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It’s been a long time since | last wrote
a Citadel Journal editorial. So long, in
fact, that you must be dying to find out
what's been happening to Warhammaer
Battle and what plans are in store for
the future. The first of a new style of
Warhammer supplement is due very
soon. Ravening Hordes contains not
only a set of competition army lists,
but also a complete rules update on
the Warhammer system. We intend to
make Ravening Hordes the basis for a
nationally organised official
Warhammer league or knock-out
competition (wiv lotsa prizes....
salivate, gibber, dribble, drool, slobber).
For those of you still waiting for Rogue
Trader, the futuristic wversion of
Warhammer, your years of waiting are
coming to an end! MNow retitled
Warhammer 40,000 to avoid
confusion with our forthcoming Rogue
Trooper board-game, this will be out
towards the end of the year, in the
same hardback format as WHFRP.

Those of you who have been
clamouring for more photos and
pictorial content to the Journal should
be well pleased by this ‘photo special’
edition. Inside, you'll find some fine
photos of our new models, Colin
Dixon's l|atest dioramas and the
extraordinary painting and modelling
of Kevin Adams.
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he Demon had slept long. Imprisoned within

the darkest delvings of Darrowdelf, the foul ser-
vant of Morgoth bided its time for centuries. Until,
in the year 1980 of the Third Age, the Just of Durin’s
folk for mithril led them to mine far beneath the
mountain of Barazinbar, into caverns that were
marked on no map of Moria. And the Demon was
wakened.

Thus was the terror released. King Durin VI fell prey
to the Fire of Udun, and his son likewise. Khazad
Dum, greatest and most beautiful of all the
Dwarven creations became a place of darkness and
harrer, the lair of orcs and trolls, and the Elves
renamed it Moria, which means the Black Pit.

MNearly 1200 years later, a desperate company of
Nine Walkers, being in need of great haste, dared
enter the dread realm - for the blizzards of the
mountain passes had closed those less perilous
routes across the Misty mountains. In fear and
trepidation, they followed the glowing staff of Gan-
dalf the Gray through caorridors and chambers which
had been trod by none, save the servants of Sauron,
for centuries. In awe and grief, they looked on the
tomb of Balin - latest and last king of Moria - who
fell with many of his kinsmen in a valiant but
foolhardy attempt to retake the ancient citadel. And
there, in the
Chamber of
Mazarbul, the
company
heard the sound that had presaged Balin's death.
DOOMI DOOM! Drums in the deepl There was no
way out. The sound of the orcs’ iron-shod boots
aechoed down the stone corridors. Aragorn, leader
of the Rangers of the North, and Boromir, son of
the Steward of Minas Tirith, guarded the rear, while
the company began their desperate flight.
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Ores and trolls were nd match for the men in
whom the blood of Wésternesse still ran true
but these foul spawn of Sauron were
themselves driven on by fear - fear of the
Balrog.

Gandalf the Grey, mightiest of the Istari - the
five Wizards from over the sea - well knaw the
route through the mountain fastness, and it was
he that led the company into the Second Hall in
the First Deep, whence they might flee Moria
and re-enter the sunlight in Dimrill Dale.

These magnificent figures
recreate all the atmosphere of
this deadly confrontation. K.
The superb Balrog was 0
sculpted by Nick Bibby, as
was the figure of Gan-
dalf, while Jes Goodwin' =

made the figures of 4= o

Aragorn and Boromir. ; 5
- -3
f- .
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BUGMAN'S DWARF RANCERS

It was a clear, crisp morning in early spring
when a mule-cart creaked up to the en-
trance of Karak-Varn. Two guards looked
suspiciously at the driver, a small hunch-
ed figure thickly wrapped in a variety of
foul-smelling and flea-ridden blankets. It
might be a Dwarf, but they couldn’t be
sure.

"Who are you, and what's your business?’
challenged one of the guards., The driver
of the cart cackled softly.

‘Come to see your king, | have,’ it said,
gathering the blankets around it as it
shuffled down from the driving seat,
‘Brought something for him." The guards
looked at one another, a little nervously.

‘What is it, then?’ asked one. The other
moved towards the back of the cart, and
started to lift the tarpaulin that covered its
cargo.

‘DON'T YOU DARE TOUCH THATI" Sur-
prised by the sudden power in the driver's
voice, the guard dropped the tarpaulin as
if it had burnt him.

‘It's had enough of a messing with, just
getting here, the driver grumbled, ‘And if
you go a-poking and a-prodding it about,
it won't be fit for Goblins. And now, if you
don’t mind, I've had enough of the oily
rags and |'ll talk to the mechanic.’

Such a speech could only have come from
the lips of a Dwarf, so the cart was admit-
ted to the Dwarfhold. By the time the King
arrived on the scene, a small crowd had
gathered.

A hush fell over the crowd as the stranger
deftly whipped the tarpaulin off the cart,
revealing a large barrel,

‘Now I'm not guaranteeing how well it's
travelled,” he announced, to no-one in par-
ticular. He produced a grubby metal
tankard from among his mass of blankets,
drew off a little of the barrel’s contents,
and peered at it critically.

‘Hmmmm', he sniffed, 'Gone cloudy.’ He
swigged noisily, then screwed up his face
and spat.

"Worse than | thought,' he continued, ‘It
could really do with settling for a month
or two, Still, it should give you the general
idea." He held out the tankard to the King.

After a moment’s hesitation, the King ac-
cepted the tankard, and, wiping the rim
tastidiously with his cuff, took a swig. The
eftect was remarkable. His eyebrows shot
up to the very rim of his crown, his eyes
bulged and began to water as he was
doubled over by a fit of coughing. After a
few seconds the coughing subsided, and
was followed by a deep, resonant belch.
It was almost a minute before he was able
to speak,

‘| don't believe itl’ he exclaimed. ‘It can't
be! It's.... Bugman'sl"

There was uproar in the chamber. It was
many years since the Battle of Bugman's
Brewery. Joseph Bugman was just a
memaory, a name half forgotten and

wreathed in legend, like the name of
Bugman's Best Bitter.

‘That's right, said the stranger, ‘The
Goblins left me for dead. It's taken me all
these years to work my way here - but
hush now, I'm forgetting my manners.’ He
threw off his wrapping of blankets, and
stood revealed as an old, grizzled and
heavily scarred Dwarf,

‘Joseph Bugman, Master Brewer
and onetime Ranger Captain,
at your service,

Joseph Bugman miraculously survived the
Battle of Bugman's Brewery, and turned up
years later at the Dwarfhold of Karak-Varn.
He was not recognised at first, but when
the King of the Dwarfhold tasted the beer
that he brought with him, his identity was
proved beyond doubt. Bugman's Dwarf
Rangers were re-formed at Karak-Varn, as
his reputation and his brewing skills
brought Dwarves from miles around flock-
ing to his banner, The expedition to recon-
quer and re-establish Bugman's Brewery
assumed the proportions of a holy war.

Equipment Double-handed axe, hand
axe, short sword and
crossbow

The old Ranger battlecry,
‘Mhinz Abeir’, with the
response ‘Zyor Rond® was
maintained by the new
Rangers, but a new bat-
tlecry was also used, con-
sisting of the cry "Ayt Peinz’
and the response ‘Khaari’,
Both cries seem to be in an
arcane Dwarfen tongue, and
their meaning is unknown,

Battlecry

Deeds The story of Bugman's sur-
vival and his long journey to
Karak-Varn is the subject of
a number of epic poems
and drinking songs. The
development of Bugman's

Castle
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XXX KXAXXX, 3 special
brew to celebrate the re-
forming of the Rangers, is
considered a great achieve-
ment, ranking alongside the
Battle of Hangover Hill,
when the Rangers destroyed
a large Goblin ambush force
despite the fact that an im-
promptu drinking match had
finished scant hours before

the attack.
Points Joseph Bugman
Values Dwarf Major Hero: 167
‘Owd’ Tom Thyksson
Dwarf Champion: 13
Trooper: 11
Extra for Standard: bbb
Extra for Musician: 22
Shield The shield design carries
Design the Bugman family arms.
Uniforms Heavy brewers’ coats over

chainmail, heavy cloaks,
buckskin breeches and
heavy boots. The uniform is
in various shades of buff,
brown and grey.

Joseph Bugman - Dwarf Major Hero

M |Ws|BS | § T | W
3 7 6 4 5 3
L4

m | Cl | WP

‘Owd’ Tom Thyksson - Dwarf Champion

M | WS | BS S T W
4 5 i <} 3 1

I A Ld Int Cl | WP
3 1 9 T 9 g

Trooper

M | WS | BS s T W
3 4 3 3 4 1

| A|lld|Im | Cl | WP
2 1 9 7 9 9

MORDINI'S DOOMED LEGION

The autumn rain hammered down on the
armoured column as it wound its way nor-
thwards through a narrow defile in the
Apuccini Mountains. They were nearing
their goal now, and the troops were
fighting off the weariness of six days’ forc-
ed march. At the.head of the column, the
unit's lieutenant pushed his helmet up and
mopped the water from his face

‘I'll be glad when this job's over, he com-
mented.

“You're not alone there, Renzo, replied his
chief, 'Once we've finished here, | think
we'll go to Araby. I've heard there's a new
prophet sprung up there’ Renzo nodded.

Just what we need,’ he said, 'Lots of sun-
shine and a nice, simple little holy war. You
know where you are with that sort of job
- better than all this political messing

about, What a business, eh? All because
of an apple, a piece of string and three in-
itiate priestesses.’

‘And the use to which the Duke of Organ-
za's son and heir was putting said items,’
his leader reminded him, ‘And the fact that
one of the initiate priestesses was none
other than the youngest daughter of our
noble patron. Anyway, it's all money.

They turned a sharp bend in the gulley to
find their way blocked by a solid wall of
pikemen. Suddenly, archers appeared on
gither side of the sheer gulley sides, and
a carefully-prepared landslide blocked the
way behind them,

‘Form up!’ bellowed their leader, ‘Hollow
square - move!’ It was obvious that they
had walked into a trap, and one from
which they had little chance of walking
away. Professionals to the last, the
mercenaries readied their weapons and
prepared to sell their lives dearly.

‘Mordini!’ came a shout from the oppos-
ing ranks. The mercenary captain squinted
through the rain.

‘Sardo?’ he shouted back, ‘| thought we
were on the same side! Have you sold
Lambrusco out?’

‘Not quite. came the reply. ‘Duke Fabriano
sold you out. The whole war with Organ-
za is a set-up - your death was one of the
alliance conditions. You're too effective for
your own good, Mordini - he began to
worry about what would happen if you
turned against him.” Renzo spat loudly.

'Politics]’ he grunted. “What did | tell you?”

'Mordinil® Sardo continued, ‘| don’t need
to tell you that this is not of my choosing.’

‘Understood!” Maordini answered, ‘Just
don't expect it to be easy. And if you do
kill me, tell Duke Fabriano this - he hasn't
heard the last of Mordini. Someday,
somehow, accounts will be settled for this
day!”

Ennio Mordini was one of the most power-
ful mercenary captains ever to serve
among the Tilean City States. For most of
his career, he and his men served Duke
Fabriano of Lambrusco, expanding that
state's fortunes considerably. Their suc-
cess began to worry their patron, especial-
ly since it was not unknown for Tilean
mercenary units to sieze control of the
states which they were supposed to be
serving. When the neighbouring state of
Organza offered a lucrative alliance on
condition that Mordini’'s troops were
disposed of, Fabriano siezed the opportuni-
ty and sent them into an ambush which
none survived. Mordini swore just before
he died that he would be avenged on his
treacherous employer.

Barely five years later, an army of undead
skeletons poured out of the Apuccini
Mountains, under the tattered banner of
Mordini. Fuelled by their hatred, the dead
soldiers cut the armies of Lambrusco to
ribbons, and razed the city to the ground.
It is said that Duke Fabriano spent seven
days and seven nights dying. Now the
Doomed Legion has turned against Organ-

za and the other City States, destroying
everything in their path as they avenge
themselves upon the double-dealing
princes who connived at their murder.

Equipment Chain mail, bardiche-
guisarme (two-handed
weapon), sword.

Battlecry Lacking important things
like lungs and vocal cords,

the Legion has no battlecry.

Deeds While they were alive, Mor-
dini's mercenaries won a
number of great victories
against the enemies of
Duke Fabriano of Lam-
brusco. They are most
remembered, however, for
the assault and destruction
of Lambrusco. It is
rumoured that Mordini has
now re-fortified the city, and
established a dead court
there. It appears, though,
that no-one living has been

close enough to find out.

Points
Value

Ennio Mordini -
Skeleton Major Hero: 78
Renzo Avanti -

Skeleton Champion: 6
Trooper: 4z

Extra for Standard: 55
Extra for Musician: 22

Uniforms The Legion's colours are
green and gold. Although
they no longer wear
anything that could be
recognised as a uniform,
the colours are sometimes
visible on the tattered rags
of clothing that occasionally
survive,

Shield
Design

A skull, set in a red sur-
round, on a dark green field.
Shield rims are gold.

Ennioc Mordini - Skeleton Major Hero

M |WS|BS | S T
4 | 5|5 | 4| 413
| A | Ld|Int]| Cl | WP
5 3 7é 7 7 7
Renzo Avanti - Skeleton Champion
M | WS | BS | S T | W
4 3 3 4 3 1
1 A ¥ | Int Cl | WP
e 1 2 1 5 5 S
Trooper
M | WS | BS 5 T W
4 2 2 3 3 1
I A Ld | Int cl | Wp
2 1 5 5 5 5

Special Rules

Immune to all psychology tests. Cannot be
routed. Cause fear in living creatures. Sub-
ject to instability. Subject to stupidity
when not controlled by Mordini or Renzo.



r]:' ong. long ago, yours truly was
(& the Head Keeper of the Citadel
Mail Order Trolls. This was a deman-
ding job, what with mucking out their
cages and stopping the loathsome
creatures eating each other. Still, |
somehow managed to find time to
read all the letters our customers sent
to Mail Order. We used toreceive quite
afew letters asking why Citadel didn't
make plastic models, the writer usual-
Iy elaiming that this would be far
‘cheaper’ than metal. Well, the mat-
ter interested us (| mean, /'d always
wondered why Citadel didn’'t make
plastic models!), so we asked a few
guestions, and got a few gquotations
andthen... andthen... weslumped to
the ground and went
‘Blubububububb!”.

You really can’timagine the true
gnormity of the expense involved in
making plastic figures! Think of how
ruch money you'd like to win on the
premium bonds, double it, now
multiply by your shoe size - by now
youare only approaching the sum in-
volved if you have very large feet. It's
not the plastic, which certainly is far
cheaper than metal - it's making the
moulds that costs a fortune. Citadel
might be the world'slargest manufac-
turer of metal gaming figures, but
that's still pretty small compared with
the big model producers and toy com-
panies.

The pages of the Criadel/ Journal
are not the place to describe guite
how we got the money - perhaps I'll
write a book about it one day, when
all the people involved have gone to
prison or to live in South America.
Anyway, we got the cash, though for
amoment we thought the boss, Bryan
Ansell, was going to sneak off and
buy a Mediterraneanisland withit. So,
then we hit the next problem —
Manufacturing. Plastics people were
moreused tomaking Tuppaware and
plastic freebies for breakfast cereals
{detail? what's detail?). The first
plastics to squeeze out of their
moulds were good, butnot asgood as
we wanted - certainly not asgood as
metal. But we managedto sellenough
totry again, and again, and at fast we
had the bare bones of a plastic
miniatures range. We had the new
plastic skeletons!

The Skeleton Horde come in a
box containing six individual sprues
which make up into twenty-four
skeletons. Best of all, the models are
notonly asgood asmetal, they're ac-
tually better! Thelimbs and spine are
realistically thin, something you
couldn’t do in metal because they'd
sanap. Detail is better than any of
Citadel's previous plastic offerings
and easily as fine as metal. The kits
hawve separate arms and heads, with
optional weapons on the various arms
and two different head designs. The
shields supplied are the standard
Citadel plastic shields and the bases
are slottabases, soyou canmix them
into your metal armies and they won't
look out of place!

Anyone familiar with plastic kits
will find these skeletons simple to put
together. The same techniques and
adhesives used for aeroplane kits will
give good results. Theinstructionson
the box are skimpy, but basically all
yvou'll need. | didn't bother washing
the sprues before assembly, butitis
definitely a good idea to quickly wash
each sprue in warm water with a lit-
tle washing-up liguid added. This will
remove any lubricant left over from
the moulding process which might
otherwise resist the glue and paint
{that's why paint never sticks to Air-
fix soldiers, incidentally!)., The four
differant body sections can then be
fixed directly onto the bases using
polystyrene cement. The liquid stuff
which comes in bottles is best for
these small pieces, though the thicker
glue in tubes will do.

Once this is dry fix the arms.
There is a choice of arms with dif-
ferent weapons - a sword, axe,
scimitar, spear or scythe As there are
four skeletons per sprue and five arms
to choose from, you'll have a spare left
over {it'll be useful for conversions).
The left arm is positioned to hold a
shield, but again this is optional, The
arms fit into the body by a ball-and-
socket joint, so just about any posi-
tionis possible and thereisnoreason
why you should have any two figures
in the same pose; the box photo is a
good guide here. When gluing, apply
a tiny amount to the surfaces to be
joined, wait a second or two, and
press firmly into place. The glug will

take hold after a few seconds and
should remain fast. Shields are glued
directly to the arm as required - there
isnopeq, so be careful. Lastly choose
your head and glue it on top of the
sping, again in any angle you want.

Painting is no different from
metal models. Anundercoat of white
paint is recommended on the box
back, but this is not as important as
with metal models. A good bone cal-
our can be mixed from one part
Citadel Colour Bronzed Flesh to one
part yellow, adding white tolightenit
if vou wish, Remember: old bones
aren't white but usually a pale
yellowish brown. Once your
background colour is dry, apply a
wash to pick out all the detail. The
models on the box back have been
washed in a dark brown ink, but you
can use thinned paint just as effec-
tively., Prepare a wash by mixing
brown and black paint and adding
water - the consistency to aim for is
that of dirty washing-up water. Paint
the whole model in this mix and
observe how the paint flows into the
skeleton’s eye-sockets, ribs, and
other detail. Once dry, detail can be
accentuated further using dark brown
paint and a steady hand. Carefully
paintin the recessed areas around the
ribs, where the bones join, inside the
mouth and in the eye-sockets. If
you ' ve areally steady hand you could
even pick out the teeth with white
paint!

Skeletons and other undead
often look better with their eyes
painted in a bright colour. Just put a
tiny red, yellow or orange dot on the
back of the eye-socket. Although
skeletonslook goodinplainbone, you
can give them more character by ad-
ding runes and mystic symbolsin thin
lines of red. Just find a flat area of
bone such as the forehead, and
carefully paint on a symbol.
Alchemical symbols, crosses, runes
and anything else you canthink of will
all make your models unique, a joy to
look at and game with!

And once you have them
painted, |'m sure you'll want to have
them out there, at the forefront of a
MNecromancer sarmy, perhaps. one of
the great things about plastic
miniatures, is that you can build up a




large army without spending alot of money.
=0, pretty soonyou could beinaplace where
none can tell how they cametobe, orinwhat
foul tomb they were first created. Some
claim that they were once a human army
from a distant land, whose mission of
slaughter and conguest continues beyond
death. Others maintain that they were
created by a powerful necromancer, but
turned on him and are now their own
masters. What is certain, however, is that
nothing can stop them. The living can only
flee before theiradvance - for how canan ar-
my be destroyed which is already dead?

So they march on, growing stronger with
every mile. Atevery graveyard, every ancient
battlefield, every roadside gibbet their
numbers increase asthe dead of ages pass-
ed answer this unnatural call to arms. And
Death marches with them - no living thing
survives their passage, and the country is
black and blighted, lashed by dark, driving
rain from a tomb-black sky.

M|ws|Bs | s | T | W
4.2 | a3 1
I Al Ld || C | WP

1165 | 5| 5] 8

Special Rules Immune to all psychology
tests. Cannotberouted. Causefearinliving
creatures, subject to instability. The

Skeleton Horde is composed mainly of nor-
mal skeletons with the profile and rules
listed above, but includes a number of
skeleton champions and heroes, who actas
controllers, Their profiles can be found in the
Warhammer Battle Bestiary.

The SkeletonHorde casts a permanent aura
whichisequivalenttothelevel 3 Necroman-
tic spell Raise Dead (see Warhammer Bat-
tle, Vol 2), causing their numbers toincrease
according to the spell effect at every place
of burial they pass.

The boxed set contains six sprues with
enough body parts to make up 24 superbly
detailed 25mm skeleton figures, complete
with shields and bases. A range of body
positions, heads, arms and shields allows
almost endiess
variations.




MAN-MANGLER -
ORC MANGONEL

ﬁ[raglug. chief of the Skull Cleaver
(¥ | Orcs, looked down at the mass
of timber, rope and metal before him,
and shook his head sadly.

"Been worried about you, Bruglodd,
he said, ‘you're goin' stunty. The
other looked up sharply.

“Wotcher mean?’ he demanded, 'I'm
as tall as you any dayl’

‘Mah,’ persisted Graglug, 'Not stun-

fy, | mean stunty! All this makin'
stuff. Ain’t right. Not what Orcs do.
Eet yvou don't even know where your
sword is in all that junk.

I can find it quick enough if you
want to make something of it/
retorted Bruglodd, ‘Even if you are
the chief’

‘But all this stuff, said Graglug, ‘I
mean, what's it for?”

'It's a weapon,’ said Bruglodd
proudly.

MACHINERIES
of DESTRUCTION

G reat engines of war, Citadel’'s Machineries of
Destruction are superbly made, highly detailed
multi-part boxed model kits, designed for use with the
Warhammer Fantasy Battle rules but ideal for use with
any fantasy wargame or for collectors. Each machine
comes complets with a full crew, Warhammer Fantasy
Battle statistics and special rules, and & specially writ-
ten story fitting them into the Warhammer mythos.

‘A weapon?' gasped Graglug in-
credulously, "A weapon? Have you
any Ildea how many clubs and
cleavers and skull crumpers and
bone snappers you could make with
that lot? And you're going to make
one weapon out of the whole lot?
Daft, you are. You'll never be able to
pick it up, let alone swing it.

"Mot that sort of weapon,” Bruglodd
assured him, ‘A special one. Give us
a hand and I'll show you. “Ere, grab
this.” A heavy wooden beam was

N« MACHINERIES OF DESTRUCTION



thrust into Graglug's hands, and before he
had a chance to protest that manual labour
was beneath his dignity as a chief, he
found himself lashing it to the framework
that Bruglodd had built.

‘That's the way,’ Brugledd encouraged
him, ‘Now we can put the wheels on.

‘Wheefs?' echoed Graglug, “You're not
thinking, are you? | mean if you need to
build a cart to move it about on, how are
vou going to swing it?’

“You'll see,’ Bruglodd chuckled, Just wait.
By now a small crowd of Orcs had
gathered round, watching the strange
spectacle of their chief helping Bruglodd
thae Fruitcake build the strange construc-
tion. Next, Bruglodd bolted a huge and ug-
ly carved face to the front of the structure.

‘Looks just like you, chief, he chuckled.
‘Watch it

Graglug clapped his hand over his eyes as
Bruglodd dragged from his cave a huge,
twisted piece of thornwood, strung with
a thick rope

‘A bow,' he said, as much to himself as to
the crowd, ‘A bow! What the gutsucking
good is a bow you need to carry around
on a cart? We're Orcs, you know - Ores -
not pansy Elves forty foot talll You'll never
get arrows big enough, for a start.

‘Mot using arrows,” Bruglodd explained,
lashing the gigantic bow to the framewaork,
‘Using rocks.’

'‘ROCKS?" Graglug almost screamed,
'Whoever heard of shooting rocks from a
bow? Have you been drinking the lamp-oil
again?”

“You'll see, muttered Bruglodd, dragging
out the final piece of the structure. It was
a beam of wood, almost fifteen feet long,
with a huge metal hand at one end. He fit-
ted it to the structure, then tied the hand
end to a winch at the other end of the
frame.

‘Give us a hand, chief.! he said, and the
hand slowly descended as the two Orcs
worked the winch against the pull of the
bowstring. Mext, Bruglodd staggered out
of his cave with a large rock, which he put
in the hand.

‘Watch this,” he said, winking at Graglug.
He cut the rope holding the arm to the
winch, and the pull of the bowstring snap-
ped the arm up. The rock flew through the
air, landing some distance away with a
crash,

The assembled Orcs murmured in awe.
Graglug scratched his head, speechless.

‘Saw some humans using one once.
Mangle-something-or-other, they called it.
Wotcher reckon?’

‘Could be handy, conceded Graglug, °If
you can get some boys to work it. Still
reckon it's stunty stuff, though!

‘Look at Notlob, argued Bruglodd, ‘Hav-
ing those spearchuckers didn't do ‘im no
harm.’

‘*Spose so, agreed Graglug, ‘So what's it
called again? Man-mangler?’

‘That’'s near enough,’ said Bruglodd.
‘That's what it'll do, anyway.

“Yer, said Graglug, slowly warming to the
idea, "Nice one. Got another job for you
now, too.

‘What?' asked Bruglodd eagerly.

"You can get that rock out of my ‘ut and
rebuild it - NOW!’

MAN-MANCLER

The mangonel is a stone thrower, and
follows all the normal rules {See Warham-
mer, Book T).

Profile
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Bruglodd is an Orc Minor Hero, with the
following profile:
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The crew are normal Orcs, with the follow-
ing profile:
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TIELINDRION
ELVEN ATTACK CHARIOT

Prince lolair Gilandiril drove through the
forest on a crisp winter's morning. The
frost glistened jewel-like on the branches
and on the leaves of the evergreens, and
the pale sun filtered through the morning
mist to wash the scene with delicate
pastel shades.

This beauty was not lost on the Prince, but
he did not pause to spend a couple of
hours considering it as he might have done
on other mornings.

He watched the play of muscles create rip-
pling patterns of surpassing beauty on the
flanks of his four horses as Eponandilas
the charioteer guided them between the
trunks of the great trees, and heard as only
an Elf can hear the complex cross-rhythms
their hooves made with their panting
breath and the sound of th wind in his hair.
He looked up as he heard the distant
beating of wings among the other sounds
of the forest, and his eyes followed the
tawny shape of a great hawk, circling
above the trees.

‘What news?’ he said the Aesllanan, who
stood on his right.

“The ford beyond this next hill, replied the
wizard. His eyves were distant, not seeing
his surroundings as he saw through the
bird’s eyes. ‘Two hands, perhaps three. To
the Prince’s left, Fildigar the archer spann-
ed and strung his great bow, and loosen-
ed his arrows in their quiver.

The chariot halted at the crest of the hill.
At the ford below, a dozen ugly, green-
skinned figures were preparing to eat.
They stood in a loose circle, and in the mid-
dle was a young deer, with a wickedly-
barbed spear jutting from its flank. It
plunged this way and that, but each time
its escape was blocked by a shouting, grin-
ning Orc. They jeered and capered in horri-
ble glee as one of their number gave the
spear a sickening twist in the bleeding
wound. The Prince's eyes grew hard.

'Enough of this, he said softly. ‘Let us give
them their surprise.’ The others chucked
in grim appreciation of the irony in his



words — he had used the Elven phrase
which refers to a surprise gift or party.
Eponandilas raised one hand. The
charioteer was born with the gift of horse-
friendship, and the chariot's fornalim yoke-
pole creaked softly as the team — bomn at
a single foaling — moved forward in
response to his unspoken command. He
had no need of reins.

Aesllanan’'s hawk was now on his wrist,
and his other hand spat fire as the great
chariot thundered down towards the ford.
Barely slower than the fire were the arrows
which flew, seemingly of their own accord,
from Fildrigar's bow. Three Orcs were
down before the chariot was upon them,
and lolair reached down to pull the spear
from the deer's flank as it plunged past
them into the forest. He drew and hurled
it in a single motion, and a fourth Orc fell
twitching as the weapon sank shaft-deep
into its throat.

Two more fell beneath the scything wheel-
blades as the chariot passed, but one —
showing more presence of mind than its
fellows — had grasped the chariot’s yoke,
and held on with one sinewy arm as the
jagged and filthy sword in the other lash-
ed at the horses’ hamstrings. Eponandilas
was there in an instant, running along the
yoke-pole like a cat, His knife flashed once,
and the Orc seemed to hang in the air for
an instant, howling at the bloody stump
of its wrist before it vanished from sight
beneath the thrashing hooves. The
chariotter swung himself onto the back of
the lead horse — Silverleaf, the oldest by
an hour — as an Orc was carried
backwards off its feet by the Prince's
levelled fighting-spear.

The remaining Orcs had turned to flight,
but two more fell to Fildrigar's arrows as
the chariot spashed through the ford after
them, and a third lost its footing and was
trampled into the stream-bed. The Prince
motioned Eponandilas to halt as the
chariot overtook the last of the Orcs, and
leaped over the rail with his great fighting-
gpear in both hands, felling the Orc with
a mighty butt-stroke. It looked up from the
cold, hard ground to find the four Elves
surrounding it — The Prince with his great
spear, the archer with his bow on his back
and his short sword drawn, the charioteer
with his small but deadly-swift knife, and
the wizard with his hawk on his wrist and
the other hand raised.

‘Now,' spat lolair, in the harsh and unlove-
Iy Orcish tongue, ‘Let us try this game a
different way...'

The chariot has the following profile:
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Thanks to its elven construction and the

skill of the charioteer, the chariot suffers
no penalties for difficult ground when
crossing woods, steep slopes, fords or
brush. When rolling for damage against
the chariot, nothing happens on a 1-/;
results B-10 are unchanged. Otherwise, it
follows the normal rules for chariots
(Warhammer Book 1, p.b3).

Prince lolair Gilandiril —
Elven Major Hero
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The Prince is armoured with chain mail and
shield (Armour ST B}, and has a rack of
three javelins in the chariot, as well as his
great fighting-spear, which is enchanted
with the Mighty Strike ability (Warhammer
Book 2, p.28). His personal standard is
kept in a rack on the chariot.

Eponandilas Horse-Friend —
Elven Champion
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The charioteer is unarmoured, and armed
only with a dagger. His gift of horse-
friendship means that he is able to con-
trol the team without reins, by a mixture
of thought and gesture.

Fildrigar Trueflight —
Elven Minor Hero
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The archer is armoured in chain mail {Ar-
mour ST 6), and carries a sword and a dag-
ger in addition to his elf-bow. A guiver of
40 arrows is attached to the chariot.

Aessllanan Woodmage —
Elven Wizard, level 2
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The wizard is unarmoured, and carries only
a knife. In a rack attached to the chariot
he keeps an Amulet of Righteous Siiver,

several scrolls, a small bag of spell ingre-
dients, and a wand which can cast one

Fire Ball spell per turn, as from a level 2
wizard. His spells may be chosen by the

player.

Horses — Silverleaf, Frostglint,
Mistweave and Greycloud
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Points Value: 1500.
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ro« CITADEL DRAGONS

he infamous Citadel designers
EIE"E' quite good at churning out
Dragons... as if vou hadn't noticed...
the latest additions being the blue,
green and greatfire Dragons which
should be in the shops now. Nice
models these and well worth adding
to your collection of scaly reptilian
things. With so many Dragon
models available | thought it'd be a
good thing if | tried to rationalise
them for the Warhammer game. A
good thing but damn-near iIMpossi-

ble, Despairing of ever getting the
designers to stop making Dragons

short of nailing their hands to their
benches, which would only slow
them down for a little while in any
casa) the best approach seemed to
be to work out some sort of genera-
tion system that would cover
Dragons in general. I've never been
to keen on this ‘red dragons breathe
fire’, 'blue dragons breathe cold’,
nonsense that seems popular
amongst certain circles. It gives the
game away| Far betterif a Dragon's
powers remain a mystery until they
are used, So, | ignored colour and
concentrated on the interasting
bits... hope you like 'em,

S ir Wilhelm SchlechtMambrace
clambered up the mountainside

reflecting bitterly on his luck.

I don't know,” he muttered under
his breath, "You're not even allowed
to make one little mistake. All right,
s0 | did let myself go a little - but if
you can't relax and have a good time
after three solid months in the field,
up to your armpits in arrows and
Beastmen, then what's it all coming
to? How was | supposed to know
that she was the daughter of the
head of the order?’

At last, the knight reached a ledge,

and sat down to catch his breath.
The cold of the mountain air had



- B

penetrated his armour and taken a firm
grip on his bones, and he longed for a fire
and a jug of mulled wine. He closed his
gyes and tried to imagine the smell of hot
food and drink, of spiced ale, roast ox, hot
fruit pie, scorching brimstone...

Brimstone? He sat up with a start.

‘Oh, na,’ he groaned softly, ‘There real-
ly is one’ He had been hoping that the
dragon he'd been sent to kill in penance
for his misbehaviour was just a folk-tale.

‘Maybe it's just a little one’ he mur-
mured hopefully, "They don't all have to be
great big terrible things, after all... do
they?'

At that moment, he came across a foot-
print in the snow - a three-toed, clawed
footprint, fully three feet long. His heart
sank.

'5till’ he thought, desperately clutching
for a crumb of comfort, ‘It might be out.
Perhaps | can just sneak in, grab an arm-
ful of its treasure, and make myself scarce
before it gets back.” He was still concen-
trating on this cheering thought when he
game to the cave mouth. Even through his
armour, he could feel the heat coming out
of the cavern. It hit the cold air outside and
turned into a thick white mist, so that he
could barely see his way into the cave. The
mist condensed onto his cold armeour and
ran in dripping torrents down his visor as
he felt his way blindly along the rock wall.

Raising his visor, Schlecht-Vambrace
found himself staring down onto the red-
scaled head of a sleeping dragon. At least,
it had been asleep; he had mistaken its
neck for part of the cavern wall, and now
his gauntleted fist was planted firmly in its
left ave...

GREAT FIRE DRACON
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Special Rules: Flies as fander. Cause ferror in
living crestures under 6 feet tall, and fear in
other living creatures. 4 stomps, 1 bite and 1
Iwi-lagh. Tough skin - armour ST 5. Breathe fire
-range 12%, 206 automatic hits at S 7. Cannot
breatha fire in combat, cannot breathe fire and
bite in the samea turn.

Points Value: 910

SIR WILHELM SCHLECHT-YAMBRACE -
HUMAN KNIGHT
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Special Rules: Full plate armaour plus shield -

armour ST 4 (he's going to niead it...)
Points Value: 7%

A’E you sure this is going to work?’
‘Oh, do shut up, Badrinas,’ snapped
Rhiannon Demonfriend. Only her testy
manner betrayed her true age; she looked
no older than thirty. “We need to get into
that tomb, right?’ - her apprentice nodd-
ed - "And that idiot court magician rumbl-
ed us, and the tomb is now surrounded by
several hundred yokels from the local
militia. So we need some way of dealing
with them, right?’

‘But why me? Couldn’t you summon an
army of skeletons or something?’

‘Look,” said Rhiannon, with the air of so-
meone explaining to a very small child,
‘We're out in the wilds. There isn't a
graveyard for miles and miles. Where are
the skeletons going to come from?’

‘Now don't get me wrong,’ ventured
Badrinas cautiously, ‘But isn't that a tomb
over there?’

‘And how are we going to get at the
bodies?’

‘AhS
‘Er, this spell.. said Badrinas after a pause,
"What does it do, exactly?’

‘Oh, you wouldn't understand. It's far
too advanced for an apprentice.

‘“Well, couldn’t you give me a general
idea? After all, it's me you're going to cast
it on.' Rhiannon looked up from her books
and sighed.

‘It will make you more powerful, she ex-
plained, "You'll be able to scatter those
yvokels, and then we can get what we want
and go home All right?’ Badrinas looked
considerably happier.

‘Why didn't you say so?' he asked,
“What will | be able to..." Suddenly there
was a bright blue flash.

“.do to them, then?' said a large blue
dragon, in Badrinas' voice. It paused, and
looked down at its scaly belly and feet.
Badrinas” medallion and chain hung in-
congruously from its scales.

‘Well, don't just sit there’ snapped
Rhiannon, ‘Go and get them!’

BLUE DRAGON
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Special Rules: Flies as Jander. Cause terrorin
living creatures under B feet tall, and fear in
other living creatures. 4 stomps, 1 bite and 1
taif-tash. Tough skin - armour STS, Sreathe fire
- range 127, 206 automatic hits at 7. Cannot
breathe fire in combat, cannot breathe fire and
bit in the same turn,

Points Value: 436

RHIANNON DEMONFRIEND -
LEVEL 3 WIZARD
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Points Value: 360

‘AAAARRRRGGGGHHH!!

Drumin Dragonhelm pulled off his
helmet and wiped the sweat from his eyes.
They had been in the swamp for three days
now, and of the confident band that had
set out, only three were left. Or perhaps
Twio.

‘it's no good, chief, panted Grim
Redbeard, wading towards the mudbank
on which Dragonhelm had installed
himself, 'l couldn't reach him in time.’ He
took off his gauntlets to pick the leeches
out of his beard.

‘Listen, chief, he ventured, between
mouthfuls, ‘Now there's only the two of
us left, what do you say if we just...

"WHAT?!" roared Dragonhelm, ‘| am the
greatest slayer of dragons in the whole of
Dwarfdom! |'ve been up mountains,
across icy wastes, down tunnels,
everywhere after dragons! And I'm not
about to pack up and go home because
this one's hiding in a piddling little swamp!’

‘Er, yes, chief, murmured Redbeard
disconsolately. He had been with
Dragonhelm for years now, and he had to
admit that there was no Dwarf alive with
his talent for finding aged, infirm or
recently-dead dragons - but he had the
feeling that Dragonhelm was beginning to
believe his own sagas.

Some hours later, the two Dwarfs reach-
ed a small rocky outcrop. In the mud at the
edge of the swamp were the unmistakable
tracks of a dragon.

‘Hal' exulted Dragonhelm, "What did |
tell you? Soon they were standing before
a cave-mouth.

‘In you go, lad,’ said Dragonhelm, giv-
ing his lieutenant an encouraging slap on
the back with the flat of his axe, Just spy
out the land, and make sure this is the right
place. Redbeard went cautiously insids,
and for a few moments, all was quiet.

‘Found it, chief!” Redbeard’s voice was
getting closer by the second, 'It's big and
green and - AAAAARRRRGGGHHI!

"Well done, lad,’ said Dragonhelm soft-
ly, as he slid behind a pile of rocks by the
cave-mouth, ‘Now you just lead it away
while | get the treasurs...

GREEN DRAGON
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apecial Rules: Flies as fander. Cause terrorin
living creatures under & feet tall, and fear in
other living creatures. 4 stomps, 1 bife and 1
tai-fash. Tough skin - armour ST 5, Breathe fire
-range 12", 2D6 automatic hits at S 7. Cannot
breathe fire in combat, cannot breathe fire and
bit in the same turn.

Points Valua: 682

DRUMIN DRAGONHELM -
DWARF MINOR HERO
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Special Rules: Hate Goblinoids and dragons.

Subject to animosity against elves. Chain mail
- armour 5T 6.

Points Value: 63
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ragons are ancient creatures,
D possibly related in some way to

Cold Ones and other reptilian
races. They are far more intelligent
than other large reptiles and it is im-
portant not to misjudge one as ‘just
another monster’. Dragons antedate
the rise of chaos, belonging to an
older world order than warm blooded
creatures. Today they are few in
number, and those that remain are
reclusive. Legends tell of Dragons that
sleep beneath the earth guarding
fabulous treasures acquired in past
ages, popular stories recall times
when Dragons could be seen high
above the forests of The Empire, wing-
ing their way towards some unknown
destination. If any remain within the
Old World they are careful to avoid
contact with humans, or else are tru-
ly sleeping, awaiting some final call to
apocalyptic battle. Dragons are
capable creatures and may have
magic powers. They vary in their ap-
pearance and abilities to some degree,
but the popular codification into
varieties based on colour is a fallacy
- a Dragon’s colour has no strict rela-
tionship to its abilities or size. It is true
that both colour and other traits are
genetically linked, and that a specific
family of Dragons may retain the same
colour and abilities over many genera-
tions. So, if you want to paint your
fire-breathing Dragon red that's O.K,
by me!

Physique. Dragons are large quadrupedal
reptiles whose forelimbs permit a degree
of manipulation. They have sinuous
bodies, long tails and tall, graceful necks.
Many, although not all, are winged. Their
sking are scaled and extremely tough,
whilst their bony heads are eguine and
elegant. Colour is not only variable within
dragonkind, but also within individuals, so
that a Dragon may change colour as it gets
older or during very cold or very hot
weather...also if they become agitated in
sOMe way.

Special Rules

] Dragons are large creatures the
smallest of which are over 15 feet
long. They count as a large target for
missile fire {+1 to hit).

? Dragons cause fear in all creatures
over 10 feet tall and terror +2 in
creatures under 10 feet tall.

3 A Dragon has variable characteristics
as shown below. In any case they
have 4 stomp attacks, an additional
bite attack and a taif fash. Stomps and
tail-lash cause 1 wound, the bite
causes D3 wounds on any damaged
target (take any saving throw first).

Dragons may have one of the follow-
ing breath weapons which they
employ as a shooting weapon. All
breath attacks hit automatically, vary-
ing in the number of hits, the strength
of the attack and the saving throw for
the victims.

Fire. Fire is the most common of the
Dragon's breath weapons and most
folk associate these creatures with
fire breathing. Fire breath has a range
of 18" and causes 2D6 automatic hits
at strength 4. Normal saving throws
are allowed.

Smoke. Smoke attacks envelop the
target in hot, sulphurous, choking
fumes. The fumes are slightly
poisonous and the associated heat
alone can kill. Smoke has a range of
12" and causes 2D6 automatic hits
at strength 3. Normal saving throws
are not allowed.

Chill. This attack causes a chilling
blast that saps the life-force from its
target. It has a range of 12" and
delivers 2D6 automatic hits. All hits
cause 1 wound, no roll “to wound® is
made. A normal saving throw may be
attempted.

Desiccation. The shrivelling desicca-
tion attack withers all living flesh but
has no effect upon undead, ethereal
or demonic creatures. It has a range
of 12" and delivers 2D6 automatic
hits with a strength of 3. No saving
throw is allowed.

Acid. Acid breath takes the form of a
corrosive gaseous blast that corrodes
metal and dissolves flesh. It is a par-
ticularly nasty breath weapon with a
range of 12%. It delivers 2D86
automatic hits with a strength of 3.
No saving throw is allowed

Dragon-bolt. The Dragon baolt attack
allows the Dragon to spew a volatile
ball of plasmic energy. This has a
range of 18" and causes only 1
automatic hit at a strength of 10 and
no saving throw is permitted. Any
wounded target takes not 1 but D10
wounds. Normal targeting rules app-
ly for using a dragon-bolt against an
individual member of a unit.

For competition games a Dragon's
breath weapon must be established
immediately prior to the game and
under the supervision of the GM. The
following chart is used. Abilities vary
according to whether the Dragon is
male (a Drake) or female. A DB roll of
a 1-3 indicates a she-dragon, a D6 roll
of a 4-6 indicates a Drake. Then roll
a D10 for its breath weapon.

D10

Result Drake She-dragon
1 None MNone

2 Fire None

3 Fire Mone

4 Fire Fire

B Fire Fire

8 Smoke Smoke

7 Chill Chill

8 Desiccation Desiccation
2 Acid Acid

10 Dragon-bolt  Dragon-bolt

A Dragon may give up any other
breath attack in order to gain the fire
attack, but then foregoes the oppor-
tunity to have magic powers. A
Dragon which has a naturally rolled
fire breath attack may have magic
powers as normal.

6 Some Dragons may have magic
powaers. This is establishes prior to the
game under GM supervision.

D6 roll Mastery Constitution
1-2 No magic
powers
3 1 10
4 2 20
5 3 30
& 4 40

Dragons have the normal number of
spells for their mastery flevel. A
Dragon may substitute any or all bat-
tle magic spells for equivalent level il-
lusionist, demonic, elemental or
necromantic spelis.

;F A Dragon may have wings at addi-
tional points cost of +50. Dragons fly
as fanders.

Profile

Dragons have a basically similar shape, but
vary in size a great deal. Accordingly, they
have been graded into six size categories
gquivalent to the normal creature profile
plus five grades of "hero’. Points values
have been allocated by common sense
rather than by the standard points system.

: M|WSIBSIS |T|W
Dragon |1 6 |4]|0 | & |67
Dragon 2 6|5]|]0|6|6 |8
Dragon 3 B |6|0|6 |6 |8
Dragon 4 g | 7|0|7 |6 |8
Dragon 3 6 | B|O |7 |7 |8
Dragon 6 690|887 ]10

TiTalulim [alwers
Dragon | 26| 7 |6 |7 | 7260
Diagon 2 3|67 | 7|7 |73580
Dugn3 |4|6| 8 | 7 | 8 | 8450
Dragon 4 o|6| 8|8 | 8 | 8550
Dugn S |6|6| 9 | 8 | 9 | 9650
Dragon 6 71619 |9 | 9 |9760

All Dragons with the power of flight cost
an additional 50 points. No points are
charged for magical powers:



| R

CHAOS KNIGHT COMPETITION

No surprises for old hands... its
another spiky chaos maga-death and
doom competition thing. This time its
a tricky oneg so steel your nerves,
sharpen your pencils and go to it... the
12 best designs will be turned into
models by our skilled designers.
H&mamhar.l it is not naﬁa?‘aaqlv the
most complex design which will win,

but the one we think will make the =
best modal.

Either pull-out the page, trace or ._._,,-f-""
photyocopy the accompanying picture

of the Chaos Knight. Then add your

own armour, heimet and weapons to

make your own fearsome Knight of

Chaos, See the small sketches for an

example. -

Flease send your entries 1o arriva by 15t Jung
1887, Send entrigs separately to any other cor-
respondance, mail orders or quenes, otherwise
the chances are somathing will get lost, eaten
or abused by one of our staff. Mot a very nice
thought is it?

CHAOS HELMET COMPETITION
RESULTS

I the last Chadel Jourmal we asked you to
dasign your own helmet crest for a Warrior of
Chags. The winner was Meryn Thomas of
Gwespry Wales, who stuck to a simple but ef-
factive design, redrown haere by John Blancha
Lok aut for this design on & future Citadel
Chaos Knight. Well done Meryn, who wins a
hetmet full of Citadel figures. Runners up for
their designs and pune artistry were:

Glen Badham, Dawentry, John Bladwin, Wakefield, J
Bindlpss, Colchester. Dovid Buchanan, Homiion, Basry
Hale, St Mary Australia. Stephan Hardy, Andover.
Chrig haerigon, Shrowsbury. Doménio Kulcsar, Hasrawe
gﬁ Rabinsan, Wehayn Gorden City. Rechel Walstake,

IHBHJ-I.IF'[. Wi will all recaive 8 Citadel Mingatusa
wouchur.

& special mantion for their individual entries:

C Banyon, Twickenham
The neatesi antryf

For bamng 2o fndfvidual be drew

a rorally diffevent halmed,

Austin Crompton, Soston

Mot tirs af body peira

Efw-ﬂ.lutnﬂ; Surbiton PR,
balancing 26 Audez an & af.

B PR o thoe b 2047

st s in LT VISR
Chrip Lulzow, Mongco
Raborc armowr with escaope hafch awrnd,

Chaos Knight Competition
Gamas Work Dlﬂm Bitudio, Enfield Chambaors,
14-16 Low Pavemant, Nottingham
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CITADEL COLOUR

Citadel colour acrylic paints are
specially designed for painting metal
ar plastic fantasy models. All colours
are fully intermixable, enabling the
discerning artist to render that just
right shade of Goblin snot or Troll
dribble. Our growing, glowing and
constantly mutating range includes
such exacting shades as chaos black
(the only black that's blacker than
black) and biious green (the only
thing greener than Tony Ackland
after elght pints and a curry). How
can this be | hear you cry! Does this
man know what he's talking about!
Who writes this rubbish! AHA! What
wou abviously don't know is that the
Citadel Colour range of acrylic paints
contains more pigment and less
medium compared to inferior paints,
giving denser coverage, better mix-
ability and superb value for maney.
Mot only that., but our paints are
water-based and can be diluted with
water to produce high-quality wash
effects. Brushes and palettes are
cleaned with water too. Most impor-
tantly....our paint don’t smell like a
Goblin's armpit....what a pity | can't

say the same about our Mail Order
Trolls.

A hosic chart to show the Lse of Citade! Colour when shading and hightighting flgures

jE— SR T
X [ LA
ﬁLLDw SUNBURST YELLOW b;fgﬁtfﬂ;;gé ﬂi‘ 5 LEE#‘S&T;% f;.r glﬂ-"
Iy X
' G BILIOUS GREEN WOQDLAND GREEN BJEEEE %{ﬂ_&
)
ELECTRIC BLUE EMCHANTED BLUE ELE?'FHFE'SLUE &
BLUE S& Ll': ﬂll'.f lr'.-;:r':lH.' TE
RROWN ST BRORWN Sﬂﬁﬂf}:‘%& m%m?mmg
= T e
BLACK CHAOS BLACK - ﬁgﬂﬂﬂﬂf‘:‘hg{,gni
ﬁ'i-ff.ii'.-'& &HL:‘_EJ:‘EHEH
SKLLL WHITE ELE GREY .5'.':'-'.-'.[:'. WMITE
WHITE .ﬂ-'?lih‘-'.-é!'gg FLESH
BRONIED FLESH BRONZED FLESH & BRONWIED FLESH &
FLESH SVWALE BROWNY EXLLL WHITE
A X
COLD SHINNG GO0 %mﬁgﬂﬂéﬂﬂ VITHRR SIVER
i)
CHAMRMANL CHANRMAAN & A THARL SIVER
IRON GHAE&I%HI:N

¥ Useof shading s fo smphamize deep folds, cranses & sdges wisl Wghiighiing srnphasizes nrised sres

such 8% e fegnes, raised folds, fur mie

A BRONZED FLESH

A SHIWAG GO0

AWOODLAND GREEN

A SUNDURST YELLOW ik ENCHANTED BLUE

A BLOGR RED

“jm] .

A ERULL WHITE

A SNTHAR SHVER

-l SASLME RO

A ROTTING FLESH

LI I

A SPEARSTAFFE BRawn  AWORM PURPLE

o ORC BRI s HOBGOGLIN ORANGE

A GOBLN GREEN

ol A IR

A ELE GREY

& BRAZEN BRONZE

ik FED GIORE

il B OUS GREEY ok GHOLL GREY

& IMEERIAL PURFLE

A HESTIAL BROWN

A SOOOY BLUE ﬁ.TI'_'J"ilLﬂTM‘H‘H_F

Don't forget - all models benefit from
a proper undercoat before painting,
An undercoat should take the form
of a light coat of matt white enamel

or cellulose paint of the type sold as
car body paint. Many model shops
sell spray cans of paint ideally suited
for this purpose. Colours will only

show properly if you undercoat your
models before painting. You have

been warned!




CITADEL MINIATURES PRESENTS

GODENDEmoN Awa

The First National Figure Painting Championships

IF YOU FAINT FIGLRES, THIS 1S YOUR CHANCE TO PROVE THAT YOU'RE THE BEST!

You could win The. Country's most prastigious figurd pactiing event, the
Gitadel Minlaturgs

We won't pgretand s golng to e easy o witls s 8 mational
championshio. with heats all over the country, and 8 'Grand Final in
Nottinghame But the winners are going to be the best ever fantasy figure
painterss

A'n]:-l' you. could be ane of théms You epuld be the winner of &

So what-ara ol walting for?

Enter ohw or &l of the catogories at one of the games and hobly shops listsd

i this mnmmﬂmm!h Tha thres  winness fronl each heat will Wwin 4 110
.7 redesmabia 8 the.final, an exclisivea

T'Sh.rr: ami an dnfration to'the: Grand  Championship in Nottinghaom!

The final. compatition fo decidsa thé Natienal Champlons ln each catagary
will be hald:in Natfingham an 27 Jung 1987«

The wipnars will be the H.um.rnm F' e Pufnnng Charmpionse Each will gat
arid of the prostigrogs (<00 -« and a cash prizos

'['Ihm: are l:'.lﬂhl calcganies {of ehmies:

; S.unn-.[p ‘Characiar #:gms

.’. Em;prﬂ Enﬂnﬂmn-n

'n Moristar

Ie Deajpon Lre

= Sllﬂ'ﬂ'ﬁl -I“EILH‘H

. Digeam (5-25° mmﬁlu i@’ - SATHng -
ﬂv‘{ﬂﬁ'ﬂumfhni‘n sile EEL“ Tani

Tu ignette (uo fd'd Ko -;m a | aceme hass -
FITARITTLN m: m -1

quunw fF.E‘-rI-I mw'm uf L] .pr.'u-.mh

figis)
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H fter painting upumpteen thousand figures for games,
_A| what next? There must be something else otherthan
putting thuml}nsaparate wargames bases. Well, yes, the
‘something else’ is a diorama — a dramatic incident
created with figures and scenery. It's a lot easier than it
looks too, because diorama building uses all the same
tricks as figure painting. It's just a bit bigger,

It'sagoodideato make a sketch planof what you want
the diorama to look like before you start work, Work out
where you want all the figures to go and what scenery you
think you might need. Planning ahead saves a lot of
frustration.

The base or frame of the scene is usually wood, while
landscapes are built from polystyrene foam, plaster and
stiff card. Polystyrene needs a very sharp knife to cut it
cleanly — so be careful unless you want an authentic tang
of gore and finger-ends littering your work!

Polystyrene needs ‘pinning’ together with small pieces
of wire as well as glueing. Don‘tuse super glue, unless you
want to see all your hard work melt; epoxy and PVA are
the best, After the glue has dried, you can fillany gaps with
a mixture of PVA and sand or plaster,

Pools, ponds, puddles and streams can bemade by pain-
ting the ‘wet’ bits with gloss varnish, or pouring PVA glue
into an appropriate depression. You canalsousecold cure
resin.

Building the extras is the next stage: towers, castle
bridges and the like. Stiff card, thin ply or plastic card are
alluseful, and can be given a stone-like surface with a coat

of PVA glue and sand. The same useful mixture can be used

for ground textures as well.

The final touches are adding the figures and any other

tiny hits and pieces.
Easy, eh?’

- | DIORAMA 1.

A. Botgrud It (C12) Gobin,
| B F2 Men at Arms

N G Sergeant at Arms (F)L
| © The Dead Ore rORCY,

E. Grihrok fORCI) Ore.
E Head Cracker (C12)
Goblin,

G. Standard Bearer & Musi-
cian from Cronn’s Gobilin
Guard (RR3N

"H, €03 Cleric...

e S g e

e

S T S R
&.ﬂ- :..-:.q.-

e

s = ;

_ = ’“ o

o | T e # '.,' i

2 - % T -

o _I I g g: 1 n

i = :
f' % -5;' :_E Il::l = G
| | DIORAMA 2. E Lo Marquis de Sword (F2). | . El?_hkﬁhlh 4 E Gobiin crow from Skull |
| A S Menne de la Mente G, Si Pression de fas Masse | | | m:ngﬂmyﬁnm%:'g C. orten Sits od En & |
| & Sk Evorce swashirm. T . |§ C. Dragon Eggs (honest). Dery Podgebelly (C11)
| | C Sir kit Breaker (F2). ko Sky Saemper, f:1ke i | | | ® Srog Stuntycrusher (C29) H.I'I‘.I'.I!ﬁrq;:. .
| D. Lady Zoneliegh (F2), es. 1l o
| E Lord Anum (F2). L [C21) Zombie Lord. - |- Bronb Cioivey 100G/ I f_ﬂ# Snatiing (doing tar- Fﬁ
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| DIORAMA 4. . | DIORAMA 5. E. BartholdT (F4),

| A Krayos Dheth (CHI), rcHr; pAroni . A. Asbjorn (Fd) E Ghost (C18). ;
| B Lord Micheal (COS! Owarl. F Wulfar Stonehammer of ? B Aedwald (£ C. Frederik (Fd). i
| € Arch Demon (C23), Karak-Unger (D5) Feudat | | | | © wolfgang (Fa). H. Reinhart (F4).

| B 3"’?57 the Slaughter Dwarf. . Do Gunter (£4) L Grim (Fdl. :
| ez o ' |
2 i i =
e ’(; o ..\,
| e e e E.:"* e L i e - e
-'-.ﬁ.-ﬂ-.-- ﬁ:ﬁ %?ﬁ' o e E-ﬂi”" e L:-\..-:'ﬂ' . S o &E‘H = e W i '::"_ﬁ- I e o




[ FivEFeog




P

£ FarLonn




DIORAMA 3



F FRrEO







FANTASY BDATTLE RULES

T

-[r he Goblin Commander wiped
his runny nose upon s snot-
caked sleeve, spat loudly upon the
floor and continued to leaf through
the pages. He knew these three
books contained the secrets his
grubby little soul craved, that within
their colour bindings lay the wisdom
of battle-masters and strategicians
of renown. Eagerly he thrust his
clawed finger into a hirsute nostril
and began to explore its cavernous
interior, Across the tabletop his op-
poneatipgked.on withrbarely con-
cealed Hizgust, Tihe Elven Lord tried
ta distéact himself by studying the

, =

tabletop battle. His forces had made
considerable headway through the
woods and were now poised to
emerge upon the Goblin centre from
both sides and rear. it had been easy
to draw the Goblins forward, their
commander had joyfully advanced
his forces against the deliberately
weakened Elvish centre. Now he
was |logking for some way out of an
impossible situation. The EIf looked
up to see tha Goblin Commander ex
amining a large bogey on the end of
a filthy finger, he felt his sensitive
Elven stomach heave with disgust.
Without ceremony, the Goblin pop
ped the morsel intotits mouth and
swallowed. This was too much for
the ElIf, who turned as green as a lor
nalim tree in the spring, and fled

from the room with a lacey handker-
chief clasped to his mouth, The
Goblin Commander listened to the
sounds of distress emerging from
the bathroom next door, excavated
anather large bogey, looked at it and
smiled. ‘Against Elves’, he thought,
‘it never fails’.

Warhammer Fantasy Battle provides
a comprehensive set of tabletop
gaming rules for use with your ar-
mies of Citadel miniatures. Whatever
army you choose to collect, such as
goblins, undead, men, dwarfs or
elves, you can lead It to victory us-
ing the Warhammer rules. Each race
has its unique abilities, its advan-
tages and its disadvantages. Each
race needs handling in its own
special manner, fully exploiting its
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strengths and concealing its weaknesses.
This game has been developed over many
vears of tabletop wargaming by the
authors, the commanders of a multitude
ot armies from gobling to chaos.

Warhammer Fantasy Battle comes in a
three volume boxed set comprising Com-
hat, Battle Magic and Battle Bestiary. The
detailed rules cover all aspects of tabletop
tantasy wargaming, from setting up the
wargames table to hghting small scale
campaigns. Over 120 spells are included,
together with statistics for Citadel
miniatures and a complete scenario entitl-
ed The Magnificent Sven. A separate gasy-
reference playsheet and countersheet for
use with the scenario are provided.

Navice generals please note: Wachaminer
Fantasy Battles contains gaming rules onfy

Other than the full-colour cardboard
models provided for the scenario it does
not confain the dice, models or scenery
vou will need.

* Full-colour box * Combat book * Battle
Magic book * Battle Bestiary Book *
Flaysheet * introductory scenario * card-
character sheet *

SUPPLEMENTS FOR
WARHAMMER BATTLE

Expand your gaming set-up with these
specially designed Warhammer Battle sup
plements. These boxed sets each contain
infermation and model buildings sufficient
tofight out a complete campaign. We even
pravide card counters to represent the
larces involved, so you don't even need a
fﬂ]kﬂﬂmpl[}ment of maodels to play.
LY
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BLOOD BATH AT

ORCS DRIFT

By lan Page, Gary Chalk and Joe Dever
Vaguely based around another battle with
a remarkably similar name, this pack pits
marauding orcs against a small colonial
state of men, dwarfs and elves. The allies,
representad by separate commanders,
squabble amongst themselves whilst the
orcs sweep all befare them. Can they set
tle their differences in time to save the day,
or will they fall beneath the iron-shod heal
of the Orc King. This pack contains a com
plete campaign divided into four battles.
Each battle presents the gamesmaster
with a map, command sheets to distribute
to the players and a selection of card
buildings and counters. The card buildings
are easily. assembled and make a useful
addition to any scenic collection,
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By Richargd Halliwell

A complete Warhammer campaign in
which the evil, sadistic and thoroughly
unpleasant McDeath murders ‘Good King
Dunco' and usurps the throne. Ores, men,
dwarfs and treemen fight out a titanic
struggle for power, money and alcohol.
Players represent the forces of the evil
MecDeath and of the various factions that
oppose him (and occasionally each other!).

Each battie presents the gamesmaster
with a map, commang Eh?mm‘ﬁlﬂtﬂbm&
to the players andra seléction—of. card

buildings and cuuntary’l’hére are Tour bai—_.
ties to be fought, - full-colour pﬂstﬂrmﬂp‘.

of the battle-sites jand surpoanding ares i

————inciudedriliustrating thet il of the aveng

ing armies. The fingl” conflict " centres
‘around the castledn which the skujking
_"munm:h sufmuﬁds himaelf with orcish
lackies. The tastie s FTepresented by 4 folls
‘eolour full I:I—]=lrj ready foEimmediate use,

| — - I [

OVENING = ORIDES

Bv Richard Hallivweall

This is the official Warhammer competi-
tion handbook, featuring army lists for ten
Warhammer forces, including men of The
Empire, the norse, arabians, skavaen,
dwarfs, elves, dark elves, undead,
goblinforcs and chaos. A substantial rules
update is also included, providing special
rules for the forces described, plus
changes made to the main rules in the light
of continued games testing and players’
suggestions. The army lists are-designed
as the basis for official competition games,
whether between competitively minded
players at home, or between players tak-
ing part in any uffin:ial championships or
Games Wﬁ]‘kﬁhnp. Thlb long awalted sup-
plementisan ITWHTU#HE aid to all Warham-
mer- players and &n essential guide to
competitive-Warhammer play.
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v Dave Andrews and Andrew

-

Szczepankiewicz

Providing proper scenery for the tabletop
wargame is the gamesmaster’'s respon-
sibility, one made all the harder if bulldings
must be built from scratch in the tradi-
tional way. This boxed set not only saves
the time and effort involved in making your
own buildings, but also graces the tabletop
with a selection of fine modals by awar-
ding winning scenic designer Dave A
drews. The building are printed in
full-colour o flat sheets for you to-gut-out
and assemble. Featured are a storehouse,
manor, inn, barracks, mill and numerous
houses. As an added bonus, the box also
ncludes. g _‘campaign ideas-and setting”
hookjfor yselwith the models, including, | |
Statisties and., details, :rf :nhabit'ams. \
events, etﬂ we | 3
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.135.: Dave Andrews. and - -Rick Frﬁ’esrfé}r 3

The Terrbr of the Lichemaster provides.&—— |
further selection of sgenery for tabletop °, |
Wwargamgrs, including al mine, a |
hemestéad, barm, mill;-inn-and-houses.
: Thesa full colour buildings-tcan be.
: A : /-f‘ assembied using contact adheswe farm: '.II
""x. = iy ' & Ing the care ot a seehicr collectiofthat
: _ ' would do jusyice'to.anybody's wargames
;_.-.... pall ol e set-up, Of '$p&n:'.ia| mterest is the mine with
. T e . its attandan.n ater-sluice, mine head and
H i g 1 ! afa-trueks. A'complete Warhammer cam-
RS _— - ; . 'palgn & inkluded, utilising the buildings
i ~'f _ P = and saleetion of cut-out card models. The
VR 3 ::w ¥ ! .:[ ; Pl ) CEMpaIgn pits the forces of necromancy
3 '. - :M_-' . IFI[!I| : against 'lh.é human inhabitants of a valley
P ; | | | LSl — it The Frinces Cut-off by the winter
’r. e ] snows, 'the settiers must Tace the terror
-] '#_,....-.r _—— M L alone, scarce.aware of the perils that have
- TRl Fl=T ' been awskened from the old barrow,
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Snotling Pump Wagon War Machine

T;p. tap, tap, tap. Haimmer, hammer, hammer hammer.
Hammer, hammes, thunk.

AMAARRRRGH!Y

Com Warspanner was having 2 very bad day. It would
farn out 1o I:I'E 1 dl}r Whi:‘l:h Tﬂuld Ehﬂngﬂ I'ﬁ.i5 "I'II‘D]E
life, bor he didn’t panse to reflect on this 25 he danced
araund his workshop clutching his flatened thumb, Even
Breakface, his old and fould-mouthed parrot, winced as
Crim swore stexdily for three minutes without repeating
himself.

“Wash your mouth out, it squawked, as Grim paused
for breath, “Wash your mouth... FAWWKI!®

“‘And you can shut up, as welll growled the Diwarf, as
the parrot climbed unsteadily back onto its perch. It
cowered 23 he went to retrieve his hammer

Grim's black mood was lifted slightly by the pamer of
small feet outside his workshop door.

“Ere. Grim, called a high-pitched voice from owtside,
“You in?” Grim opened the doos and was confronted
by a small, green-skinned figure, clurching a sack that
was J]mm.‘l s ]:Ii.E a5 .i.'tEﬂi[.

"Cot stoff] it squeaked, “You got swuff?” Grim went
back mto his workshop snd up-cnded 3 small sack. A
couple of pounds of nails fell out onto the floor - Gam
had flattened them with s sledgehammer and ground

"Cood stuff. it said. “Ere” It tiped out its own sack.
and a shower of small, brightly-colovred mushrooms
cascaded onto the floor. Gnm popped one in his mouth.
and a smule slowly across his face.

“Ere. Grim! the Snoling broke into his reverie, "Wotzat?

"My latest invention. said Grim, walking over to the
wooden, cartlike object he had been working on, “A com-
bination of 2 pymp-operated horseless track and a grain-
cutting machine. sdapted for vse on the battlefield” See-
g the look of blank incomprehension on the Snotl-
ing’s face, he repeated his explanation, using & mixture
of pamtomime and very short words,

“This, he said indicating the rocker-pump on top of
the cart, "Up, down.” He began to work the pump, and
the machine moved forward a little way, the spiked roller

on the front spinning rapidly.

"Kills lots, he continued, miming being run down and
swept under the rolleg, 'ﬂiIE.. sp-lit.' The Snulling's £Ves
were wide with awe

“Aargh, splat. it said, in hushed tones, "Coorrl”

Later that night, Grim was swoken from a peaceful sleep
by a tremendous splintering crash from the direction
of his workshop. He reached the window just in time
to see the silhovette of his invention ﬂlﬁappurihg Gver
the hill. Two Snotlings were working the pump
mechanism furiously, and several more were hanging off

Snothngs. whe blazed a trail of destruction across 2 wide
tract of forest belore they encountered the Ores of the
Splmtered Bone tribe. After some not entirely bloodless
negotiations, the machine and its Snotling crew were
pressed into service as allies, and the machine saw ac-
tion in several battles, disrupting enemy lines as the Orcs
closed for combat,

M | W5 | BS 5 T w
= i 0 b b b

I Alld lm C WP

i 1 As crew

The machine requires 3 minimum crew of 2. Starting
from rest, its B nises b'_lf | point per turn up to & Max-
imym of 6, the machine always moves s full move-
ment allowance Deceleration causes M to drop by 1
point per turn, and tumn it {which requires a total of 10
S). Any figure struck by the spiked roller as the machine
plovghs across the hattleficld takes 1 automatic 5 6
hit as &t runs them down.

Points Value: 150 hhﬂudmg crew)

Crew - 6 ot 10 Snotlings

M | W5 | BS S T w
4 1 . 1 1 |

them to a sharp edge. creating several dozen tiny knives.  the sides. 1 Alld| el | WP
The Snotling picked one up, examined the blade. and  Grim's H:lpcr wag stolen from its creator, the 3 | 4 q 4 4
stuck it in its loincloth with 3 toothy grin. Dwarven Engineer Grim Warspanner. by a group of
THE COMPLETE SNOTLING
BASIC WAGON

PUMP WAGON
S

l":'-.'{'..',\l'.

BASIC WAGON PLUS
EXPANSION PLUS 2 CREW
PLUS 10 RANDOMLY
ASSORTED RIDERS

INCLUDES 4 RANDOMLY
ASSORTED SNOTLING RIDERS

AND 2 CREW




3« PHOTO FEATURE

The 1986 Dragonmeets were quite an eye-cpener for me - | really hadn't realised just how much
the general standard of painting and modelling had improved over the last year or so. I'm looking
forward to this year’s Dragonmeets and this years offerings with some trepidation. | mean... my
stuff wsed to look good! If, like me, you could use some inspiration in these days of ever rising
quality, you’ll find this special selection of Citadel models very useful indeed. Those more astute
amongst you will recognise some older models amongst the more recent additions, but please
- don't write asking us where you can get these collector’s items... ‘cos you can't
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Fig.!
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Figd
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Fig's
Fig.é
Fig.™

FigH
Fig.D

Fig.ho
Fie |
Fig12

Mg ld
Fig i
Mgl
Fiig. i
FiglT
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HEly
Fig2q
Fig 2l
Fig 22

Hgdd
Fig 24
Fgls
Fig. 20

T 27
Fig 28

Fig. 78

Tirnimel Fijgider (10 & Wundal! Wizard (04)

.-“'I.'.r_.:"l:'ll‘-ll" e Meangiias (L) & D nrond Siogibearry

it

Geharlbntr (L) & Fatrepidd Feileal (84)

Hera Fepmnmiergram (DM & Gadngeed Crnorrer (M)

Frievrd {0 & Lanilear Tinselinage (04

Keelorslzed () & Nadin (04)

Thulerim Fhiof (i) & Kapsak vhe Diranibard

(]

Kandur {I4) & Sppprd (4]

Mercenary Axewen (82 & Adorf Sergrant (F2)

Ernsr Shosrrfreerrt §F2) & Asren! fhe Arcber fE2)

Altdorf Avenan (F2) & Georg Liphifoot (F2)

Enrico Soldiamce (F2) & Renbastus Soifvesrd

{F2i

Stegfrivd (P4) & Kigminars ()

Strefter () & Ludiofg (84

Klpgfiried (F4) & Kigrbear? (54)

Hertbalay f- & Frederik (78

Stgeiirnied (F4) & INeter ()

Lady Soreliegly (E2) & Sir Caram (F2)

Sire i Brealvr (F21 & Sie Mowrne alfe fa Meanite (F2)

MF faries e Llon (FS) & Lond Anuam (520

Str Erecad ol Srearly (E20 & Lo Albert i (hee (F2)

Ffl_'__pﬂ."r'rr.b Hrvdermans (000 & Adolpb Baderpinll
Ef

Addrpad Feltiiade (F2) & Didier EK’JI‘I‘S‘L‘?F&IF_{,' AT

Ky Karincher (007 & Erng fagen (007

Altsercle Alsricend FOOT) & Avpedrd Allciried 50O TS

Winlfaray (4 Feiaderl) & Koarl (P Feadal)

Jodvrnn (R Fradal] & Gueter (89 Badai)

Sr Freaston o Ing Masty (F2) & Sic Gesffry de Ar

cher (2]

Fig 20
F-'ﬁ_u
Fig 33

Fig 34
Fig 15

Fig 36
Fig 17
Fig 38
Fiy 30

Ei il
Fig Al
Fig 42
Fig-3
Fig 44
Figa%

F]’_,!.: i
Fig 47

Pig 48

Fig 4%
Fig 50
Fig 51
Fig 52
Fig 53

Fig. 77

IMrrgaiar TR & Siteie (R4

Readwald (8 & Kuetdnlf (R

Megfelersy fFE) & e {54)

Rertl fF) & Gererrir (1)

Ragimar (R & ol (R}

Crlird (Fl) & Egal (i)

Chepmer Raghod (ORCH & Kragiod Clearer

FEREETD

Ozl (ORCT) & Briegrod (QRCT)

{Crazpar Sntpberfer (ORCH & Vaopod FORCT)

Braperbol (ORCEH & Gorg Stenlaeiker (ORCH

ﬁ;ﬂt}d fnne Sreaker (OKRCT) & Sorg Bradulwasber
=iy

Giripnlng Graghol fORCH) o Gaglob Chackbnolf

(OHRE T

Hraplod fow-Hiter (QORCH) & Crivser Giloidbog

TCRRETR

Crfadstorhe e ferge (CHT G Sharar (OHT)

Straanaieny (CHI Y

Vi Griged Dhe Applianoe (D & Clienglils Craerp

FEHT)

Horly Feart Cheaver (CHIEG SIF Dininaed Faen-

shvaker (A

Figam Edardl (CHT) & Sadele Mesivisnerieiriod SO

Lictrofidar Levinnrifafaer (ORT & Dead Ty Babyion

{CHi

I:}]:ﬁ:-?.lg the Lestpppabe (CHY) & Dvayod Pletlk

A

Diecedrtriger (TSN & Wreckedb (18]

Spitnder Seudl (C1E) & firadn Ripher (E18)

Shilkebant (O] & Shevirmee (C21)

Hoere! derst (OTR) & Rustbone (018)

rdarbaner (CIR) & Wireckril (CT8

Flg 54
Fig 55
Fig 56-57
Fig 38
Fig 54
#iz 60

Fig ol
Fig. 62
Fig 63-67
Flg ol
Fig 60
Fig T
Fig 7t
Flg 72
Mg T3
Fig Th-Té
Fig *7

Fig. 78
Fig. 79

Abipreraier (G114

Filapeal Eilds (CI8)

Thw i fernadics fCA)

Five Firm Maver (EET4)

Oy Winrrtor & Sharman (23]

Hupman’s Comerasa gronf for fhe Begiwment aff
Eewrdenen Bored Set

Matihag (€383 Cgrey

Coeeliergmy (002 Orprey

The Chaoy Drvarf hoved sl

cerien (150 & Bogrin fronbeard (D4

Hraved Snmibben Eye (05§ & Grfar Grissen (1015)
Wielfar Stonebairieer (D51 & Heoletas (I15)
froitel B St (135) & Magier the Coecfoands (0490
eraiik (L35 ) &

e Hewn (102) Clee Retadner (132

sl Viltegetrs ()

Py Dreergeans & Dragons™  Mindainres Green
Trragon

Mercemery Crosebaeman (F2) & Tilean
sl fF2)

Crumrnery Captodn [F2) & (rastan Searer (F2)
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NOTE: these models ars but & small salection from our forges and do not repredgent our ntie range iy any maans! Many of the mlnlutl,ms prnsented in previous Jownnals
and Compendiums are 81l available and we are constantly relaasing new. maodels, Flease check prices and svadability whaon ordering frem any source more than 12
manths old, Send o lorge stampad, saif-addressed anwalope o us 1o recoive our latest reledsa shaat,

WARNING: Fiease remambar that Citadel models are intended tor sergus and responsible gamers and collagiorg - they are not toys! Modals contain lead which may
b hasmiul if chowed or swallowed, Citade! Miniatures e not recommaended for ehildren wnder 12 yoars of age

Models annotated with this symbol are MULTI-PIECE castings which will mquire assembly. A degree of modelling competance
is necessary to construct any multi-part kit and we do not, therafore, recommand them for inexperienced or very yaung
modellers,

Models annotated with this symbaol are supplied complete with a seperate, moulded, hard-styrene shield, allowing realistic
shield thicknesses and an enhanced threa-dimensional effect. Models are cast with a small stud onto which any of our
many shialds will fit snugly. The stud represents the shield boss and can be painted as such. Altermatively the stud can
ba aasily and simply trimmed or filed to give a flar surface, ideal for painting devices or symbols on the shield.

The vast majority of cur models are now supplied with our renowned hard-styrene plastic slottabases for goming and display.
Each base has a pre-cut groove to accepl the tab cast-on to each miniature. Soma tabs may require a small amount of
filing or trimming to fit the base. Do not force the model on as this may break the model or the base. Apply glue to the
tab on tha model and fix to the slottabase as shown,

Wa now produce a variety of different size and shape slottabases, The simple key below indicates which bases are suitable
far use with sach range

Mote that models cannot be adequately supported on bases for which they are not designed. Please indicate your cheice
of base when ordering.

Slpttabages are included in the price of the model with the exception of the metal base (add 3p to the pricel and the two
sorts of Regimental base. Regimental bases can bo supplied either Instead of three regular bases or at an additional cost
of 10p each, Regimental base A is suitable for use with all codes marked with tha symbol, base B is suitabla for
use with all codes marked with the [Z5] symbol.

la0] 125 |20 @@ SOd| fooo

e
Mode! has dfixd0mm  IEr2Bmm 20x20mm &y - Een Afatal, 5 S F}‘ﬂﬂ Erand REGUAENTH RECGIUIENT A
integral cash  Squee Sas  square Aage  gqoave Base  Aowagoesd  clvaRr bage ;:H Racrangolar 2 piares] {84 FAnwm) 120w fiflemani
T fage Bass o] fpnn

F2 FIGHTERS

ASTOL THE ARCIER

GUNNERY
CAFTAIN

ROMBLSTL S
SELLSWYHEL AITIMYHF INFANTRY

ARPUEBUSIER
ALTTHIRF AXESLAN

&

L3
;1
#
F ]

;P -

NULN SPEARMAN IMPERIAL GUAREY

e BRI BOLDLANCE *%{
ALTIMIRF SERGGEANT

WEHCENARY
GROSS B M AN

FASIE THER GOHND

ﬁm

HEIK GLARD -
B, LECIPOILLY
: - WERTRAND THE Rilly RiHGLE
TARN S50GMARSUEN LAC ELANTD
b SIR GECGFFREY VOLRIK THH BRAWE PURRITER S GEORGE EAGLEHELM
BRETER !
DESIGMED BY ALY MORRISON, TRISH MORRIZON, ALAN & MICHAEL PERRY I

Modals ilfustrated af 75% full 5lzs.
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CUSTAVLS STROMGWILL

THEPHELLS

(IO WOV ESIANE

F2 LORDS OF BATTLE

Litical

CASUAET Y [(YRIANEMD THE BOLTY

DESHGMED BY JES GOODWIN. BOB NAISMITH| & TRISH MORRISON

JOSEF BREIGHTAXH I

a8l KULL ©F [Tl

I SIR KT HREAKER RIE PRESSIHON [V LA MASSE

F2 PALADINS

reii

SIE MONNE
DE LA MONTE

HIH OSRAN
SIK GDOFTEY TTE ARCHER

MALRICH
SIH CYRIL BFESTITT BARCEN CHE DOFL THE CHAVALIER

HH EHRM, DE $wasil

DESIGMED BY JES GOODWIN. BOB MAISMITH, ALY & TRISH MORRISON

@ﬁ?l

'

LADY ZONELTEGH

LI MARLHS [ SW0GHD

-

FEIRYAT

RERFRA

TEMUSIN

DESIGHNED BY ALAN & MICHAEL PERRY, BOB NAISMITH

20] @@1

l Models iustrated af 765% full size.




WILHFLM

CHARLDIX

F4 MEN-ATARMS, NORMANS

DESIGMNED BY ALAN & MICHAEL FERRY

\ f il

GLELLALIME
ETTENNES

CASUIATTY

F4 MEN-AT-ARMS, VIKINGS

i
GRETTI=

RAsNLS

DESIGMED BY ALAN & MICHAEL FERRY

HELYH™

TEAFTIAN

RUELESL'LE

TTARGIR THHERIK

AT HIL

F4 MEN-AT-ARMS, FEUDALS

R

DESIGNED BY ALAMN & MICHAEL PERRY

i‘ NEVLI%
REMARD S1¥ FEFFRY ”“"" FLCH
S0 YA GODWIN AL LEWELLIN RERN ARES RERHY ok w6 i

Models iustrated of 75% fal sirg,




F5 MARAUDERS

DESIGNED BY ALAMN & MICHAEL PERRY

EKRAAN FEATHILEAVER
“-r"'.‘_.
BUTLASTOR FARMIE M

Y ' , & B

LUNKO! BANTSMITY o - i 0 : LNAR. THE DOOMED .__./fj KVAN THE CRUSHER

FARYLOR BLOCMDRALE

0

FROHGAMRORN GORETHERST CASLIALTY HARGOD GUTSPILLER BROGAE ARAINHEATER GEAAGRC IELMCALSHER VROGD THE SPIKE I

F6 BARBARIAN RAIDERS

DESIGMED BY ALAN & MICHAEL PERAY

“

-
(RN THE URGENT
BROGE jl

KAVELDMILF THE BEUTE WIILF STERMAXE ~ FVEN BARECHEST  EGIL-CHIEF OF CLANS

F7 FEUDAL KNIGCGHTS Horse & Rider—

DESIGHMED EY ALAN & MICHAEL FERAY

%\

BARTHOLOMEW SIR BRYAN g T S He ) / e,
L FITZGEBAN oized i JONRYDER  RALPH LORD WILFORD

CH3 CHAMPIONS OF CHAOS

DESIGNED BY JES GOODDWIN & BOR NAISMITH

506

H&

g
VIRTNAR AXELORD  VASKEGARD DOOMILADE

ETBLYEMNOR MACEKILLER KRONTHARSG ICHENITELSE WANGART SIS PILLER THUN HELMBEATER

Models lustrated at 7H% full size.




CH2 CHAOS WARRIORS

DESIGMNED BY JES GOODWIN, BOB NAISMITH & ALY MORRIZSON

GARGO THE UNSTOFPARLE

AL UMHRARD EARTHSIAKER EHITNEN
MEO0M AXE

GLATISTONE TH LARGE SR GIGAL IE APPLEANTH

-

CEERHEC HAMMERH ANTY

GEIM WRENCH
i CRIACHS LOEL

ST Oe e MIGATTY 203 ARKWRIGITT

BORES HEARTCLESVER

CHeé CHAOS THUGS

DESIGMNED BY ALAMN & MICHAEL FERRY & ALY MORRISON

SEOKLESWOIRD

GRIMIACT TIE 'I'I!:!II ICHY

PAYTIM Hid: FAIR

PN HEAD

SLALE A XE MAETIN

NEAIN ELAMMER ETADNTAR

= ®H @

CREEPING CLAW

FHE HEADTAKER

i

MANDOUIN

s
- . THL -9

JACK “0F LANTERN

i L5
5 . ¥ .a"J .
SHAEYE THE INQUISITOR
" |

AMON TR

CHS CHAOS
SORCERERS
& FAMILIARS

DESIGMED BY JES GOODWIN
& BDB NAISMITH

" ",
"ELIITH IRONLUNG

<

STIT GLOMEM '
AZCITH SOULFLAY

WA LK NG B0

OH1 NINJA

DESIGNED BY aLan & MICHAEL PERRY & ALY MORRISON

BN CASLALTY

LEE H:I!'-ll:-i

EHLEL-REN

Models Westrated af 78% full size.




ORC 1
WARRIOR
ORCS

. DESIGMED BY KEVIN ADAMS

ORC4

DESIGMED BY
KEVIN ADAMS

A STUNTY SLICER,

ORC 2

CHAMPIGNEI SAVAGE ORCS

DESIGMED BY ALAMN & MICHAEL PERRY

ORC 5
ORC VILLAGERS

DESIGNED BY TRIGH MORRISOMN

HAKBLOD

GREE BONEHEADY

LK

LLODETE

DS CHAOS DWARFS—

DESIGMED BY ALAN & MICHAEL PERRY

A W

ANTOR AXEEREATH
TARG TOOTHEACE

8

SITHLAN SHARFS WO DY

TELEGRIN FLAMEBEARD
. RARIN SPIKEHEAD

THHAKDAL
SKULLCRUSHER

: ! WALTRTHANG
CRIGOE BLACKSOLIL

THE HOREINLE

EFIEETAIL .

EKALIS THE MADY

BLOODSUCKER
Kikeal WD WIDOWMAKER

BELEKHOST
[FEATEHHEINGER

ZELAZAD IHMANHEAD  JERRELL IBONHAND

— D5 IMPERIAL DWARFS

D4 DWARF

@’ DESIGNED BY ALAN

& MICHAEL PERRY

-

TIMMNEAR

CAMBAH

LIRCON

FASTEMR
THE
FACELESS

HLIMBOEN

e
”

WARIN

BOGRAM

ADVENTURERS

DESIGNED BY ALAN & MICHAEL PERAY

il
GARGLE
GLUNMNER

DUNAAR
FUNNELMAGE |

EARNAK
THE
DRUNKARD

. ..i..-
THULGRIM TIHEP

o

k-

WLNDAL
WIEARD

TUANNEL
FIGIITEH

KRALADZEAD

MCDOUR
THE
MANIC

INTREFID
EERE AL

HMEAD STOUTIHEART

MERSE HAMMERGEIM

EZANDLR

Maodels Hustrated ar T5% full size,
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KNFGHT EUNOREMAN ARUHER WARRIOR BONEY ROMBER GLARDSMAN % o
DESIGNED BY ALY MORRISON SCYTHER

r—EEﬂ {JLLSTE]ﬂ r@' Cl12 GOBLINS @@1

SRICKT F
-

LAMGG CLTHREANTY

SLICE

WARRIOE TRILL

|
I DESIGNED BY ALY MORRISON ' I 2 il

C2] ORC BOAR RIDERS Rider & Boar

BARF PEAREAIN THWAK

DESIGMED BY KEVIN ADAMS

;-_,ﬁ P

]
BLLGN{AH REGELADE

| ] ST

v
38 &

" b | - ! =] i
4d % . 4
A - BUGHEOG BOWRIDER e oo g‘ t T e .
TUDGET SPEANSPIKER ECIGNED BY KEVIN ADAMS POGROK FACEMACE ACBLAD CREPIAR

{ Modals Nustrared st 75% full size.




C22 IMPERIAL DWARF

[

C22 CHAOS DWARF PETARD
BOLTTHROWER

MG EE HENEG

| AT - OOEE
MERCENARY

©OHERE CAFTAIN - FEROSTH Y006 F

CrLTTLALES « DGRE EXECITTHINER

DESIGNED BY JES GOODWIN

OGEE SERSIRKER WLTANT AMaRE

AL - SEEAL

-y

(@

MANTICORE

C29 MONSTERS

GESIGNED BY TRISH MORRISON
=1 1L1|r .
vl

VOERG GREEN DRAGON
DESIGHED BY MICK BIEBY

S iy
.I L
g
v "“'I.,- ] ‘ -
.;
= &

e T 4]

WOHUNEF RED DHAMGON
DESIGMED &Y BOB MAISMITH

Fiv A

DESIGNED BY TRISH MORRISON
DESIGHED BY ALY MORRISON

C46 VILLAGERS & TOWNSFOLK
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LIMD RE # -
; 2 & servasr wITiH O WORKER CGAR  ADW THE GOOSEGIAL  poywn SELLER i Jlm:m'u:uul BLACKANITE
TES ALF THE DELNK DESIGNED BY TRISH MORRISON n i
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i

MARINE A%ILE LALNCFER

TIEATH SCILIAEY K

DESIGNED BY BOA NAIEMITH

MARINE FIRENE: MARINE AIARCING

MAREME GLARD

Wodels iNustrated af 75% full size.
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EBDAAR
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SCRIPT:WAGNER|GRANT
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o, DRTEWINSJIMCCARTHY “...) ..
.

OF MIS CHAMPION SCLEBAN T
FOULMHEART AND THE RESOLIE : B
OF PRAAG, Mif RAGE-SOREAM e
ECHOED ACROSS TME COSAMOS,
AND HE VOWED AN OBSOENE @G
VoW ASAINST THE OUTTAST =
AALAL = AND HIS VWLE SERVANT e
KALES DAARK ... —
N
=, ~ i
i - \
a -“3‘-
. @
{“K :

HOBAN MEADMACKER, BLOOD-
DRINMKER — HE WHOSE FESTERING
TOTEAA-STAVE BORE WITNESS
IO HiS DEPRAVITY...

HEN MHORANE THE BLoop God
BID LEARN OF THE KILLING

LETTERS: S. %TTE_‘.R)

LY

FROM THE FAR REACHES OF NORSCA
EHORNE SUAMMMONED THEM—

LZINBAR SICKLESWORD, SLAYER OF
FE o0l DEFILER OF THE PURE ...

i)

=
| L .
AND WOREE— THOSE DEMOA=BRED WARRICRS HNOSE VERY NMAME WAS -
CHAODS — WHOSE PEEDS BAVE NEW MEANTING TOD THE WORD EVYE...
MNHELW LB AND
R s *
i THE S ADS
SROTHERS ! o -
AE e
4 o e 4
Fl‘ =
. b e
> - /
L] o ——
) [
e i
i V)

AND KHORNE BADE THEM RIDE — WITH
BUHT ONE COMAAAND BURNING IN
THEMR TWISTED AMVINDPS —

FEAY KALES DAARK S
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IN THE DEPTHE OF PALACE PRAAES THE DOOMED
ONE, KALEB DAARI , FACED SAkAVEN
FIRE THROWER — POIWERED BY THE EVIL OF .
THE WARPSTONE ., . . épr?'ldME :

AR R AT
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7" THERE MAY BE WIV e

MORE. RATAEN BELOW : TIL* %"

i SouND THE PALACE BELL:HE
FULL ALERT

FInD
EIR TUKKELS

50,
WIZ ARD— 4408
W SEEKS TO DESTRO
YOUR FRECIOUS
GODDESS ...

YOUR GOD. ..
YES. ..

WELL
KO DOUBT
HE HAS HIS

REASORE.

AYE,; BUT
MOT FOR PRAAG.
BECALISE

THERE ARE

R - | HAVE FASHIOMED
Pl bl S THIS AAILLET TO SEE HOW (T

£ IARONS THAT
] 2 : AlD YO 1M YOUR GLOWS FAINTLY
WILL 0PI JRLUANICA'S i GUEST. WHEN POINTED
NORTHWARD,.?

THEY WERE ABOUT YOLUIR [ THE CLOSER
PASSE BUSIMESS "fﬂlié‘-ﬂMEél"ﬂ

O INTO THE ;
LUTCH OF CHADS VETCH! Y TH
A CENTURY AGO BY v MORE Iffr?mz.r
OME WHD SHALL, = WiLL I
ER... REAAAIN 3
MNAMELESS.

HIS G
GRAMPEATHER,
WALPURGIS
THE

42



]
P

[ BUT WHAT THE Book &b NeT
fAY WAL — MWHYE WHY BiD
AALAL CHOOSE TDO HELE
LOWALY PRAAG? PWWHAT
UNNATURAL SOHEAME IWAS
THE AAADL OMNE HATEHING 2

THAT THE FATE
OF THE IKIRGDOM,
SHOULD REST Ik THE
HARDS OF A CHAOS
WARRIOR AND HIS
INSAME GOD...

A

3 MOST
/ WORRNYING !
\'l'.} MOST
= WORRYING !
i

... AKD THE
DoOoOMED DNE
SHALL RIPE OUT
FROM PRAAG,

ACROSS THE

DEEPER , EVER DEEPER INTTD
M%Eéﬂaﬁﬁ RODE ICALEB DAARIK.
—| ACROSS THE PLAIN OF BLIGHT
AMND THROUGH THE BARREN

... AND THE SPARK N
WALPURGIS AMULET
CREVW EVER BRIGHTER.

IARSAN s A LAND
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AND HE WHISPERED SWEET
WOoRDSE OF Stood AND K
VEMGEAMNCE .. . FANNING
THE RAW HATREDL THAT
KINPLED IN THE BOY'S
HEART.
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MO SO0 SANE
MABLAL !
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BLOGCD, CHAQS
rocs!
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e HELWUD AND JAEK....JAEK AND HELWUD...THE CHAOS BROTHERS e

When the servants of chaos gather amongst the
smoke and fetor of their unholy halls, they raise
their drinking-skulls to Khorne the Blood God.
As one the gibbering crowd cries its deathly ex-
hortation, gulps at its stinking brew of blood,
swallows in honour of the thousand atrocities
committed in Khorne's name. As the multitude
grows drunk upon the fumas of that foul brew,
warriors tell of their deeds and of the deeds of
heroes past. But always the story returns to two
of Khorne's servants, two heroes whosa legen-
dary exploits are steeped in the everliving gore
of battle, Helwud and Jaek - Jagk and Helwud
- The Chaos Brothers.

Their's is a tale of death, of violence, of blood,
and of more death, It iz a tale rendered all the
mora terrible because it begins in so innocent
a setting as the 'Orphanage of Verena', a
charitable institution for waifs and strays in tha

little town of Wurtbad. There Helwud and Jaek
grew to boyhood under the close supervision
of a priestess of Verena. Alas that supervision
was not closer| For at night the young orphans
would forsake their comfortable beds and creep
down to the cellars below the crumbling foun-
dations. There they would listen to strange
gtories told by the mysteriqus stranger that liv-
ed amongst the garbage and filth of the under-
crypt. Only the orphans knew of this dark figure
that spoke in a rattling voice and who played
soft music upon a piping reed. Little did they
realise how much damage that oddly inhuman
yoice and that unearthly music was inflicting
upon their virgin souls. For behind the sombra
rags that clothed their nocturnal mentor was
nothing less than one of the arch-servants of
Chaos - a Skaven Lord of Decay bent upon
moulding malleable young souls to the will of
Khornal

METAL SHIELDS

Of the deeds of haresy, infamy and murder com-
mitted at the 'Orphanage of Verena' on the night
of Hexensnacht we shall say no more. From that
bloody day the legend of two of the mast feared
of Chaos Warriors began. Who knows when it
will end .... pious men can but pray it will be
s0on.

WARHAMMER STATS

JAEK AND HELWUD

; 1M { WS
BATTLE 2
ROLEPLAY 86

LA Dl
BATTLE .

ROLEPLAY

Meodels Nustrated at 75% full size.

COMING SOON!

Well over the course of the next vear amyway!

Probably the I:Hgges( single event in the history of
the universe - bigger even than the Big Bang itsell
- will be occuring sometime later this year when
WARHAMMER 40,000 - ROGUE TRADER Is
released by Games Workshop. The target date for
release is September of "87 and so far things are
locking good. Yes, we know we've said rash
before about it being available but this dme we really,
honestly and truly mean it. Honest!

WH40K - ROGUE TRADER (or even WH40R as we
are referring to it), for those of you who haven't read

In response to great public demand we have
produced and maintain a of metal shield
designs. Designed for use mﬂ of the plastic
shields supplied with our models for those who
prefer the heft of metal on the battlefield. Due
to the less restrictive moulding techniques of
manufacturing metal models we are able to offer
an enormous variety of shapes, sizes and
decoration as compared to the plastic shields.
All the designs currently being manufactured
afe BLSHsea here A s WL be periogica any of our previous pre-release news items, is of
added to in the fisture as demand and fancy ake course the futuristic version of the WARHAMMER

us! BATTLE GAME. We are planning some really

attractive miniatures to back it up - along the lines
In order to keep the cost of the metal shields of the C100 SPACE MARINES shown in the catalogue
as low as possible we can only supply them

section. Watch this space!
as random assortments of 12 shields. Other things to look out for in the meantime include

the usual and irrepressible cartloads of marvellous
new miniatures from the workbenches of the world's
test design team. New models s ing the
readth of fantastic, the Rituristic the
ight awesome! Of special note are the extensive
m to the boxed set lines planned. More
Regiments of Renown, Dragons, Machineries and ong
ar two less-classifyable sets are all scheduled for
release over the next 6 months or so0,

And, on top of all that lot, we are also busily working
away on choice items like SIEGE mules for Warhammir
Baftle and a massive hard-back Compendium (Late
Summer).

Amongst this vast cornucopia of new and exciting
miniatures and games there are bound to Ee a ;:EE
surprises and develﬁrmmls we'll iy
kccf you posted via our monthly release sheets and
White Dwarf magazine.

Shield designs are illustrated at full size. Look
out for new designs in our monthly releases and
in our White Dwarf adverts.
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CITADEL JOURNAL IV PRICE LIST

FULL-COLOUR BOXED SETS

BDDI0 RED DRAGOM. . o ioreisisisiiiiares
BDD1] GREEN DRAGOM. . ovvveerirerrireernnrarsnns ...£5.95

BME3 BALROG AT KHAZAD-DUM................ ...f9.95
This set includes the BALROG itself. as a multipiece casting, plus
models of GANDALE ARAGORN and BOROMIA. Reqguires Assembly/

RR] BUGMANS DWARF RANGERS.......coocvvverinnrnrnnnnnn . £993
Each Bugman's Set contains 4 Command Models and 13 trooper
models. Trooper madels are suppifed as a number of varianis, randomly
assorted. There may be variation in the exact number of any particular
trooper model included in the set but the total number of alf froopers
iz fived. Models suppfied with plastic shields and bases.

RR2 THE NIGHTMARE LEGION.. ..£9.95
This Skeleton Regiment of Renown EDHTEJ‘HE # C‘ammand mnﬂ'efs aned
20 randomly assorted Trooper models. Models supplied with plastic
shields and bases.

BP] THE SKELETON HORDE.. ST ..£3.95
This boxed set contains & sprues wrrh enﬂugh ,ueirr.s m- ass&mb."e 249
complete skeleton models. Also includes plastichases and shield
SOFURS.

MACHINERIES OF DESTRUCTION

All Machineres are multi-pack kits and require assembly.
MDI] GOBLIN KING'S CHARIOT . .....ocuiiiniiienn PR AL

MD2 SKULL CRUSHER.. o ) ..£6.50
Mighty Goblin's Stane Tf:mwmg' ]'.T'e.bucher ccrmpfefe wﬂh g:?bfm crew
models.

MD3 LEAD BELCHER.. i ..£5.95
Goblin Organ Gun Mump.fﬂ E‘annan, a.l'sa 'I-'.I'JﬂT mmp.l’ere gﬂ!:u'm erew,

MD4 ELVEN ATTACK CHARIOT....cvveeeereeeeerricnenseennsss L9958
Mighty four-horse chariot crewed by warrior elves.

MD35 MAN-MANGLER.. - o ..£5.95
Ore war machine as des-:'mﬁ&d in rexr Supp.u'aea' mmpfem mm crew
models.

CITADEL DRAGONS

All Citadel Dragons are multi-part kits and will require assembly,
DRAGZ BLUE DRAGON & SORCERESS.........ccovvevvenno 393

DRAGJ3 GREEN DRAGON & DWARF
ADVENTURER.. .E595

DRAG4 GREAT FIRE DRAGON & KNIGHT....ccccvvvnnennen £5.95

CITADEL COLOUR

Citade! Colour Paint Sets include plastic tray which doubles as a water
dish and mixing pallette. Brushes and models are not included.

Y

CITADEL 'COLOUR 'PAINT SET.......c.iccorsrnsoranersi£5.95
CREATURE PAINT SEL...ciaaaainiaia 595
MONSTER PAINT SET.........cooiiiniinnennrnnnen . £5.95

WARHAMMER BATTLE

WARHAMMER FANTASY BATTLE RULES........[1295
BLOODBATH AT ORC'S DRIFT.........ccccoonnenruennsnn £6.95
McDEATH.... PR R 1 1
TERROR GF THE LICHEMASTER Y /- L
BLOOD ON THE STREETS..............................,......55.95
RAVENING HORDES.........ooieirsiessrseaesnaenen £4.95

SNOTLING WAR WAGON (C22)

THE COMPLETE SNOTLING WAR WAGON.....£5.00
BASIC WAGON KIT... ..£2.50
EXPANSION SET.... £1.95

NOTE: Crew figures are m:r!' amr!ab.l'a i wn'ua.ffv .*md are supp!.reﬂ' only
85 & random assoriment with the wagon.

CITADEL JOURNAL &
COMPENDIUM BACK ISSUES

COMPENDICING L. i smisaasmmirmsmsinmmisiog

JOURNAL ILooooooereeesscseeeesssssonssessssssessssssssenansE1.50

JORRNAL ML i si s imnmnanasavssanab D5

KALEB DAARK MINIATURES

NOTE: These models require assembiy

B L O s e £2.50
Foot and mounted versions of this awesome Chaos Champion.

Cl3 HELWUD.. ..£2.50

Foor and mﬂunif.'ﬂ' versions n:;u‘ Jaek 5 EFE#I'F'.'} anﬂmer Champ.'un of
Chaos.

Cl3 KALEB DAARK.. o .
Hero of Malal, foe of all Chaos. A foot and mounted pa'r:'k

METAL SHIELDS
SH] METAL SHIELDS

-£2.50
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CITADEL JOURNAL IV PRICE LIST

{(RANDOMLY ASS'd MIX)........cc..cii.

COMPENDIUM ADDITIONS

serveesrannsdd Tor'blp

F2 FIGHTERS i mi st i eiiiilnsisead Sor 1,95
A U]z tat= e =1 i SR—————————— 1 .15 4
F2 PAUADINGS o s s b st i Top v EL B
F3 BARBARIANS. ... ciireersssnsrrvnsrrssinyurarranmnressaiesd f00 E1L9S
F4 MEN @ ARMS, NORMANS. ......cc.civniniicininnnnd for £1.95
F4 MEN @ ARMS, VIKINGS......cccoverieenieninnennened for £1.95

F4 MEN @ ARMS, FEUDALS...........cleiveiienieninenad for £1.95
FS5 MARAUDERS.......cccvvimmearvissinssnrnss ot for £1.95
F6 BARBARIAN RAIDERS:....cvuirerernrnansisnsanssninasnsind for £1.95
F7 FEUDAL KNIGHTS.......ovnvvnen.2 Horses € 2 Riders for £2.50
D2 NORTHERN DWARFS......ociioimivemiiirorsmeseiincisesd for £1.95
D3 CHAOS DWARFS....cccoiiiinrimmmmismimmmmnrenssnssanssasit for £1.95
D4 DWARF ADVENTURERS.....ccvviiimreiierasseniannnessd for £1.95

D5 IMPERIAL DWARFS. ..ccoiiiiiiiimenncnnsnninsinnennennesd for £1.95

D& DWARE VILLAGERS. ..ooviieossiocisiamnssmsiiiosiioneid for £1.95
CH2 CHADS WARRIORS.....c.oocivniarnnimsiasnnsenneenesd for £1.95
CH3 CHAMPIONS OF CHADS........occcviiieevsnennasend for £1.95

CHEJ CHADS SORCERERS & FAMILIARS
ceevieeireneid Sorcerers & 2 Familiars for £1.95

CHE6 CHAOS THUGS.....ceieiciereiesrrannssnsrnsrseeneneood for £1.95
OH L RINDA o st el i i aeasn sns s G L
ORC] WARRIOR OBCS...covvoommennaissnssnsnseaeesneneed for £2.50
ORCH ORC CHAMPIONS......ccoorricieenesitesiinesssensnscd Up gach
ORC2 SAVAGE DRCS...ocveevirieersereessrssrassenneneeeesd for £2.50
ORCS ORC VILLAGERS....ccoiveeiae. vens for £2.50
Cl12 GOBLINS....ccoeiiiicinnienriarnnsnsrsannns e for £1.95
C1 T BRELETONE s ic vt e et vt Lo 51
G20 TROLLS ..o oeeeriininescnnsseamensmnsrmareonssssssensersseb)idD cach
C2] ORC BOAR RIDERS...........cesveueenssRider & Boar for £1.50

C21 GoBLIN WOLF RIDERS
oviiiiiniiennn? Riders & 2 Wolves for £1.50

C22 CHADS DWARF PETARD &
BAZOOKA TEAMS. ..cvoveereiciasssrnanssnmssseses 1290 the set
C22 IMPERIAL DWARF BOLT THROWER............L2.50 the set

C23 GIANT OGRES....coieevensreerrerasnsensserersstsssensenab 29 cach

siievnB1195 each
v £1.95 each

...£1.95 each
£1.95 cach

C29 HIPPOGRIFF.......ccoviinarianss

C29 MANTICORE. ....c.iiiassansmmnssies
228 HNDRA. . commmyiisssie i i e e e Ty
520 C O ATRICE vicyoiisiaarh v s ssatisvivevigarrecad iink
C29 YOUNG RED DRAGOM.....ccicevnreseiioeineianinnnnn£1.95 cach
C29 YOUNG GREEN DRAGOMN.....c...ccoveeirevensenssr.£1.95 each
C46 VILLAGERS & TOWNSFOLK......ccicceveeniceeeaesd for £1.95
C100 IMPERIAL SPACE MARIMES. .......cccerinernennsrnn. 7 5p cach

CITADEL INFORMATION

Prices ara correct at time of going to press and are subject to alteration
without prior notice at the company's discretion, Miniatures are supplied
unpainted only. Citadel Miniatures are not toys| They contain lead which
may be harmiul if chewed or swallowed, They are not recommended for
children under 12 vears of age

Citadel Miniatures are available from most good games stores and hobby
stockists. If you have difficulty finding a local stockist we offer a
comprehensive mail order service which prides itself on efficient
processing of orders and a quick turnaround time. We are also able to
affer a complete games mail order service. We are able to accept orders
by post and over the telephone if you have a credit card. The telephone
numbers to ring are given below. If you are sending an order to us by
post please remember to include; your own name and address, a cheque
or postal order for the correct amount (please don't send cash as it is
all too easily lost in transit] made payable to GAMES WORKSHOF LTD,,
and remember to add postage and packing if applicable (rates are given
below). All monies paid should be in POUNDS STERLING. Orders will
normally take 2 to 3 weeks to get back to you but be prepared for a longer
wait during times of postal service stress, eg at Christmas!
A couple of little points to make; goods are not exchanged or refunded
unlass they are faulty, ie. you receive badly cast, broken or incomplete
maodels. This doesn’t happen often but if you have a problem the Mail
Order Trolls are wanderfully polite and will be happy to help you. Finally,
please don't forget the postage and packing, if you do forget 1o include
it we will deduct some of the goods you orderad to pay for it! This saves
avaryone a lot of messing about and means that we can get on and send
you some models, which is what we are here for after alll
Right then, here are those telephone numbers and the p&p rates:

POSTAGE & PACKING
LK, EIRE & BFPO;
Add 95p for orders
under E10 in value

Ordaers £10 or more in

value are POST FREE

following cands &s OVERSEAS: Add 33%
il Al for carriage

e OVERSEAS AIRMAIL;

BARCLAYCARD, VISA Add 55% for carriage

MAIL ORDER HOTLINES
Ring [O0773] 768522
& 07T TE0462
between B,.30am & 5.00pm
Monday 1a Friday
CREDIT CARES
Wa pocept ony of the
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Thea Citadel Compendium s
published once a year and i5
designed 1o function both as a
catatoguee and a guide 1o pain-
ting, assarmbling and gaming
with Citadel models. The main
chunk of the Compendiem are
its catalogue pages, featuring &
special selaction of Citadeal
models which we endesvous

toanmsire will be gvaiaile

throughout the life of the
Componrdiom. The articies
that appear in the Com-
pendium ara written
aspecially for those new 1o
the hokhy, or those
intarasted in
refreshing thelrbasic
rechniques, The Compen-
dliurm also continues
thi competitions; letters
and othar features from
the Jourral

The Citadel Journal is an occasional
magazine published two or three
times avear. The Journal features
articles and other items of interest

CITADEL

MINIATIIHES

to anyone invalved with Citadel
models; painting and miniatures
gaming. In addition, the Journal
seeks toillustrate a selaction of
recent additions to the Citadel
range of miniatures, as well as
suggesting Warhammer gaming
rules and detailing warld back-
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ground, painting tips, etc. The Jour
nal is also published for you to make
your comments, or to Suggest new
ideas via its letters pages and com-
petitions. Although we don't have
space for a letters pages this time,
please keep your comments
coming in for the next Journal.
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CITADEL PUBLICATIONS



NEW MACHINERIES OF
DESTRUCTION - stats,
baclkground, photos!
DIXON'S DIORAMAS -
in full-colour
COMPENDIUM UPDATE -
miniatures a'plenty!
KALEB DAARK -

. the continuing saga!

" CITADEL DRAGONS - _
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