling competence is necessary to construct any multi-part kit, and we do not
recommend them for inexperienced or very yvoung modsllers.

DWARFS

'(]{)6' Dlancwed by dlam 3 W] Foerrs

g

llh.—‘

Retainer Clan Chief Axe Dwarf

Bandit

i Sureshnt {.,__ " Very upset Berserker Noble Warrior



MINIXTURES
ELVES =

COS

Guard Goblincleaver Female Clear eye Swiftfoot

Y

¥

Champion

Guard

Easua?t}rf-
xOBLINS
C12

Designed by Alan & Michael Perry & Kev Adama

B

Slug Slinger

nee Spiker Archer Clubber Bowman Leg Biter

R .

Baqg Blower Neck Cracker

n!ﬁ

3y

Eye Gouger

Standard Bearer Head Taker
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R




ORCS

CI5 -

-

UNDEAD SAMUR

CI18 §

Shield Bearer Bladebane Cyclops Warlord

Al

Designed by Alan & Michael Perry

. Y L.
Maulman Dwarfsmiter Axe Killer

Guardsman

WManiac

e ]




MINIXTURES

GIANT OGRES

(:23 Designed by Jes Goodwin

Gladiator Bounty Hunter

s s TROGLODYTES

&_ {" " ] Designed by Trizh Morrison
i

Mercenary

0]

3 U
b

)

High Lord

Drummer Archer

Spearman
2.2 5 5

Warlord :




4

mp=(CHAOS BEAbT\lE\T

Designed by Trish Morrison

-

Cloven Hoof

\lO\TbTERS

229

Kiss of Death

Dasigned by Mick Bibby




MINIATURES
GIANT MONSTERS

( a‘l i 9% "‘esmnrj by Keav Adams
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Giant Hill Troll

AD\ E)\Tl RE PACKS =%

C33

Wizard on Flying Carpet Chaos Knight

MONSTERS

(:3—1- Designed by Alan & Michael Perry & MNick Bibby
Supplied with clear plastic stands

Demons of Law Death Elemental Life Elemental |\,

_ ‘ 5 Jﬁ

8



MINIXTURES
HOBGOBLINS s e

Designed by Aly Morrison ‘H').

Sniper Champion Slaver BaruﬁBrightgnre Elite

Mace Great Seimitar

BATTI.EBAHS ey ——

(‘4"

TOWNSF OLI\

(J 4(]
e

Desigred by Trish Morrizon Y

Criminal F"ill"‘DﬂEl‘
LS -

Peasant Traveller Villager Busker

Villager Rat catr:her ?eqqar Messenger
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Dungeons%@ragons*

Miniatures

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

. A &
ADD 3 CLERIC WITH MACE ADD 5 ILLUSIONIST
player character pack player character pack

ADD 6 PALADIN WITH LONGSWORD ADD 7 RANGER WITH SWORD & BOW
\ player character pack player character pack

ADD 8 ASSASSIN WITH DAGGER AND SWORD ADD 11 FEMALE MAGIC USER
player character pack player character pack

A new concept in role-play models! Esch Player Character Pack comprises three
versions of the same character, representing the adventurer as a starter character,

50 as an axperienced adventurer and, finally, as a fully developed high-level character,



ADD 60 NORKERS

ADD 62 SHAMBLING MOUND & SHRIEKER ADD 72 CARRION CRAWLER

N T g

ADD 76 STIRGES
supplied with clear plastic stands

ADD 75 GORGON ADD 77 UMBER HULK*

D @

Supplied with randam heads *
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; DungeonsGoragons:

Miniatures

p— 2 s e
SIRBE A SBRC AR
x . y i 1 /’ : E"'\‘
: L %, A A @ ] s
b, Sy py g X % “ '

" ADD 80 BLINK DOGS

& :
SHADOW ZOMBIE GHOUL LICH WIGHT {;,HAST
ADD 93 THE UNDEAD 1 * ADD 94 THE UNDEAD 2 =

Supplied with random heads *

.3 G

52
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Mmlatures

MAGIC- USER

= STARTER SET

BDD2 DUNGEON MONSTER STARTER SET

é@

GiaNT
FIRE BEETLES




SR VUL S o

the

* ME 22 Elrond ME 24 The Citadel Guard

ME 25 Ithilien Rangers ME 31 Smran Elves of Mirkwood

Frodo Bilbo Merry -Pippin
ME 34 Shire Hobbits ME 42 Orcs of the White Hand

54
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ME 64 Black Rider: Nazqul

) £y

ME 83 Tom Bombadil & Fatty Lumpkin

Citadel's new Lord of the Rings™
miniatures are especially designed to
complement games based on the works of J.
R. R. Toikien. They are ldeal for use with
rdle-play games, such as M.E.R.P, or masss
battle games such as Warhammer,

e
- & N -
ME 75 Knight of Dol Amroth ME 45 Dunlendings

'THE LORD OF THE RINGS' Miniatures are produced under license fram Tolkien
Enterprises. A division of Elan Merchandising,Inc.,Berkley, California,|.5.A.
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WARHAMMER

. TR FGIRTE‘NT S
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B_ : RRS GOLGFAG'S OTHER REGIMENT

(}I MERCENARY OGRES ¢

Deasigned by Jes Goodwin

Standard bearer Champion Chieftain Trooper Bamtnes

RR 16 DISCIPLES OF THE RED REDEMPTION

Designed by Jes Goadwin

Standard bearer Champion Disciple Drummer Officer

RR 17 AVENGING KNIGHTS OF THE CLEANSING FLAME

Designed by Jes Goodwin

‘%

Standard bearer Officer Knight Champion Horn blower

E-( RRIS EEZA UGEZOD'S MOTHER CRUSHERS

Designed by Nick Lung

- - &
Standard bearer Officer Champion Trooper Cymbalist
RR 8 contains 4 troopers and 1 personality of your choice

RR16, 17 & 18 contain 8 troopers (Knight or Disciple) and 1 personality of your
choice 3
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Nick Lund’'s

chropicle

MINIATURES

Bowman

= HOBGOBLINS s .

Thruster Dwarf Maimer




: MINIXTURES
= CHAOS CHIMERA ==

(:’."l l Designed by MNick Bibby

Supplied with a selection of 3 heads and a tail.

DWARF LORDS s—
OF
LEGEND
A NEW CITADEL BOXED SET
From the talented hands of Alan & Micheal Perry

e ey
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r ; :
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The Baron Kimril-Giant Slayer Lastro Lupinthral

2 o

Throbin Death-Eye Borax Bloodaxe

See Journal cover for box arl
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Remember our last competition in which we asked
you to design a shigld for a warrior of chaocs? Well
this time all you have te do is summon your
imagination and undoubtedly great srtistic skills
and design our rotting friend here & suitable
emblem for his T-shirt. Either draw your design
directly onto this page, or take a photocopy end
use that. As we may well end up using your design,
try to upe only two or three basic colours, without
any shading or gradation of colours. Yunno the
sort of thing. You've all seen T-shirts hawvn't you?

N > o

L . -
r~ ,..-'f-'_" “aglt

/A
THE PRIZE!

The winner will recelve the supreme accolsde of seeing his design
oppear on @ special Citadel T-shirt. They might even gel a T-shirt
if the Gods of Chaos decide to smile upon their work, Without
doubt, we'll alse manage to throw in a great big box full of new,
shiny and ultimately desirable new models from the Citadel forges.
Total value (as if yvou could even put a price on such unbridied
farne) will be well over £50. Enough to keep even a mail order
Trall In underarm deodarant for up to a whole week,

Pleass remamber Lo fill In your entry form, including your name

#

and address and send it boe-
MAME
T-SHIRT COMPETITION
CITADEL MINIATURES ADDRESS
HILLTOP
EASTWOOD AGE

MNOTTINGHAM

Please send any entries ssparately_ from mall
orders or other correspondance. If you mix them
up then there is a distincl possibllity of either your
entry, order or both becoming lost. This Ia
especially true should the mall order troll with the
brain cell be round the back worrying mice when
the postman comes. Please dont send in loks of
little bitz of paper with designs on them an this
makes Dave ever 50 mad. Dave decides who wins,
8o it isn't & very good idea to irritate him.

Enter as many times as you like. Wa are far too
untogether to actually return your entries, please
don't bother sending self addressed envelopes, they
only confuse Dave. When Dave gets confused he
tends ta find molace in eating things, so be careful.
Entries must be received by lst Dacember 85.
Winners will be notified as soon as possible,




IRAYUIRALT,
ARMOURIALS

ARCANE ARMDURIALS RESULTS

Once agein you astounded us by the sheer volums and consigtently
high quality of entries for our *Arcane Armourials’ shield design
competition. After much debate, uncontralled srgument, several
fiat fights mnd the death of o mail arder trall we decided thal the
wirning entry come from Johbn Pickering from Kirkby Stephen in
Cumbrio. A fine and truly chootic entry [ think you'll agres! A
whale heap of the very latest Citadel models are on their way, In
sddition Dave Andrews has turned John's design into & special
trophy - a genulne shield! [n the accompanying photo we sese Dave
using the shield to defend the Citadel factory asgainst an
encroaching photographer.

ABL LED HARTAS of ROV P AREL ASAAY BRCFCEN of LIFCOLN
DL DAVID FOSTER of SOLITHe0 T O ADRLAM FILLEN gf CRPPageale

0 OO N DON0R of SWARNWICE A APEELAMAY BROMCER of LIGOLN

H ADRIAM HELLEW ol CHENPERa-dAle 1 CHAMTORMER WA TSN of STHL BG

| DA SHAW of SHEFFICLD T AR A-MAY BRONCDN of LIMNCOUN

1 SRS ORITH of HOWCROSE L BAA MCTON of CREAT WILEBIRUOLIGH
M VINCINT OfLL of CADIS-EAD W RIAN CAMTORN of S2FTH MO0

L STEPMEN BRORSN OF ROCHDALE W DaAYID DRURY of FTO0M TOM O TEES
S CRARRARS CINTT N wf il w0 N AR DT TR v of Wl DO S
0 0N AYELES of SOUTHMPATLR ¥ COLMN DONOCHUL of WARE

i CTPCARSE TRILL TTT &F AL NG

All runners up have received a £5 Citadel Cradit voucher,
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Mountain Giants

The plastic barbarisna make ideal nordie type glants - na messing,
ma converting, steaight up. Somotimes life can appear hlissfully
simple,

Physique. Mountain glants qrow up to 14' tsll (that's about £9mm
highl. They are very muscular and strong, being vaed to the cold
and forbidding climates of the mountains. Skin colour is the same
i hurrana, hair ls usually falr or reddish,

World Distribution. A few Mountsin Disats lve pmongst the
Worlds Edge Mountaing and the Mountaing of Mourn, but by far the
lnrgest communities nre jn the Northdands, sspecially tha
mountainous heartlands of Norsca.

Alignment. Meutral,

Special Rules. Cause fear in troopsginder 10 tall, May throw
rocks up te 14" cowsing strength 7 Mite. Troops under 107 tall
attacking a Giant suffer 8 -1 to hit unless armed with pole
weapont. Mountain Gients are cloverer than most, and so are not
subtject ta stupidity. They sre subject to alcobolism.
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Sentinels of Chaos

Sentinels of Chaos are giant Chaos Warrlors and con be crosted
easily using the Chaos Warrior plastic modeis.  Sentinels of Chaos
are amongit the most powerful of aoll the servants of the strange
and terrible Chaos Cods. These glant warriors stand os sternal
guardisns on the dimenticnal gateways that Issd into the dominions
of the Gods of Chacs. Occasionally a Chaos God might decide to
serl 8 Sentinel Into the world Lo wreak havee and carnage In the
name of Chaos, 5o it is that thess huge and fesrsome warriors
sometimes appear o9 part of Chaos armies and ralding forces.

Physigue. Sentinels of Chaos look like giant Chaos Warriors.
Handy lsn't It?

Warld Distribution. Sentinels never stay within the world for long,
Az the: slways appear from the polar regions, az part of the
Incursions of Choos, they are wsually sclive enly In the northemn
and southern parts of the world = and then mostly only in the north.
However, the Gods of Chaos are powerful beyond messure, and
might easily transport one of their servants anvwhere within the
world ot & whim.,

Alignment. Chana,

Special Rules, Cause fedar in troops under 10 tall, May throw
rocks uwp to 14° cosing strength 7 hits, Troops wnder 100 tad]
attacking o Giant suffer a =] to hit unless armed with pole
weapons. Sentinels sre not subject te stupidity, but they are
sublect to instebility. Sentinels also have magle powers and can
employ either a lire ball or wind blast spe=ll. They can do this once
per turn without congorning themselves with rmagic constitution
pointa of rolling Tor success. There 2 a 25% chance of a sontinel
carrying a randomly generated runewespon with DE  runes.

Sentinels are |mmune to the effects of fear and terror unless

caused by the gods themselvoes.
Prafile.
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Titans

Titans are the Lawful equivalent Lo Sentinels, and ar= also called
Sentinels of Law. Their role is as guardions of the dimendonnal
goteways that lsad to the dominions of the Gods of Law, and as
agents of those divine and humourless powers. Titers can be
represanted by the plastic Knighta of Law. You guessed!

Physiqun. Perfect, hunky and radiant.

World Distribution. Titans appear In the world as messengers and
agonts of the gods, and might easily appear anywhere. As the
natural sdversarles of the Sentinals of Chaos they often appear to
counter thess terrible chaotic forces. A fight between o Sentinel
and & Titan Is o terrible thing to behald, far neither creature will
give in until the sther is slain

Alignment. Law,

Spocial Rules. Cause fear in troops under 10° all. May throw
rocks up to 14" csusing strength 7 hits. Troops undsr 10° tall
attacking a Gient suffer a -1 to hit unless armed with pole
wenpons, Titans are not subject to stupidity, but they are subject
to instability. Titsns have no magical powers, but sre immune to
all magic thermselves, even beneficial magic such as healing spells.
They are nol immune to magic weapons, There iz a 25% chance of
a Titan bearing a magic weapon with D& random sttributes. Titans
arn immune to the effects of fear and terror unless ceused by the
goda themselves,
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Evil Demons

You can make a variety of Evil Greater Demon types wsing the
plastic Orcs and Skeletons, as well as by swopping round slements
from other models. Without doing any modelling the Oreas look
great just painted up and placed at the head of their smaller metal
counterparts. Experienced modellers might like to have a bash at
wings, horns and taile

Physique. Giant Demons may appear up to 18° high (B0mm) if Ore
hased, or less |7 based on some other croature. The profiles are not
dependant on height with thess supsrnatural creatures. Colours
and other detalls are up to youl!

Alignment. Evil.

Special Rules. Cause fear ond terror in all living creatures,
Immune to psychological effects (unless coused by Gods), cennot be
routed (except by Gods). They are immune Lo normal weapons. All
attacks count oa mogical = as if they were magic weaponi. Subject
to instability. They cmn be given magical powers on the same hasls
as & Balrog.

Profile.
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The CGolossi of Azram
the Mighty
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Suitable Evil Glants are provided in the form of the plastic Goblins.
Conversion is not really necessary, but you might like to give your
Giant a club or axe to make him look more 'glantish’. Why Giants
should bave this preccoupation with bludgeoning imstruments | don't
know. Possibly it is something to do with the satisfying sguelching
noise praduced when they pulp somothing.

Physique. An Evil Giant can grow op to 14 tall. Skin colour is
goblin-like, greenish and unpleasant. Hair, where present, is black.

World Distribution. Mostly confined to the Giantlands of Norsca,
although a few individuals live amongst the World's Edge Mountains
and Mountaing of Mourn,

Aligrument. Evil.

Specin! Rules, Couse fear in troops under 10" tall
rocks up to 14° causing strength 7 hita. Troops under 10" tall
atlacking & Glant suffer 8 -1 to hil unless armed with pole
weapons. Evil Giants are subject to stupidity and alcoholism.,

May throw
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The Colossi were created by the Dwarl God Azram the Mighty,
Lord aof the Stone and Heart of the Mountain. Easch took the form
of a giant Dwarf, but instead of flesh and blood they were made
from living rock. These agents of the god dwell inside the
mountain, within the rock itsell; and rarely appear except In times
of great need. At the last, grest, underground city of the Dwarfs,
Carnz-A-Carak (knawn to men as Everpenk) four mighty colossi
stand by [he main entrances, two on the west gate and two on the
east gate. They do notl move, but legend has it that should the
reed arize they will come te life and protect the city.

Physique. Take a plastic Dwarl and paint it grey to represent
stone. A darker grey wash will bring out the detall. To make the
stone ook weathered dry brush in white or pale grev, and apply
wathes of white and pale green in patches. This will give the
appearance of waathoring and lichen. Then, with a fine brush or a
fibre Lipped pen, draw on the cracks and fissures wrooght by Lime,

Alignment. Neutral.

Special Rules. Coause fear and terror In all living crestures.
Immune to psycholagical affects (unless caused by Cods), cannot be
routed (except by Godsl. They are immune ta normal weapons and
all normal magic. They are not Immune to magic weapons. All
attacks count s magical - as if they were magic weapona.

Profile.
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THE PLAYER'S GUILD

Once upon a time, during the Dungeon and Dragent revalution,
there were o number of wargamers who dicovered role-playing.
Unfortunately it didn't stop there, This small band of rogues,
numbering five in totel, decided that In a small way they could gain
fame, fortune and power. The Playars' Guild was born!

After much thought and discussion we :iljrf'!'ﬂ to start our tosk of
world domination by bullding & & x &' display/demonstration
wargames board. Using our own unbelievably fantastic medieval
siege rules wo played s scenaric with & small city being demalished
and its subsequent mssault. This board was bullt from polystyrens

and other hoysahold rubbish and wos something of a new concept in
display garmes (gaspl.

The dizplay game (sz we coll them) was first shown at the MNationsl
Wargames Championships in Mottingham [n 1983, To add to the
overall effect we dressed up as dementad 13th century brigands
and promptly received the Best Demonstration Game trophy for
our efforts. Much interest wos shown by the public as well as by a
BAC Radie Nottingham interviewer (which really showed our
display aff to Its best advantage?),

Citadel Miniatures also showed a demonstration geme al the same
time and we suffered constant Interrogation by (Unknown to us) the
Citadel staff. (You also suffered & constant stream of elastic
bands and bottle toos ... bet you didn't know that was us did you -ha
ha...Ed.

After freely discussing our arcane secrets with Bryan Ansal]l, Rick
Priestley and sveryone eles that would listen, we weare un-nerved
to find out who they really wers! Citadel returned to Nowark
phviously despondant that such sn amazing display could be
produced by @ bunch of amateurs. Bryan Ansell, sesthing with
anger, jealousy and despair, no doubt tortured his own inadequats
display team long into the night. (Enough of this slimy drivel - gst
on with the article Howes - Ed)

Anyhow, flushed with our victery wo characteristically discussed it
and then sat down upon our haunches to awsit the success that
would undoubtedly come knocking on our door. It hadn't appearsed
alter three monthe and the display game waa rotting in 5 mouldy
coravan ot the bottom of our garden.

Then the ldea came! We could approach the moguls of Citade] and
explain how we could make games to display Cltadel models. The
suhaequent interview was an epic one. The three man delegation
pilled up in their wagon outside the Mewark factory, climbad the
electrified fence, fought off the blood-crazed guard doge and were
promtly caught and thrown inta a dungeon by & coupls of burly tea-
ladies. We were disarmed, stripped, bothed, deloused, perfumed

and dressed before being instructed how to hehave properly in Mr

Arsell's progence. Merves at breaking point, we walted In an anti-
room, We were announced, ushered in and then prostrated
ourselves on the floor whilst singing "threw blind mice'. AR the
appointed signal [ stood end gave a brief two hour long resume on
how Citade] couldn't do without us. A guiel hush filled the thronse
room. 1| could see thalt Mr Ansell was impressed as he we3
frantically giving directions on how | should be dismembered.
Fortunatly, st this point Rick Priestley sppeared, and | breathed a
sigh of relief as a discunsion was held and & contrect was hastily
drawn up. As we were about Lo have our wrists slashed so that the
docurment could be signed in the traditional manner | soddenly
askcec], 'But - what of our price™. | could see that Mr Ansell was
impressed, and the contract was reglued back together, and a sub-
clause added. Our price would be .. A Fistfull of Citade! Figures.

Our wagon, now laden with thres tons of cast white metal,
pondercusly wound its wsy back to Mansfield. The wictory
colebration lasted long inta the following hour.

A FEW FIGURES MORE

For the past twa years we have shown our display games all round
the country at many wargames and fonteasy conwentions. 'We have
recelved many Ltrophles and appralsing glances. We currently
appear at most Citadel/Cames Workishop conventions and try to
ghow a different display at each one, We like to think that we
bring @ few extra poople into the world of role-playing and
wargemes: people that wouldnt have bothered if left Lo watch
arguments, with boringly painted metal hlobs on & bosrd of
cardboard-box houses, flat fell repesenting woods and blue chalked
rivers.

We make our displays sz good and o colourful as we can, but
alwoys with an eye to practicality. All of our games come apart,
and feature items that we can use in pur own wargames at home.
We also use materials and tools that are not specialised and 80 are
avallable to anybody.

The figures are all painted by oursalves - we think to a reasonably
high standard. We alss try to show possible conversions of standard
models, and new lnnovations such ns our Dwarven hang-gliders'l
These are simple to bulld and fun to use. Basically - anybody con
build and paint the displays sean - balieve me,

ARCANE SECRETS AND METHODS

Our arcane secrets are not secret any longer. What fallows are o
few tips and sugrestions that you may wish to utillse when building
either terrain Teatures or diaplay bonrds of your own. We would
not for one minute suggest that you go outl, buy a & x 4 sheat of
polystyrene and get cracking with a large knlfe, pat of plaster, glue
and tins of paint - especially not on your best carpet. Wargames
boards, such a3 can be used for Warhammer, can he bullt in small,
easily stored sections and are relatively easy and clean te
construct,

"



Firstly - o note of warning, If you wish to follow any of our
suggestions then make sure that you are adequately prepared.
Cutting polystyrene is extremely messy, It gets everywhere and is
best done out of doors. Also, if you are uaing plaster/poly-filler or
even large smounts of paint then you'll eed newspsper around the
work area and underneath the polystyrene [it's porous),

Contider your needs. If you have only a small playing ares then
you might find the 1" x 1° ceiling tiles an ideal base. For larger
areas, and larger terrain features, 2' x 1' or 2' x 2" plecos can be

built. See fig. 1.
—
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Armed with a packet of ceiling tiles let us get to work.
Polystyrens, however thick, s dsmaged fairly easily, so the
underside of the tile needs to be strengthened. Thick eard or thin
hardhoard cen be used depending upon your budget. You will need
to glue the card or wood with elther white wood glue or anather
witable adhesive. Many types of glue will melt the polystyrons.
Leave glue to set avernight before working further.

Mext you must decide what sort of terrnin you require. Romember
that boards should be geomorphic - that is, they must fit together.
To thiz end the last inch around the adge of the tils should be left
flat. Seo fig. 2.

HILL

Also bear in mind that you have to be able to move flgures around
on the boards, so your woods can't be too thick or the hills too
steep.

If vou want water features, then unless you've got a large rumber
of tiles (to swop around) keep the water area small, say 3 or & river
sections and 8 pond or swamp. Always keep your terrain simple.
Hedges, walls, houses, bridges, otc can be built separately and
placed on top of the boards

A note on types of paint. We use water-based poster, scrylic and
amulsions. They can all be diluted and very little paint is used
censidering the area covered. Obviously if you possess an air-brosh
then this is the best mathod, Howewver, most of us do not, and so a
1" household paint brush, & }* brush, a small (rumber 2 or 3} brush
and a mixing dish for paint will ba needed.

GRASS AND FLAT

If you have & 6' x 4 playing area then you will need 24 1'% 1° tlles,
We recommend that at least half of them are flat sections,

You can paint colour directly onto the polystyrene, or you can
adopt on= of the following texturing routinen.

(71

1. Cover the tile with a thin layer of white glue nnd sprinkle dry
sand over it before it seta. Once thoroughly dry, brush off the
surplus sand and paint the tile with a medium green (assuming we
are dealing with grass). Once the green haa dried, dry-brush the
board with yellow or light-grean, This is a technique of applying &
thin, nearly dry coat of paint, |ust lightly running the brush over
the area so that the paint adhers to the roised surface dotail. This
gives a feeling of depth. See Gary Chalk and Joe Dever's article in
White Dwarf &1,

2. The section ls covered In white glue and sprinkled with rallway
modellors' flock. This is more exponsive than the first method.
The board must be painted with a dark colour before applying the
glue and flock, otherwise the white tile will show through
producing a bleached sppearance. If you use this method then vary
the colours of the flock to give lighter and darker patches.

3. This iz by far the most expensive and difficult method, but it is
the one we use for our own displays and will give you the best
finish, Large sheets of ready made grass can be bought ot rallway
modellers’ shops. These are covered with a layer of stand up nylon
fibres. It feels a little like short fur and makes the figures stand
out besutifully. However, it must be applied in sheets or strips,
and unless the area is flat it will require a lot of cutting and
shaping to fit. White glue s used to stick the grass Into place - and
fo small amount at that! [f you skimp the grass forms Into bumps
and wrinkles that cannot be camouflaged easily.

Whichever method you adopt, lichen, bought from model shops, will
cover up mistakes or white patches, Cork can be used to make
outcrops of rock, which will make the surfoce mare interesting.
HILLS

Hills are made by cutting circular or oval shapes out of polystyrens
tiles in the succendingly smaller circles. See fig. 3.
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These are then glued togsther, and, using o bread knlfe, shaped to @
gentle slope. See fig 4,
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Kidney shaped and saddle hills can alsa be made and clifi/rock
faces for the adventurous among you. Hill are covered in the same
way as befare for flat sections,

WOODS5

Troes may be stuck onto existing flat/hill sections or put onto
separate bases and placed on afterwards. There is no easy way to
make trees, and unless you are really committed then we suggest
that you buy them from your model shop, We find that the omes
that stand sbout 5% tall made out of wirs brushes and covered in
green flock are the best. They retail around £1.50 each. However,
If you want a forest, then chesper trees are available. I you want
to make your own then, quite honestly, | would go to the lihrary
and borrow a book on railwey modelling technigues. Thiz would
help you far more than our afforts in tres making!



RIVERS

Rivar ?eetlum. as =nid before, should be small in rumber. Too

many rivers tends to fragment the action during play, or constricts

:.: u:tinn t: bridoes and fords., Rivers should ltart' and linish in
centre of any two sides so that when placed t hey f

a continuous line, See fig. 5. 5 Sy
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WHEN PLACED END TD END N DIFFEREMT WAYS

They are made by gouging out the polystyrens with a bread knife so
as to form a channel. Plaster or palyfiller ls then poured along the
length of the channel up to about half of itz dopth. It is then left
to dry. Brush plaster onto the banks as well, The remalnder of the
tile is then grassed elc as before and the river banks painted,
Paint up to and over the sides of the river banks with a muddy
brown colour and dry-brush with light brown. When dry, paint in
the water with & smaller brush and a dark blue colour. If your river
is wide then slightly darken the colour at the centre going lighter
towards the bonks, Then dry brush with light blue and dry brush
again with white for foam flecked or fast running streams. MNote -
fast running water can ba highlighted by plocing rocks in the river
itself and painting in hreakwaters in the direction of the flow, See
fig. 6.

ROCKS

WHITE STREAKS

FiG & WHITE BUBBLES

After the psint is dry, varnish the water with gloss varnish. Wa
have found Ronsea! wood varnish gives & nice finish, it is also
reasonably cheap and lasts ages. Lichen and rocks may be added as
before in clumps and clusters onto the river banks,

PONDSALAKES

Ponds and lakes are made in the same baslc way as are rivers.
They are ususlly greener in colour than Fivers because of the algae,
and have frore bushes and trees growing arcund them, Add brown
to the colour mix for stagnant ponds and a smnll smount of vellow

for clear spring types.
SWAMPS

Swamps look besl mex! Lo some sort of water area. Mix a pot of
fairly thick palyfiller and spply to the region you wanat as 8 swamp.
While this is still wet sprinkle on bits of dry sand and push in pleces
of lichen, dry roots and twigs. Paint with dark brown, and don't
worry oo much about palnting the lichen, ate. Dry brush the aren
with green and then lighter shades. A few more dry roots, ete, can
be added to taste, The swamp area can then be varnished, Swamps
can have wel and dry patches - so apply your wvarnish patchily to
represent this,

SANDROCK

Areas of sand and rocks, and other desolate areas can be made by
plastering the area and adding small stone chippings or pieces of
cork glued into place. Paint rocks black ar dark grey, dry brush
white with yellow ochre, light grey and finally white.

ROADS/TRACKS

These may be bullt onto the board - but the best way of making
roads is just to use hedges and wall sections a2 road boundaries,

OTHER TERRAIN

Statues, standing stones, walls stc can all be made from seif
hardening clay - such as DAS. Bulldings offer the greatest
challenge, snd are far beyond the scaope af this srticle. Briefly
they can be constructed from card and balsa wood, snd if coverad
with a thin layer of plaster will present a really solid stone effect,

MNever be afrold to experiment - some of our best results have
come from doubtful ideas, and the suggestions given all stem from
trinl and error. We Jike to think that our display games
demonstrate what is possible with a little thought and a few simple
skills.
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RICK PRIESTLEY
—GOES—

IN PURSUIT -~

Every now and then we drag oul the unwilllng gobline, orcs,
chaotics, and wandering vacuum cleaner salesmen for a good
bashing & la Warhammer. N~ow [ enjoy a tharough stomp -
preferably as the insane and sadistic leader of a bunch of tatty
ling or wolkriders. Sadly this never seems to happen....always,
nlways, slways | end up as the gamosmaster ([ prefer the term
‘ormnipotent ane' at such times). Peing the GM (or OO In this case)
is O.K,, but | miss the eppartunity to inflict carnege [especially on
that great Chaos Lord Bryon Ansell who almost certalnly deserves
ith, But, worst of all, worst than snything you can imagine, worst
even than a dinner date with Tony Ackland, iz the Incessant
whining end wingeing perpetrated by the opposing commanders as
their favourite units vanish in 8 miasma of blood, are pureed out of
combat or just run off and hide in trees. At such times despondant
commandsrs make a desperate lunge for the rule books, tearing
pags after page in a pitiful attempt to find some loop=hole that
will save their bacan. The smell of burnt gammon flemly in his
nostrils, the by now shrieking commander invariably takes unguiet
golace in pointing out what he perceives to be an wunfsir or
discriminatory rule. Mostly this is just sour grapes, and what with
all these sour grapes and gammon around we usually get hungry at
thiz time and disappear off to the curry houss via the pub. Thus
esconsed my fellow players and | indulge jn & rusning debate on
whatever rule it was that caused the problem. [t is truly amazing
how eight beers and a curry can solve almost anything. Or was it &
hesr and eight curries? Anyhow, on the occasion | have in mind It
certainly worked, and that is what this short and not very to the
point article is about, You were beginning to wonder weren't you?

The rule In question concerma pursult. This In described In the
Warhammer {second edition) Combat hook on page 27. If you have
s copy of Warhammer, and I yvou're at all interested in this dead
fascinating and thoroughly educational rules rap, then | suggest you
read through this section again now. What happens when a unit
routs (s represented in the series of diagrams bolow. Imagine it is
player A% turn and he charges his wnit against player B as chown In
diagram 1. The two units Tight & round of combat as shown in

A

Diagram 1

diagram 2, player A suffers no casualties, player 8 suffers &
casunlties, is forced to toke o rout test, Tails thiz and iz routed.
The now routing unit 8 is Instantly moved 4" aoway from unit A In
accordance with the rules. Player A decides to pursue, and o unit
A g also moved 4" and remalns in contact behind unit B. The
aituation is now g3 in disgram 3. 50 far 30 good, That is the end of
player A's turn with total victory achleved and the enemy firmly on
the run. It iz now player B's turn and unit B iz moved at doubls
rote oway from the pursuers. As the two units are now out of
contact there |z mo subsequent combat and the pursuit has been
effectivaly ended. Unit B may sttempt to rally ot the end of the
turn. LUnit 4 becomes confused until the end of their own next
turn, The situatlion i3 now as in diagram &,

50 unit A I8 now effectively stranded, without causing any
additional damage on the routing unit. 1 think player A might at
least falrly expect to be able to further pursue his enemy, causing
more damage and mengling player B In a satisfying manner. The
situstion seerms even mare unfalr If you consider what would have
happensd if unit B had routed unit A. What would have happencd is
02 follows. In player A turn unit A charges unit B as In disgram 1.
A round of combat is fought and player B suffers no casualties, but
player A suffers & casualties, foils the subssquent rout test and s
routed. Unit & is moved 4" away from combat, and unit B s moved
4" In pursuit. It is now the end of player A's turn and the situation
is shown In diagram 5. It is now player B% turn. Linit B cennot
move because of the presence of unit A, so both umita remain
stationary and o round of combat is fought. During combat unit B
causes sufficient casualties to wipe out unit A totally - unit A
counting as routed on the combat table, and losing the protection
of shields,

Seams unfair doesn't It? In many ways unit A would be better off
not to enter combat but to wait unti] charged. Of course, charging
does confer a beneficial "to hit' medifier (more =0 for some
weapons, such as lances), but even 80 it would be bottar for the
chargers not to rout their enemy during the first turn. 1t would be
far better to rout the enemy In the following turn (the enemy's
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turn) so that during pursuit [t is the pursuers own turn, and the

roulers cannot get away.

So as they stand the rules do not pllow for the situation where &
body of fast, well armed and mobile treops (such as cavalry
lancera) routs a slower, more clumay enemy, and then pursues them
utterly inte the ground. Obviously this s not s good thing -
anything that gets in the way of slaughter, death and carnago
cannot be a good thing, So, when my wingelng commanders pointed
out the need for & new rule on purswit | had to agree. | had to
agres because I'd alreody sulfered being beaten around the head
with a half eaten chapati, and someone was reaching purposefully
for the Chicken Vindaloo.

The new rule allows for pursuers to continue moving as the routers
maove - during the router's own turn. Pursuers move at double rate,
the same ns chargers. To continue pursuit in this way the pursuers
mmust be able to move at least a3 quickly as the routers. [f they
cannot do so then the rules apply rls*r'!'nrr'..

A3 routers move away (rom pursuers during thelr turn the pursuers
have the option of contimuing the pursult or not. If the player
decides not to pursue then he must test against his leadership and
if succesaful the pursuers are halted and becoms confused until the
end of thelr next turn - a2z in Pursuers para. & and 5 on page 27, If

the player falls to successfully halt B pursuit or if the plaver
decides to pursue then the pursuers are instantly moved forward
into contact and a round of combat | fought ss normal. Once

imolved in & pursuit, troops mave only during the router's turn
unti]l they are halted either by & suwccessful leadership tesl az
described, or by reason of the enemy being totally destroyed. Once
routers are totally destroyed pursuers must halt  inatantly,
becoming confused until the end of thelr next turn. Pursuers may
ba charged by fresh enemy during & pursuit - move the pursuers
first and then the chargers, Pursuers charged In this way become
confused and ramain eo for the duration of the combat, until they
gre routed or rout their enemy. If confused troops rout thelr
enemy they must halt, and will remain confused until the end of
thelr next turn.

that it hocomaes maore
¥

ally fast units with

The implications of this new rule are
difficult to actually stop @ unitl pursuing, esped
poor leadership - such s goblin wolf riders. This is goad in & way,
hecause it simulstes their lock of discipline and love of neediegs
slaughter! Routing also becomes more dangerous, especially for
infantry and other slow troops. It Is very easy for a unit ta be
wiped out during a rout. The new Tule alse introduces the
possibilities of reserve units to catch over enthusiastle
pursuers. i

s

&

Routing
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Eldritch Epistlas fealures letters, suggestions and comments from
gamers and collectors, either nbout Citadel models or games.
Plrase address your letters Lo:-

Eldritch Episties
Citadel Miniatures
Chewton St.
Hilltop

Eastwond

MNotts

HNGLE Y

Please sncloss an S.A.E I you want a reply or material returning.
Ploaze send mail orders amd other correspondence separately,
otherwise wyour letter, order or both will almost certalnly be
dalayed, if not lost forever in the depths of the seething lair that is
the all Order Dept. N writing with Warhammer queries please
leave space on your |etter for us to write in @ reply.

Dear Sirs

I have been purchasing your figures off and en now for almost
seven of elght months, and would like to take thiz opportunity of
congratulating you all an the skill of your modellers and gll those
involved with cresting the finished figure. Bul, especially, | would
[ike to say, "Thank you! to your ataf! involved with dealing with
"Joe' the pubic, ..... Keep up the good work!

G. Davies.

&4 Morthdown Rd
St Peters
Broadstairs

HKent

Believe me vou wouldn't be 20 keen on our staff {f vou actually met
them face to muzzle, They may sound very friendly and helpfl, as
indeed they are, but, in the interesis of public safety, [t iz st
batter that these individuals remain firmly (n thelr cages during
non=working hours.

Dear Citadel,

What s this unnatural taint of chaos that has swept the Citadel
ronges? Warriors of Chaos and Chaos Beastmen | can hardle, but
all of 0 sudden | see Chaos Clerice, Fighters, Wizards and all
manner of horrors. As the mighty, fearless, leader of a Dwarf
army I'm finding all this chaotic opposition pretty heavy going. 5o
how about some re-inforcements for the Dwurfs!

Yours - Disgruntled [ron-Tist

Worry not my disgruntled friend! We have plans (o release a new
range of Dwarfs as soon as possible. Chaos Dwerfs,

Phil Lewis has thiz to say about John Blanche’s recommended wse
of the thumb nail as o paint palette.

Thenk you Phil. Phil has his own painting tip to impart on his

fellow brush artists - embodied here (n thiz spectacular photograph
of the man himself.
demonstiatred we feel.

The application of fine brush control is clearly



I've craated a Warhammer monster which can be used as a look out
or spy in adventures and battles, [ call them Carrion. They are
the doscendants of camiverous birds, caplured by CThaos ond
warped into undead form. | thought thal the Carrion would make
mn Intereating miniature for undead collectors.

ik welmps| s T W | A Ld [Imt | CI | WP

] 7 7 7 7

S

I} 3 - 5 L | 1 4

As undead these creatures are immune to psychologicel effects,
but are subject to ingtability. Thoy fly oo lenders because of the
poor, ragged condition of their plumage. Az undead they couse
fear in living creatures.

Lon Harding
78 Newtown
Westbury

A good idea for a Warhammer monster - pretty powerful too! Il
have to try and persuode one of our designers to hawe a go...now
whers are the thumb-screws? Anvbody out there got any good
ideas for other Warhammer monsters or races? [f so let's spe
them,

Dear Cltadel,

Thanks very much for the Ciltadel Journal! [ think that this s a
very worthwhile ldea, and ook forward (o seeing the next issue -
but - when? when? when?. (Now! now! now! - Ed). The card house
s really good, and, with a8 few modification, has become the
centre-piece for one of my dioramas. [ have found that the
structure can be considerabley stengthened wsing rmounting card
'fillets' and Minges’ [nside, notably =t the joints and corners.
Having taid this 1 was semewhat dismaved to see that you printed
the two tower models cpposite ench other on the same page -
making i1 mpossible to make up both models. Perhaps it would
have been belter ta print the buildings on & separate card insert!
Lets see maore buildings, more pholos, more painting articles and
maore of everything!

Ron Morehead

Gled you lked the Journal - hope vou like this one {oa! We printed
the building on the cover, rather than an insert, becattse Inseris
work oul expensive. Adding 50p 1o the cost of the jourmal wooldn't
hove been at all acceptable, 'm sure you'd agree. Originally the
building hod only one lower and we were going to pul an adver! on
the back. But then we theught it would be o better idea to print an
alternative tower design. Just goes fo show volL..you can plegse
some of the people all of the time..elc

Many miserahle gretchine write Lo Citadel pleading to be allowed
ta came and soe the famous Citade| Production Dungeon, where all
aof the drawing, design and other artwork s forged. Sadly, for
ressons of public health, national security and our customer's
sanily this 13 nol possible. However, In order to satiate this
abvious need for horror we present a typical acene from the
artistic abysa,

AND NOW......
ANOTHER UMNIGQUE CREATURE FEATURE

TOMY ACKLAND - A WARHAMMER MONSTER

rooma the whale Citadel

feared croature

This 1 the most Lhat
Production Department. It is wsunlly found in its lair, which |t
budlds out of thowsands of old car magazines, discarded food,
cigarette butts, and decaying brain cells. This ple ls 30 rank and
fetid that anyone approaching within > metres becomes subject Lo

revulsion (must save against WP or faint from disgustl, The
Ackland beast can be instantly recognised becsuse of its sheer
presence - and by the lsrge mug of tea which s its principal
WeIDoM.

Physique:- Conslderable.

‘World Distribution:- found only st the end of the Production Dept -
surrounded by o spacious and empty waste (The Desolation of
Apkland).

Al nt:- Varies accarding to nicotine and tea intaks,
q

Special Rules:- Couses Fear and Terror in everything, Including
Creater Demons, Gods and people |In restourants. Immune to all

psychology, normal weapons, magical weapona and everything elue,

Points Value:- Infinite.
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An exciting new limited edition from Citadel, Dur Tirst styrens
(hard plastic) figure; a 25mm tall Dwarf with a variety of weapons
and heads,

Each pack has sufficient parta to make ¥ dwarfls and also [ncludes 3

different full colour water-slide shield tramafers which adds up to
excellent value for money {25p/figure).

Assembling

Your Card

* WAGON MODELS -

Bafore

assembling the models read through the istroctions
thoroughly. You will need n pair of scissors, a sharp modelling
knife, a safety cutlting edge, glue (Lha, Bostic ste) and some
cocktall sticks. The cocktail sticks are to make axles - thick wire
would also be 0.1, for thie

It out the base and fald the sides inwnrds.,

2 due the taba firmly.

3 Make holes with n mounting needle, pin or similar snd |[nesrt
the cocktall stick axles. You will have to trim axles to length
N EppTOpTials.

bl Altach the wheeln.

5 Cut out the body section and fold the sldes upwards,

& Glue the tabs Fiemly.

Bend the foot board down and back then glue. Detail should
appear on both sides,

a “ut out the flear and glee it inelds the body section sa that it
fits in position. Some trimming may be necessary, sa do n &y
run Tirst.

¥ Paint the inside walls of the wagons black or brown, Lhe
Citadel or almilar water based painl. Do not uee boo mch
puint, or wolter down the paint, sz this will make the model
warp,

10 The whole model can b glued to m heavy card base for
tability. The slave-agre crew can also be sttached if you
wibuhy,

METAL WIHEELS

Tre weakest part of your card wagoms will be the wheels, which
have to take the weight of the enlire model. They will eertainly
last you Tor several gomes, aven o they are, but If you want Lo
preserve your wagons it is » good idea to replace the card whesls
with metal ones. Metal wheels of the two types Uhntrate:d are
avnilable direct from Cltade] Mail Order for only 10p each - 8o it s
wa|l warth the investment.

SHEELDYS

The new nsoparato styrone shlelds can be used Lo decorste Lhe
moadels - greatly enhancing the theee-dimensional effect. Shinlds
are ovailable through Citedel Maill order for 1p sache I wou only
want shields - plense Include a stanped 5 .
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BOLLAMD 8 = %@4&.‘4’
“Mega-City One... 400 million people and every ore of them a potential criminal. < J"
The most violent, evil city on Earth... but, God help me, | love it!” -the words of /
Judge Dredd. Join Dredd and the Judges on the streets of Mega-City One
ENFORCE THE LAW!

5%

JUDGE DREDD: THE ROLE PLAYING GAME from GAMES WORKSHOP, Miriatures by E_
CITADEL Availabln now from all good games thops or send SAE for full mall order details

ro: Games Workshop/ Citadel Miniatures Mail Order Chewton St,, Hilltop, Eastwood, Notts, UK \J
or: Games Workshop US 91 10F Red Branch Rd - Cotumbia. MD 21045 US4







The Citadel range of fine-cast metal miniatures is avallable from
many retallers the length and breadth of the country. However, il
you do not have a retailer near you, then you may be pleased to
know that we can offer a fast and effective Mail Order service
direct from our factory. Why not write in for details.

We are nlso able to take orders over the phone by Access or Visa.

DWARF WARRIORS £48.50 (8 troopers & 1 leader )

Tel MALL ORDER (0773} 769522 RR2 HERDIC KNIGHTS £4.50 (8troopers & 1 leader )
——— ] 77 GOBLIN GUARD £4.50 {8 troopers & 1 leader )
RA4 DARK ELVES £4.50 (8 troopers & 1 lsader )
SUBSCRIBE TO THE CITADEL COMPENDIUM AND JOURMALL RR5 MOUNTAIM ORCS £4.50 (8 troopers & 1 leader )
RR4 EASTERM FAMATICS E£4.50 (8 troopers & 1 leader )
para b pun e 1o amrs thet you suceis e et for MRR7  WOOD ELF ARCHERS £4.50 (8 troopers & 1 leader )
P, Wl el e piu DR Rl ROUT S, SROR wBETS 6T RRE OGRES £5.50 (4 troopers & 1 leader )
Seal [1.%0, e tPey mopeer o sbachataly poet free. The Amil
TP B Ga sl mestiw weErd OwiitTe, e e RR? HALF ORCS E4.50 (8 troopers & 1 leader )
ol gl FPagletly apprerieatily guailily. Dol 13
e seaaiievabiey rouatic raties of e Ciaimi wt ot 3 0 WRRI0 ELF CAVALRY £4.50 (3 elves & 1 leader )
el Bt el whathet Wy Diven magarine will % . RR1l LIZARDMEM E4.50 (8 troopers & 1 leader )
c “y- '.' y :
e et with Saarstion frem o weissses tiom ¢f metet  QIRR12 GARGOYLES £4.50 (3 gargoyles & 1 leader )
:;;"-i::;: :-Iia: e ?3";&:?;3 by RR13 ELF INFANTRY £4.50 {8 troopers & 1 leader )
it e e RR1& ORC ARTILLERY £4.50 (2 ballista & & crew )
SUBCRIPTION DEAL RR15 HOBGOSLINS £4.50 (8 troopers & 1 leader )
THE MEXT FOUR CITADEL MAGATZIMES AS THEY APPEAR RR1& CHADS MONKS £4.50 (8 troopers & 1 leader )
{ APPROX. QUARTERLY ). E&.00 POST FREE RR17 AVENGING KMIGHTS E£4.50 {8 troopers & 1 leader )
RR18 BLACK ORCS £450 (8 troopers & 1 leader )
F———————— e BNl GODBLIN WARLORDS L46.50

CHARIOT

F ——
g g
% ; T -
DICE ¥ CITADFL &
SOOI
A full range of Polyhadral Dice sultable for use with all popular l !".'.u ks % sy
Fole Playing Games snd Wargames, including WARHAMMER. {PA!NTS R&
Dice ‘are available in packs containing the complete range of six 1 Skull White .60
different types (1 x Four sided, | x Six sided, 1 x Eight sided, 1 x 2 Chaos Black &0
Ten sided, 1 x Twelve sided, and 1 Twenty sided Parcentile’ die) 3 Blood Red -60
and mlso In packs of two. 4 Bronzed Flesh .50
5 Woodland Green .60
’ & Enchanted Blue &0
’T\_ 7 Surburst Yellow .60
1N 8 Mitheil Silver .60
! 9 Shining Gald .60
10 Rotting Flesh .60
11 Gablin Green )
1z EIl Grey .50
13 Warm Purple 50
14 Hobgoblin Crange 60
5 - Ore Brown B0
16 Spearstaff Brown B0
[ F) 7 Swamp Brown S0
1B Chalnmail &0
L4
DICE L‘_I'I‘r.\l')f'l. QT
FOUR SIDED .50 Par pack of 2 f_';,‘.'”{";‘_l‘!?,.,
SIX SIDED .50 Per pack of 2 PAINT SETS {
EIGHT SIDED 50 Per pack of 2
TEN SIDED -50 Per pack of 2 SET ONE (Paints 1-9) [ 4,95
TWELVE SIDED .50 Per pack of 2 SET TWO (Paints 10-18 ) £ 4.95
TWENTY SIDED «30 Per pack af 2
SET OF 51X E):2h
; S e EEE——————




cnl
coz
Co3
Cos

Cos
coa
co9
Cc10
Cil
C11
C1?
C15
C17
Cia
Cl8
C19
c20
c2l
CZ2I
CZz}
C24
C26
Cz7
c27
Cz8
Cz9
Cx
c31

LAk

c33
C3

CH

c35
Cxs

c39
a2
C43
Cas

Cas

M1
M12
MN13
M14
M15
M16

CITADEL

FIGHTERS .60
WIZARDS +60
CLERICS 60
THIEVES 50
ORENTAL HERDES «E0
OWARFS -0
HIGH ELVES 60
DARK ELVES 60
HALF-DRCS 60
HALFLINGS (2) 95
GNOMES (2) .95
GOBLINS (4) 1.50
ORCS {3) 1.50
SKELETONS J60
LUNDEAD SAMURAL S&0
ZOMBIES A0
LIZARDMEN A5
TROLLS £1.9%
LIZARD RIDERS £1.2%
CREATURES £ 1.95
GIANT OGRES E 1.95
MOMSTERS 1
MEM-AT-ARMS £1.95
CHADS CREATURES £ 1.95
CHADS BEASTMEN (8) £ L.95
CIANTS £ 3,95
LARGE MONSTERS £ 1,95
AMATONS .60
GIANT MOMNSTERS £ 3.00
L GFREILARLNE. W LA AL i L.73
MOUNTED £1.95
ADVENTURERS
ELEMENTALS £ 2.50
& DEMONS

LIFE & DEATH

ELEMEMTALS £ 2.50
CHADS WARRIORS « 60
HOBGOBLING 60
TOM MEIER'S ELVES .95
TREASURE CHESTS (2) 80
BATTLECARS 60
SPACESHIPS .75
DREADNDUGHT £1.95
SPACESHIPS
TOWNSFOLK &{ 5) I 1.95
VILLAGERS NPC's

CcChronRiclLe
GIAMT BLACK ORCS(Y E 1.50
HOBCOBLINS (3) L 1.50
KOBOLDS (2) .95
GIANT DGRES £ 1.35
WOLF RIDERS £1.25
CAVE GOBLINS .60

- b I R i Ay Bl e SR
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ADD1 MAGIC LSER £ 1.95
(Player Character Pack)
ADDZ FIGHTER WITH
LONGSWORD
(Flayer Charocter Pack)
ADD3 CLERIC WITH MACE E
(Flayer Charactor Pack)

£1.9

1.95

ADDG THIEF £.1.95
(Player Character Pack)

ADDS [LLUSIONIST E 1.95
(Player Character Pack)

ADDE PALADIN L 1.9%
{Flayer Character Pack!

ADDT RANGER £ 1.95
{(Player Character Pack)

ADDS ASSASSIN £1.95
(Player Character Pack)

ADDY DRUID £ 1.95
(Player Character Pask)

ADD1] FEMALE MAGIC LUSER £ 1.95
(Player Character Pack)

ADDSZ GOBLIMNS (4) £ 1.95

ADDSY HOBGOALINS (3) E 1.95

ADDE0 NORKERS (3) E 1.95

ADD72 CARRION CRAWLER £ 1.95

ADDTS GORGON £ 1.95

Aan3r cTIOOES (AL £ 1.95

ADDBD BLINK DOGS (4) E-1.95

ADDBI OWL BEAR £1.95

ADDBLY BEHOLDER, £ 1.95

ADD?3 Z70MAIE, SHADOW £1.95
AND GHDUL

ADD?4 GHAST , WIGHT & £ 1.95
LICH

iniatures
BOODL DUMNGEDN E &.95

ALVENTURERS STARTER SET

BDDZ DUNGEDON MONSTER £ 4.95
STARTER SET

| WARHANMNER

WARHAMMER -BATTLE- £9.95
RULES FANTASY CAME

BLOOD BATH AT ORCS DRIFT £5.95
FORCES OF FANTASY 1IStED £5.9%
WARHANMMER SUPPLEMENT
WARHAMMER POSTERS £2.95

Smam

Fup g,

MELZ

ME13
ME14
ME]S
MEZ2]
MEZ2
ME23

MEZS

ME2S
ME3]

ME3T

ME 34
ME 35
ME&]
ME&Z

MELS
ME&sS
MEA4S
MES]
MES4

MEGL

METZ
MET7Y

METS
METS

MEB]

lord s Rings:

ADVENTURE PACKS
GANDALF THE £
WIZARD
STRIDER-ARAGORN &
THE RANGER
FRODO THE HOBBIT £
LEGOLAS - ELF HERO £
GIMLI - DWARF HERO £
BOROMIR £
ELROMND E
ROHIRARIM NODLE L
KMNIGHT
GONDOR CITADEL &£

GUARD

RAMNCERS OF TTHILIE® E
SILVAN ELVES OF L
WIRK WO

NOLDOR: THE DEEP. £
ELVES

SHIRE HOBBITS E
BEORM - WEREREAR E
GOBLIM WARG RIDER. L
ORCS OF THE WHITE L
HAMD

HALF ORCS OF E
SARLBAN

URLE-HAL - ORC E
GUARDS

DUNLENDINGS (2) £
ORCS OF THE RED £
EASTERLING - EVIL £

RAIDER

SAURDMN-THE DARK £
LORD

SARLUBMAN THE WHITE £
LORD OF MNAZGLL E
r

BLACK RIDER:
RINGWRAITH

CORSAIRS OF UMBAR: £
PIRATES

DEADMEN OF £
DLSHARROW

BARROW WIGHTS:
VILE LNDEAD

SHMAGGA - GODSBLINS

KMIGHT OF
DOL AMROTS

TOM BOMBALDILL

o e

in

-nr-_-l;-.nur-#:lr- YL
BT O RCT
FCUNWIL & UL O)!

W e e i e

MOMSTERS E
CHADS BROO
ACWERTLRERS

1.95
1,93

1.9%
1.95
1,95
1.95
1.9%
1.95%

1.9%
1.9%

1.9%

1.95
L.
1.95

i
®

0
W

1.9
1.95
1.95

1.95

1.9%

125
50
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&0mm Plastic Fiqures

FF1 MYSTIC WIZARD | 65
FF2 MYSTIC WIZARD II .65
FF3 MYSTIC WIZARD [T .65
FFa MIGHTY THEWED 65
BARBARIAN |
FFS MICHTY THEWED 65
BARBARIAN I1
FF& MICHTY THEWED .65
BARBARIAN IIT
FF7 HEROIC KNICHT | 65
FFE HEROIC KMNIGHT I &5
FF? HEROIC KRIGHT LI A5
FF10 WARRIOR OF CHAOSI 55
FF1l WARRIOR OF CHADSII  .56%
FF1Z WARRIOR OF .65
CHADS I
FF13 FEARLESS DWARF | A5
FF14& FEARLESS DWARF Il 55
FF15 FEARLESS DWARF I A5
FFlé DEADLY SKELETOMI 65
FF17 DEADLY SKELETOM I .B5
FF18 DEADLY SKELETOM Il 65
FF19 EVIL COBLINI £5
FF20 EVIL GOBLINII .65
FF21 EVIL GOSLIN I 65
FF2z VILE ORC I 55
FFZI3 YLEORCT o]
FF2& YILE ORC I o]
FF25 FEROCIOUS OGRE [ E 1.2%
FFr26 FEROQCIDUSOGRE N E 1.25
FF27 FEROCIDUSOGRE IIT £ 1.25%
FF28 PAINT & PAINTING £ 1.25
GUIDE
FF29 RLUILES AND DICE £1.25
WEAPONS SPRUE 10
05

INDIVIDUAL HEADS

Advanced Modellers Only

TAl GOLGOTH - MIGHTY L 2.9
LORD OF BALROGS
TAZ JJGGERMNAUT - Huge £25.95
steam powered war
machine with Dwarf
CTew.
TAI ORC WAR WYVERM E 6.95
TAE MONSTROUS ORC WARE 6.95
MACHINE
TAS WAR EAGLE £ 7.50
TAE EMPEROR DRAGOMN £29.95
TAT GIANT CHAOS £29.95
BATTERING RAM
DGl ORENTAL DRAGDOMN £ 8.95
DGZ2 RED DRAGOM L 6.50
DG3 BLUE DRAGOM E 4.94
DG4 BLACIK DRAGON £ 6.50
OGS FIRE DRAGON £ 6.50
MB1 SPINED DRAGOMN £15.00
MOMNSTER BOXES
E 39S

CMl CHAOQS CHIMERA

RO/ TYRENC!

BATTLETRUCK

An guslang npw Eedbad edian Tres Coedel. Do et foes
[t phmatic]} uparms @ Diewes tal] Dowwr? with & suriely of
el P

Ciee®y puinia Pol it Tl puirtn Bp rrusbee 1 Swudty el aleg o bodes
Arteres full tolear saler-side thonid trecglery sfuch s o L0
arcadimed wakoe for mocay [Tl el

Pl DWARF (3) =75

THE

2/54) pOLGAN nmnsns
DEAL

DOLGAN RAIDERS

PRICE
OR1l | Personalities. Tvan, The Storyteller, Terek & his Wardogs L AT5
DR2 | Yerds Bowmen Yuri & 20 Archers £11.00
DR Stephars Swordemen. Stephan & 20 Fighters L1100
D4 | The Complote Dolgan Armvy. 50 Miniatures ) £ 24.00

HOBGOAL IN CARAVAN
DRS Bagnal and the Hobgoblire Bagral, 20 fighters & 10 Archers E1a.50
DR& Gutrot and the Waolfriders. Cutrot,his Woll & ¥ wolfriders E11.50
DA7T | Blackeye & the Slave Ogres. Blackeys & & Glant Ogres L1200
DRA | The Camp Followers. 20 Gobling & 10 Lesser Gabline E 9.50
pRs | The Complete Goblin Caravan. { 78 Miniatuses ) E 4700
DRI0 THE COMPLETE ARMIES TOGETHER FOR L 60.00

‘Whaels for the Caravara.

£0.10p Each

BTl BATTLETRUCK SET E 2.50
£ ¥ 7
5 z o) 3’
GHI GOLDEMN HERDES £ 5.50
GH2 VILLAINS £ 5.50
S
LWl GIAK ATTACK £ 5.5
Wmm  (SQUARE) 02 p
Lone Wolf Blisters 60 25mm  (SQUARE) 02 p
M m &m HEXAGOMAL 02 p
g HORSEMONSTER (081L0ONG)
BC1 ADVENTURERS £ 4.95 {95 e Sllonan '} aip
BCZ MONSTERS £ 4.95 FLYING BASES A5 P
L0mm (SRUARE) Jép
DIOHAM‘SEH PLASTIC SHIELD A1 p
THE
D51 DWARF CAMNON E 4.50 C'[mm JQURN&‘L
P52 DUNGEDN EQUIPMENT E 6.50
D53 GRAVEYARD £ 4.50 Mo 1 SPRING 85 £ 1.50



