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his is Blood Bow! - and anything can happen!

That's right, sports fans, the ancient ritual of the lost god Nuffle is back!
And it's bigger, better, meaner and spikier than ever before!

' Orcs, Humans, Dwarfs, Elves - all the major races of the Known World
(and most of the minor ones too) have ‘teams’ of Warriors, mighty
heroes who battle in great arenas for their people’s honour, pride, and

the sheer unmitigated hell of it!

Blood Bowl the game casts you in the role of a ‘coach’ of one (or more!) of these awe-
inspiring teams. You decide the line-up, choose the tactics, and - at the end of the day
- if you can get the best from your heavily armoured players (armed with only rippling
muscles and spiked gauntlets), you can collect the ultimate prize, the honour and the
glory of victory!

The package includes: two complete teams of hand-sculpted plastic miniatures in lifelike

detail; a three-part Astrogranite playing pitch in high-density, expanded polystyrene; the
ﬁ latest edition of the mind-blowing Blood Bow! Handbook; plus completely revised and

updated rules which will have you playing the basic game in ;

minutes, but which also provide additional systems for even

greater realism. : 3

This is Blood Bow! - wh{gn:%war is a whole new ball game!

'S C I
5 - 0
A H\LR®
| VR
‘\. Y N
\ >/ ——
=3/ AY Y ™
Games Workshop Ltd, 0('5ameiI W'?rkshon IU'S
Chewton Street, Hilltop, 1220 Key Highway, Baltimore, / ==
Eastwood, Nottingham, NG16 3HY. Maryland 21230 AT c): 21 <q1 oY
5 i ) \ LN [ !
o A i R s T fifiiia il o ddid H



ISSUE 102 JUNE 1988

EDITORIAL MANAGER: Phil Gallagher

EDITOR: Sean Masterson

CONTRIBUTORS: Mike Brunton, Graeme Davis, Richard

Halliwell, Jervis Johnson, Derrick Norton, Rick Priestley

and Nigel Stillman

GRAPHIC DESIGN: Chris Colston, Mark Craven, Brian

George, and BiL Sedgwick

ART EDITORS: John Blanche and lan Cooke

PRODUCTION: Heidi Allman, Katie Briggs, David

Clemmet, Chris Colston, David Oliver, Nick Ord, Tony

Osborne, Lucy Richardson and Richard Wright

COVER: Les Edwards (Young Artists)

LOGO: Brian Smallwood

ILLUSTRATION: % Tonv Ackland, [l Dave Andrews,
Paul Bonner, GECGary Chalk, [X] Carl

Critchlow, 4P H, Tony Hough, 0 Pete Knifton,
[@ Russ Nicholson, and @ Kevin Walker

MINIATURES PAINTERS: Sid, Phil Lewis, Mike Mc\Vey

and Darren Matthews

PHOTOGRAPHY: Phil Lewis

TYPESETTING: Lindsey D Le Doux Paton and

Dawn Duffy

INVALUABLE TYPING: Mary Anne Naismith

ADVERTISING: Tim Pollard

PUBLISHER: Games Workshop Limited

PRINT BUYER: Bob Malin

PUBLICATIONS MANAGER: Alan Merrett

ASSISTANT PRODUCTION MANAGER: Steve Bruce

STUDIO MANAGER: Tom Kirby

SANCTIONED OP: Bryan Ansell

Printed by ThamesMouth Web Offset, Basildon, UK.

All pondence except sub hould be add d to:

White Dwarf, Games Workshop Dss.rgn Studio, Enfield Chambers,

14-16 Low Pavement, Nottingham NG1 7DL.

Another month. Another Dwarf. Workshop is an
amazingly apposite name, you know. It's almost as
though our magazine were a Formula 1 car. Preparing
each issue is like preparing for a Grand Prix. It's a real
team effort. It's perhaps just as well that you miss out
on the pit stops, the flat tyres, the spanners in the
works... But the end result is one machine that can
really motor!

And speaking of motors...

There's a Dark Future just around the corner. And when
you're at the wheel of two tonnes of armoured steel,
carrying 250 pounds of high explosive ammunition for
the grenade launcher mounted just above your head,
and going into the bend at 100 miles an hour, you'd
better be able to drive...

Dark Future has arrived|

&

Oh. And don’t worry. Normal service - in the form of
the usual concise Masterson epithets - will be
resumed next month...

Phil Gallagher

Games Workshop would like to make it quite clear
that the Daemons referred to in the extract from Realm
of Chaos are wholly fictional creations. They have
no basis in reality whatsoever, and there is no intention
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Fasten your safety belts, it's going to be one helluva ride!
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OWARHAMME
— 40,000
7N

CDMPLE PLSTIC KITSIN ONE MIGHTY BOX

AUGMENTED FIREPOWER
ENHANCED SURVIVABILITY
IMPROVED FIRST KILL PROBABILITIES
INCREASED VICTORY INDICES

LOTS OF ARMOUR

ENEMY-CRUSHING TRACKS

NEwW FOR WARHAMMER 40,000 GAMES, THE
FABULOUS RHIND BOXED SET FEATURES NO LESS THAN
THREE COMPLETE KITS, MOULDED IN THE FINEST
IMPERIAL TECHPLASTICS BY THE SLAVE-MECHANICS OF
GAMES WORKSHOP AND BUILDING INTO THE MOST
AWESOME SET OF VEHICLES OF ANY MILLENNIUM.

CITADEL" |

MINTATURES

THESE HIGHLY DETAILED KITS COME COMPLETE WITH
MULTI-PURPOSE BODY SECTIONS, OPTIONAL HATCHES,
OPEN OR CLOSED CREW COMPARTMENTS, SEPARATE
COMMANDER’S HATCHES (WITH BOLTGUNS), ENGINE
EXHAUSTS, SMOKE AND GRENADE LAUNCHERS, SPIKED
RAM ATTACHMENT, AND EXTERNAL ACCESSORIES SUCH
AS LIGHT FITTINGS AND HANDRAILS. AND EACH RHINO
CANBE BUILT IN A VARIETY OF WAYS - REFLECTING THE
MULTIPLICITY OF ROLES FILLED BY THIS MIGHTY
MACHINE.

THE ASSEMBLED MODELS STAND OVER 12 FEET TALL,
SCALED TOCITADEL MINIATURES, EACH ONE BEING ABLE
TO CARRY AN ENTIRE SQUAD OF SPACE MARINES!

ARMOUR STEELS A WARRIOR'S SOUL
- THE CODEX OF IMPERIAL TACTICS,

SAYINGS OF THE EMPEROR

Figures not supplied. Model supplied unpainted
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Pete Knifton

Everybody knows who Pete Knifton
is...

- Colour and mono internals for
Stormbringer, grimy tone work for
40K, interior illustrations for
Dungeonquest -

Pete's inked visions dominated last
month’'s Blood Bowl feature - and not
without good reason. His feeling for
the comic book genre and macabre
sense of humour fit well with the
image of a sport in a bloody parody of
our own weorld...

- More visits to the pages of White
Dwarf in a year than the Reikland
Reavers get through sustitutes -

In fact, he was bound to end up here
sooner or later. See for yourself. The
Useful Information Table tells you
everything you wanted to know
about this fantasy artist but never
dared ask...

John Blanche

MINATIONS
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Useful Information Table

Eye Colour: Hazel

Star Sign:
Age:
Training:

Carser

landmarks:

Capricorn
30

Self taught (still
learning)

colour work for Omni

book jacket covers
Vis covers
Thundercats stickers
scenic art'in theatre

turned down project
with Alan Moore
because he didn't
know who he was.

Zodiac, Aerosmith,
Kiss, Kingdom Come

Literature: Mike Farron, Stephen

King, Moorcock & Dick

Comilx: popular stuff; 2000
AD, DC Watchmen,

Dark Knight etc.

Beardsley to Kirby,
Sienkiewicz

Mad Max, Aliens
Toy Robots

Shreddies with
Thundercats stickers
in them

Biggest
influence:

Magical Mousaka Tour

Favouritest Land of the Giants
Ever Thing: spacecraft




ELDAR
WALKER

THE NEWEST CREATION
OF THE ENIGMATIC JES
GOODWIN, THE WALKER
STRIDES EASILY ACROSS
THE BATTLEFIELD,
PROTECTED BY AN ARRAY
OF POWER FIELDS, AND
ARMED WITH A LETHAL
COMBINATION OF LAS-
CANNON AND THE
AWESOME SCATTER-
LASER. A POWERFUL
SUPPORT MACHINE FOR
ELDAR DREADNOUGHT
SEUADRONS, AND BANE
OF ALL HUMAN AMBITION.

a31NddnNsS LON SN3INNVE

MARINE HEAVY WEAPON

NEW HEAVY WEAPONS TEAMS CREATED BY THE INFAMOUS
MECHANICUS CLONE-ADEPTS MARK COPPLESTONE AND ALY
MORRISON. THE SPACE MARINES CREW IS CONSTRUCTED TO ACCEPT
ANY ONE OF A VARIETY OF SEPARATE HEAVY WEAPONS, ALL READY TO
COMBAT THE THREAT POSED BY THE ELDAR WALKER.

LEGIONNAIRE|

ONCE-PROUD SERVANTS OF
HUMANITY, NOW AMONG ITS
DEADLIEST ENEMIES. THEY
HAUNT THE EYE OF TERROR,
SCREAMING CACOPHONIC
PRAISES TO CHADS,
GURGLING UNUTTERABLE
HORRORS TO A DEAF
UNIVERSE. DESIGNED BY
MICHAEL PERRY.

PAINTED BY MIKE MCVEY

arsy HEAVY WEAPONS

MORE HEAVY WEAPONS CREWS
DESTINED TO SWELL THE COUNTLESS
RANKS OF IMPERIAL ARMY TROOPERS.

DESIGNED BY MICHAEL PERRY TO TAKE
VARIOUS WEAPONS, THEY PROVIDE
INVALUABLE BATTLEFIELD SUPPORT FOR
ANY ASSAULT FORCE.

PAINTED BY DARREN MATTHEWS

WARNING! This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 12 years of age
Copyright © 1988 Games Workshop. All rights reserved. :




A DIARY IN THE LIFE...

When White Dwarf 101 was at the ‘wouldn’t it
be a good idea if’ stage a wistful memo was
circulated around the disinterested parties,
suggesting what should go in it, and why. It noted
that because there would be no Marginalia
feature, Culture Shock would be the lead item
and would therefore have to be prepared earlier
than usual. So when the column was still being
compiled the day before going to press and a
certain stumpy editor could be seen burying his
nostrils in his navel, a plan was hatched to take
a slightly different approach to avoid any chance
of the problem recurring in future. A spy was
planted in the midst of the editorial department
with a brief to monitor caffeine intake, gossip...
oh, and game development.

Reports so far... It’s early in the month as yet,
but already there are mysterious happenings.
Acid tongued PR man Andy Jones has moved
over from the Eastwood offices to establish his
Ministry of Truth at the studio. Huddled away
in a goldfish-bow! office upstairs, GW’s own
watchman has been busy making a firm foothold.
Plans to take out injunctions against this very
journal are now being formulated.

A

Andy J: home sweet home

Also recently arrived in the studio are the returns
from the Readers’ Survey in 101. The very first
to appear were deposited on the writers’ couch,
and with each passing delivery the pile has
continued to grow like some alien life-form intent
on world domination. The couch has already
been lost to the horde, displacing Rick Priestley
from his usual haunt, and plans to abandon the
office are already being formulated.

A sunny, sleepy lunch hour here at the pixies and
fairies department was disturbed recently when
three members of that world famous rock
institution Hawkwind arrived for a brief look-
around. Harvey Bainbridge, Huw Lloyd-Langton
and Danny Thompson visited the Design Studio
the morning after devastating Nottingham's Rock
City with a show from their latest tour. All of
them are very interested in roleplaying and
gaming, and some of them already collect and
paint Citadel Miniatures so they were delighted
with their no-holds-barred guided tour given to
them by friend of the band Tim Pollard. During
the visit it came to light that this same Tim Pollard
actually went on tour with Hawkwind prior to
his employment with GW. A couple of years ago,
the band toured with their CHRONICLE OF
THE BLACK SWORD concept show, based on
the Elric stories of band friend Michael
Moorcock, which included a sword-wielding Tim
playing the part of Elric’s arch-enemy, Jagreen
Lern. Incidentally, a video of the concert from
the Hammersmith Odeon is available from record
shops but not, unfortunately, from GW Mail
Order.

Sabbat: going up

Danny, Tim, Hugh and Harvey discuss the finer points of Warhammer Fantasy Battle.

And while we’re on the subject of world famous
rock stars, thrash band Sabbat, who took the WD
readership by storm with their eloquently titled
Blood for the Blood God flexi-disc in WD95,
recently reached the number one spot in the
independent heavy metal charts with their debut
album, History of a Time to Come. The HM
music critics not only frothed unashamedly over
their music, but they also took a liking to the cover
- painted by, wait for it, John Blanche.
Celebrations all round, then?

Remember Knightmare? TV journalist Tim Child
managed to convice Anglia Television that this
computer animated role-playing romp would
make the hobby’s ideal introduction to the small
screen. The series was shown on the ITV network
last autumn and it looks as though Anglia’s
investment and Child’s convictions have paid off.
The series recently won the Jean d’Arcy award
for technical innovation and concept. Now
another series is being planned for the end of
this year. When GW talked to Tim Child, we were
told that a similar programme with an SF slant
is under consideration. If it goes ahead, plans

are to aim it at a slightly higher age group.

8 WIEINTS B



Various items have appeared in the national press
over the last few months relating to the new film
version of IPC’s Judge Dredd character -
somebody with whom we’re all familiar. The
items in question have speculated wildly about
who might end up playing the part of the perp
buster himself. In March, The Star triumphantly
proclaimed that Sly Stallone had pipped such
hopefuls as Harrison Ford and Arnold
Schwarzenegger to the part. In fact, a more recent
item has quashed that idea. The producers were
afraid that Sly wouldn’t want to remain masked
for the entire movie and so the field is open
again... only this time, Chicago Bears’
guarterback Jim McMahon is odds-on favourite.

As in any development process, projects under
way at the Design Studio go through stages when
they are referred to by working titles - something
for everyone to identify with while someone else
generates the total marketing concept. However,
in somewhat rebellious fashion, Citadel figure
designer Aly Morrison has been renaming some
of the miniatures. The hermaphroditic
Daemonettes of Slaanesh from the forthcoming
Realm of Chaos range have been lovingly
referred to as the Lust Lobsters of Death.
Granted, the figures have to be seen to be
believed, but the designers’ room has been
cordoned off and help is on the way.

And we haven’t heard the last of the Lust
Lobsters:.. Watch this space.

In the darkest corner of the writers’ dungeon
something big is being hatched. .. The blistered
digits of Rick Priestley and Nigel Stillman are
even now tapping out the contents of
Warhammer Armies. Starting from Richard
Halliwell’s original manuscript, developed by
Matt Connell, the two tabletoppers are slowly
but surely creating the definitive guide to fantasy
forces. While the pair were away having new
fingertips grafted, a sneak look into their files
revealed just what was involved; new magic rules,
a bestiary, banner illustrations and the army lists
themselves, lovingly designed to work with WFB
Mk3: Humanoids, Black Orcs, Undead - you
name it, Rick and Nigel will probably have a list
for it. On top of all this were details on allies
and mercenaries, so much material that it seemed
like a good idea to pinch a bit. There, the section
on Fimir, they'd never miss that - check out this
sneak preview on page 19.

In addition to preparing Warhammer Armies,
Rick and Nigel have also been reviewing plans
for the future. ‘Basically’, says Team

Rick, ‘there’s an awful lot of work
to do and not enough of us to do it

But what sort of work is involved? We asked the
man himself.

“We want someone to work in the Games
Workshop Design Studio in Nottingham as part
of the team. We are offering a stable position in
a growing industry, good prospects, and
unlimited quantities of hard work. The job will
involve designing and developing miniatures-
based game systems, background material, and
supplementary support such as army lists and
magazine articles. Obviously, the main subjects
at the moment revolve round Warhammer
Fantasy Battle and WH40K, but we will be
developing other, related systems. The immediate
aim is to find someone who can look at these
projects from a perspective other than that of a
roleplayer. Where are all the articulate

wargamers, then?’

Could you do the job? We asked what sort of
person the team was looking for.

“Well, Nigel's a pretty good example. He's been
involved with wargames for years, even co-
written a book on ancient armies and had several
magazine articles published. We're looking for
mature applicants (Nigel's 30, I'm 29), with a
good command of English - perhaps they’ve been
through college. Ideally, it should be someone
who has been involved with writing and
designing published material, and would like to
take things one stage further. Obviously, it would
help if they have a fair working knowledge of
Warhammer Fantasy Battle and Warhammer
40,000, but this isn’t immediately important and
certainly not a prerequisite for the job.

Applicants should write to the address given
below enclosing personal details and history.
Applicants should be mature (not less than 21
years old), and willing to work professionally
with other writers, artists and designers.

Warhammer Designer, Rick Priestley, Games
Workshop Design Studio, Enfield Chambers,
14-16 Low Pavement, Nottingham, NG1 7DL.

On the shop front (pun intended), GW’s first
Specialist Stockist enjoyed a hugely succesful
launch early in April. At the opening, Encounter
Games in Cardiff (formerly F C Parker), had
the now traditional quota of packed crowds,
special offers and guest appearances by GW's
finest. Next on the GW hit list is Southsea Models
in Portsmouth - any offers to start queuing now?

Meanwhile, GW’s frontline has been
strengthened by the capture of new territory in
Southampton. Atrocious weather didn’t deter the
faithfuls as they took part in the traditional all-
night queuing ritual, covered in protective
polythene. As usual, there were special offers
to be had, people in fantasy dress and people to
meet. Watch out! Next time it could be you.

We close with a notice. Applications are still
invited for the post of Miniatures Designer to
join the Citadel team at the Design Studio in
Nottingham. Candidates must have had
professional experience in the field and should
apply in writing (enclosing full curriculum vitae),
to Alan Merrett at: Games Workshop Design
Studio, Enfield Chambers, 14-16 Low Pavement,
Nottingham, NGI 7DL.

We've been having great fun playing with the new
characters for Curse of the Mummy’s Tomb
(see p64). But, as the rules stand, the first player
to get to the Chamber of Osiris generally wins,

unless they are very unlucky, or only have 1 life
remaining (in which case the Mummy can get
them). So we now use the following optional rule
to give the other players a chance of ganging up
on anyone who looks like getting an easy victory:

If the Mummy attacks a player in the Chamber
of Osiris, instead of wounding him or taking a
discovery card, it will throw the player out of
the pyramid! The player should be replaced in
a start square (the player who moved the Mummy
may choose which), and the Mummy taken off
the board as normal.

While we’re on the subject of rules, it has been
brought to our attention that the rules for Flame
Bright in Heroes for Dungeonquest include a
slight error. If you own a copy of the expansion
kit, you should replace the last three lines of the
first paragraph under Flame Bright and Combat
with the following:

You start the game by rolling a DI2. If Flame
Bright's LP marker is on the ‘6’ space or lower,
you must roll a DIO. If it is on the ‘3’ space or
lower, roll a D6.

Encounter in Cardiff
Fantasy dress winner: a £50 GW voucher went to this
Daemon — James Sheaman.

WU HREND VAR
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IN THE UK...

* SO N: 23 East Street,
Tel: 0703 331962 (Manager: Adrian Weston)
% LONDON: Plaza Centre, Oxford Street, NWI1.
Tel: 01 436 0839 (Manager: Phil Brough)

% LONDON: 1 Dalling Road, Hammersmith W6.
Tel: 01 741 3445 (Manager: Pete Armstrong)
* BIRMINGHAM: 37, West Terrace,

The Pallasades. Tel: 021 632 4804
(Manager: Dave Howard)

* LEEDS: 12/16 Central Road.

Tel: 0532 420834 (Manager: Val Eyles-Owen)
Closed: Tuesdays.

% MANCHESTER: Unit 162, Marsden Way,
Arndale Centre. Tel: 061 832 6863
(Manager: Karl Hulme)

- % NEWCASTLE: 63 Clayton St.

Tel: 0912 322418. Closed: Wednesdays
(Manager: Ian Henzell)
 NOTTINGHAM: 41A Broadwalk, Broadmarsh
Centre. Tel: 0602 585744 (Manager: Colin Morris)
% SHEFFIELD: 95 The Moor.

Tel: 0742 750114. Closed Wednesdays
(Manager: Paul Castleton)

* YORK: 26 Goodramgate. Tel: 0904 653575
(Manager: Evan Moss) Closed: Wednesdays
* DERBY: 42 Sadler Gate. Tel: 0332 371657
(Manager: Colin Morris) Closed: Wednesdays
% LIVERPOOL: 23 Bold Street.

Tel: 051 708 6087. Closed: Wednesdays
(Manager: Karl Hulme)

AND IN THE USA:

. % BALTIMORE/WASHINGTON AREA: Unit F3,

Laurel Centre Mall, Laurel, Maryland 20707.
(Manager: Tim Olsen) =




One person has emerged as the
number one force in science fantasy.

His name 1s

DAVID EDDINGS

author of the bestselling five-volume epic The Belgariad

Garion’s infant son
has been kidnapped!

Join him on his
dangerous search as
he journeys into the
foul swamps of
Nyissa and the lands
of the Murgos,
where new evils
threaten not only
him but all

mankind . . .

Book Two of

THE MALLOREON

is out now in hardcover

from Bantam Press £11.95

Book One is available in
Corgi paperback (£2.95)
and in Bantam Press hardcover (£10.95)

If you haven’t yet discovered the Eddings
magic, now’s your chance to begin!
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* WE ARE EXCLUSIVE
DISTRIBUTORS FOR

ALSO DISTRIBUTORS FOR - THE AVALON HILL GAME COMPANY
VICTORY GAMES INC., NEW YORK, NY. & COLUMBIA GAMES INC.

Available From

Available From

b/n(é

2 Available From . The (fapé“&’nn’ 'Confkdefali()n Available From

dt'm( @75 BATITLETECHK 9299 BE““‘ES

; ON LIMITED
. LONDON & BRANCHES OF LOND

N, FRoM GOO0D GAMES SHOPS EVERYWHERE _

The world of HARN is the u/timate FRP play-aid; an authentic medieval environment,

designed for fantasy gaming. With HARN, you can create and plan your own campaigns
quests, and adventures within a complex, realistic background, confident that this world
will unfold as it should. ® HARN is supported by an outstanding series of expansion modules

£

’

COLUMBIA GAMES INC.

THE WORLD OF
A

A FANTASY ROLE PLAYING SYSTEM

_ TRADE & OVERSEAS ENQUIRIES WELcomE [N

Access

® PHONE FOR DETAILS OF SHOP:SOILED AND TRANSIT ( Y ‘]
DAMAGED GAMES AT REDUCED PRICES W Hl GnmES
® PLEASE SEND S.A.E. FOR COMPLETE LIST OF GAMES CHART HOUSE - STATION ROAD - EAST PRESTON

® IN CASE OF DIFFICULTY IN OBTAINING ANY GAME —
WE CAN SUPPLY DIRECT LITTLEHAMPTON - WEST SUSSEX - BN16 3AG - UK

® UK POST & PACKING CHARGES — TELEPHONE: RUSTINGTON (0903) 773170
£1.95 FOR ONE GAME - £3.00 FOR 2 GAMES (ALLOW UP TO 28 DAYS FOR DELIVERY)
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Another Mixed Bag
Dave Langford

Christopher Priest once pinpointed the
temptation lying in wait for any reviewer who
tackles a mixed bag of unrelated books. This is
the litcrit urge to fudge up a Common Theme,
a cosmic generalization which (a) provides a
Procrustean bed which for continuity the books
are then chopped or stretched to fit; (b) will be
totally forgotten by the time the next column’s
material suggests a different and contradictory
theory of literature. I hope this isn’t too good a
description of past opening paragraphs here.....

The barren land of Trilogia, famous for its sterile
wastes, has developed a few oases. Most eagerly
awaited is Bob Shaw’s The Wooden Spaceships
(Gollancz 294pp $10.95), successor to The
Ragged Astronauts. Book 1 established Land and
Overland, planets which impossibly (in our

universe) orbit each other within a common .

atmosphere, fleeing ecological disaster. In
Spaceships, the plague-carrying remnants of
Land society mount a crazy invasion: there’s war
in the “cold arena” of interplanetary air, with
balloons, bows, musketry and - literally - wooden
spaceships. Rousing stuff! Meanwhile on
Overland, an odd subtheme emerges, involving
cursed farmlands infested with alarming insects
(when in his flesh-creeping mood, Shaw can
make a woodlouse horrifying).

You’d expect this to link with the ecological
background, the real shadow on Overland being
that unless inhabitants stop exploiting the brakka
trees which are the major source of fuel and
durables, the same eco-disaster will recur with
(this time) no escape hatch. Instead the plot veers
off through real interplanetary vacuum to a distant
third world, Farland. The journey there is terrific,
but to justify it Shaw introduces a plethora of
plot devices: aliens on Farland, alien spores from
somewhere else, an Ezekiel-style flying saucer,
a superperson who recites background
information in telepathed italics. The story purrs
along, but if it were a car I'd say its classic lines
were obscured by too many bolt-on goodies.

The Enchantments of Flesh and Spirit by
Storm Constantine (Orbit 318pp £3.95) is “The
First Book of Wraeththu” - how do you
pronounce that double “th”? - and proves to be
mntelligent and well-written. God knows what it’s

about... The background is a run-down future
wherein our sort of degenerate humanity (which
stays remarkably consistently in the background
despite retaining such skills as genetic
engineering) looks likely to be replaced by
Wraeththu, mutants who are hermaphroditic,
dangerous and sexy; they’d all be rock stars if
rock still existed. This is fantasy in that the
mutation is contagious, like vampirism: our hero
Pellaz duly undergoes “inception” and begins
life anew. Like so many genre heroes, he (now
he/she) is marked for a mighty destiny thanks
to inner qualities which others tell him about but
which we have to take on trust. There are effective
passages of violent mysticism and raw magic,
reminiscent of the fantasies of Carlos Casteneda.
(The symbolism can be equally impenetrable:
chapter 8’s title makes no sense at all.) Some
oddities may be resolved later; the unlikeliest
features of this new, punkish and anarchic race
are a rigid caste system and plans for a monarchy.
Maybe King/Queen Pellaz will start doing rather
than being done to... Constantine, a coiner of
vivid images, is evidently a writer to watch,
carefully.

Today’s best-selling SF book is Whitley Streiber’s
ludicrous tosh Communion, which reports a
lifetime of arcane UFO experiences. (For
excellent reasons, experienced UFO investigators
- both pro and con - distrust “repeaters” who
claim mindboggling encounters every month).
The book you won't see on the bestseller lists
is Philip J. Klass’s sensible response, UFO
Abductions: A Dangerous Game (Prometheus
200pp £13.95). Klass has accepted the thankless,
unglamorous task of pointing out the consistent
lack of hard evidence for fashionable “abduction”
cases, the ignored experiments in which persons
carefully chosen for lack of interest in UFOs have
under hypnosis produced fantasies
indistinguishable from “real” accounts elicited
by hypnosis (after all, everyone’s seen Close
Encounters), the curious way in which UFO-
believer hypnotists can persuade virtually anyone
to recall experiences agreeing with that particular
hypnotist’s belief....

A good overview of oddball science appears in
Pseudoscience and the Paranormal by Terence
Hines (Prometheus 372pp £12.95), written as a
textbook but effortless to read, with something
to annoy everyone - few will object to Hine’s
scepticism about telepathic yoghurt (p303), but
the withering attack on Freudian symbolic
analysis may come as a Surprise.

Robert Irwin’s The Miysteries of Algiers (Viking
203pp £11.95) is still further from my usual
SF/fantasy stamping ground: a political thriller
set in the French colony as the Foreign Legion
prepares for its last stand (1959-60) against FLN
insurgents. But Irwin is still dealing in
metaphysics, and the tortuous reality/fantasy
conflicts of his Arabian Nightmare and Limits
of Vision are echoed by impossible disparities
between a double-agent Legionnaire’s poorly
understood Marxist metaphysic and the atrocities
to which it leads when pitted against dreadful
opposition. “Who wills the end, wills the
means.” Our anti-hero Roussel descends step by
step through a maze of means and ends, through
fort, desert and Kasbah, to a conclusion full of
appalling ironies that no theory could predict.
Very readable, very nasty.

With nods to Verne, Lovecraft, and Tom Swift,
James Blaylock’s The Digging Leviathan
(Morrigan 275pp £11.95) is a delightfully surreal
mix of suburban whimsy and chthonic weirdness.
Only the strange genius of juvenile prodigy Giles
Peach can attain the fabled centre of the earth,
either by land (hence the title) or by sea, and the
convoluted but unhurried plot deals with the
efforts of variously seedy, eccentric and
downright bad characters to ponder the
surrounding mysteries, flee through beckoning
sewers, unmask the strange fish, and hitch a lift.

Another small - indeed, minuscule - press offers
The Drabble Project (Beccon Publications
110pp £5.00) ed. Rob Meades and David Wake,
a collection of 100 “Drabbles”, being stories
exactly 100 words long. Many famous SF authors
are represented, too many to enumerate; many
mere jokes and frightful clichés appear; there
are several genuinely nifty stories. Chesterton,
an amateur of toy theatres, once remarked that
on a stage so small it was simplest to do vast things
- the Day of Judgement was easily staged, while
character development was verboten. These
amusing squibs tend to be like that. There is only
one possible length for this review.

Paperbacks. ... Howl’s Moving Castle (Methuen
Teens 212pp £1.95) is Diana Wynne Jones at her
most exuberant: densely plotted, full of
ensorcelled characters in strange guises, and
often extremely funny, it bends the structure of
the traditional fairy-tale just about as far as it will
go. Highly recommended. Dad’s Nuke by Mark
Laidlaw (Grafto 284pp £2.95) sounds like
routine satire, with middle-class American
families investing in lasers and missile launchers
to “defend the neighbourhood”, but expands the
picture to show a remarkably ugly future of
foreshortened lives, fundamentalist computer-
brainwashing and babies adapted to consume
plutonium waste - some of it almost
incomprehensibly nightmarish, but leavened
with an evil sense of humour. Much gentler is
Bob Shaw’s Who Goes Here? (VGSF 253pp
£2.95), one of the funniest time travel stories
ever, with Shaw’s amazingly daft “origin of the
Mona Lisa” tale thrown in for this edition.

L Sprague de Camp offers a loose trilogy in The
Goblin Tower, The Clocks of Iraz and The
Unbeheaded King (Grafton £2.95, £2.50,
£2.75), picaresque “light” fantasy whose hero
is generally better at outwitting foes and bedding
serpent-priestesses than gorily hewing limb from
limb. Mildly pleasant reading, but again and
again de Camp frustrates you by assembling
surefire amusing situations which aren’t funny
- they actually improve in retrospect, as your own
imagination touches them up. Odd.

Reprints, all good stuff: The Space Machine
by Christopher Priest (VGSF Classics 363pp
£3.50), a deadpan scientific romance combining
The War of the Worlds, The Time Machine and
much tongue-in-cheek wonderment. Consider
Phlebas by Iain M Banks (Orbit 471pp £4.95),
impeccably rip-roaring space opera in which
worlds are destroyed by ships bigger than worlds,
pursuits cover half the galaxy at semi-infinite
velocity, and nasty things happen on the
Underground. Much adrenalin, little
conviction....

As for the unreadables, Penguin have sent no
fewer than seven bloated volumes of the turgid
Dragonlance Chronicles. 1 understand these are

popular. Gorblimey.
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LAST CHANCE TO SUBSCRIBE
AT THE OLD PRICE

Plus, free White Dwarfs!

With over 100 issues to its credit, White
Dwarf is firmly established as zhe top UK
games magazine. Each issue is packed with
articles and information for the most
popular games available.

And, by taking out a subscription zow, not
only will you beat the price increase, you
could claim up to three back issues
absolutely free!

As a subscriber you will automatically
receive White Dwarf delivered post free
to your door, but you will also get more than
just the magazine - early information on
Citadel releases, up to date Mail Order lists
and periodic special offers are all included!
Be honest: can you afford 7ot to subscribe?

Postal Subscriptions

Subscribe before 1st July 1988 (USA - 1st
August 1988), and you will be charged at
existing rates. With the new cover price of
£1.50 this is an annual saving of £3 - the
equivalent of TWO issues free!

Simply fill out the details, and use the pre-
paid address form to start your subscription
before rates increase.

Telephone Subscriptions

Take out a credit card subscription before
1st July 1988 (USA - 1st August 1988), and
in addition to receiving White Dwarf at the
old rate, you can also order the back issue
of your choice - or, if you take out a two-
year subscription, a total of three back
copies are yours for the taking!

All back issues subject to availability, and
for an up to date listing of stocks currently
available see p17.

We accept Access and Visa/Barclaycard.

UK: ring the HOTLINES on (0773) 713213
or 760462.

USA: phone 301-727-0252 to take advantage
of this special offer!

YE OLDE SUBSCRIPTION RATES
(Your last chance to use them!)

12 issues 24 issues

UK, BFPO & Eire only £15 £30
Europe £30 £60
USA $23 $46
Other Overseas

(Surface Mail) £30 £60
Other Overseas

(Air Mail) £45 £90

Dear Games Workshop, I would like to start
a subscription to White Dwarf taking
advantage of the rates offered in issue 102.

st
phvsiett

One or two year subscription
(please circle):

Amount enclosed

Are you re-subscribing?
Please start with issue

Payment

Please make all cheques, postal and money
orders payable to Games Workshop Ltd,
and in Pounds Sterling only. US customers
please make cheques payable to Games
Workshop US, and payable in US Dollars.

Credit Card Payment:
Please debit my Access/Visa card (Delete as
appropriate).

Card Number:
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Expiry Date

Signature
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%= Dewart has been in continuous publication
= w0 ower ten years, and as the UK'’s premier
¥ ine 2 number of back issues have
e wey care collectors’ items, especially issues
= e caciy days. Together, the issues make a
g caszlogue of trends and changes in the
gamung Bobby. and are an amazing source of
e manerial for 2 host of major games Systems.
% scemacios. discussions and ideas liberally
s tacoughout issues past, 2 White Dwarf
e s the ultimate gaming library.
B = cacey some stocks of the following back
s mcieceng some as early as issue 50. However,
e 2oe decrezsing all the time, and a number of
= wewes 2re already unobtainable. Don’t miss
s s s chance to add to your collection: order
s Sesioer it's too late!

Sroep A- £2 95 cach

S0 = scemanio “The Watchers of Walberswick!,
Semele- Bed Tape and lots of other bits.

% W3- AMMER Thieves, Runequest adventure,
e Ciemic spells, ‘A Ballad of Times Past’ for
e

%2 Sepesing roleplaying, AD&D spells, Castle of
= Sowis 1 AD&D ‘Serpent’s Venom',

% WA= AMMER, Minas Tirith, Runequest, Car
Waes. Emwelier. D&D Orcs.

S Buseauess Bacbarians, World creation, Castle of
= ‘o= Temple of the Doomed Prince’ for
e S

%% Sumeguest BRevenants, ‘Spiderbite’ Low level
L DAD adventure, Cults in D&D.

ey B- £2 50 cach

S0 “upesteco gaming, AD&D magic items, ‘Stone
4 s o CoC. “Fear of Leefield’ for AD&D. (TWO
copes: S

= Bumeees: Alchemy, ‘Eye of Newt and Wing of
= - s-2! items in FRP’s ‘Beyond the Shadow
. . === D&D/Fighting Fantasy adventure.
S0 Dack Usurper 2, Traveller in 1888, AD&D
sasymg, AD&D magic items.

%% owesmement in RPG’s ‘Starfall’ for Star Trek
WERSsD&D Mirkwood Adventure.

&5 Salmaein Heel for AD&D, Traveller, Villains for
Semesmesues. roleplaying and rules.

% MR soleplaying, suprise in Warhammer, “Horse
% e i=wsanie for CoC, ‘Philosopher’s Stone’ for
sdkD

4" . Ghosts, ‘Pekin Duck’ for Golden Heroes,
SED Arachnids (EEEK!).

% sie—wmer Adventures 1. Traveller, Lone Dragon,
LD sdwenture, AD&D Artificer.

% | sderwater Adventures 2, Call of Cthulhu,
e Hesoes campaigns and ‘Plague from the Past’
far AD&D

BACKISS

Group C: £1.95 each

20 Underwater Adventures 3, Golden Heroes, AD&D
Languages, Traveller Bounty Hunters, ‘In too deep’
for AD&D.

21 CoC Dark Gods, ‘A Box of Old Bones’ for
AD&D/Dragon Warriors), AD&D Alignment and
Traveller.

72 CoC, Talisman, Sleigh Wars and ‘Necklace of -

Brisingamen’ for AD&D.

=3 CoC Secret Societies, ‘The American Dream’ for
Golden Heroes and ‘Starspray for AD&D/MERP.

74 Runequest Lycanthropes, English chaps in CoC
(I say) and “Terror of Trollmarsh’ for AD&D.

75 CoC Adventure ‘Heart of the Dark’ Runequest
111, Traveller communications and Superheroes.
77 Loonies in Mega-City one, ‘A Secret Wish’ for
MERP/AD&D, Star Trek, NPC’s and Superhero magic.
78 Judge Dredd, ‘The Picamayo Project’ for Golden
Heroes, Death and After, Cosmic Encounter.

79 Psionic Judges, Intelligence, CoC adventure
‘Ghost Jackal Kill’ - 2 mindbending issue!

Group D: £1.50 each

80 ‘Things Ancient and Modern’ for COC/AD&D,
Crime inc. JD special abilities AD&D Spells.

81 ‘Things Ancient and Modern’ Part 2 Paranoia,
Jousting, Time Travel and PBM’s.

82 Warhammer Fleets, ‘Colour of Magic/Lights’,
Traveller, Nerks and Maps.

84 Paranoia, Pirates, ‘Shadowmagic’ AD&D
Adventure, and can you stand... ‘The Examination’.

85 Runequest 111 16(!) page adventure WARHAMMER
FANTASY ROLEPLAY. Bushido, Star Trek, Pendragon.

87 WFRP, MERP and Paranoia advehtures, CoC
Zombies - ‘Let your bodies do the Walking.

88 FREE New Chainsaw Warrior Cards ‘A Night in
the Death of Sector 255’ for JD,RQIII adventure, CoC
scenario, New Bloodbowl teams and Ravening
Hordes army lists!

89 More insanity for CoC(!), Paranoia scenario (with
killg; sheep), Robin Hood roleplay, Character Careers
in WERP.

Group E: £1.25 each

90 Tenth Anniversary Issue! RQIIL, Paranoia, JD New
Cards for Rogue Trooper, AD&D adventures, Skills
in WFRP and lots and lots more. (NOTE: Stocks very
low).

96 Bar-room Brawl for WERP, Elf Wardancers for
WARHAMMER BATTLE, Slann ‘Live and Die’ Part 3,
The Beast of Kozamura for RQ Land of Ninja, Chapter
Approved for WH40K, Madacp Laughs Pt 2 and
Games Day report (Gasp).

97 ‘Valley of Death’ for WFB, Ultramarines, “Trilogy
of Terror’ for CoC, World Wargames Championships.
98 40K Marine genetics, ‘Iron Warriors for GI,
Mentor Legion, ‘Grapes of Wrath’ for WFRP.

99 ‘The Ritual’ for WERP, Legion of the Damned,
‘Spirit of the Mountain’ for CoC, Chaos Mutations.

CITADEL JOURNALS £1.95 each

Autumn ‘85 (No.2) Dolgan Raidess, rapid painting,
Arcane Armourials, Scenic modelling.

Spring ‘86 (No.3) Skaven painting, JD in
Warhammer, Drastik Plastik, Vengeance of the
Lichemaster scenario,

Spring ‘87 (No.4) Regiments of Reknown,
Skeletons, Citadel Dragons, Dixon’s Dioramas, the
Grim Reaper.

COLLECTOR’S PACKS

Back issues of White Dwarf are becoming
increasingly difficult to obtain, so why not extend
your library now by investing in a Collector’s Pack?
Four packs are currently available:

‘Fifties’ (Nos. 50,51,52,53,54,55) 6 issues for
£14.50

‘Sixties’ (Nos. 61,62,64,65,66,67,68,69) 8 issues
for £17.50 ~ .
‘Seventies’ (Nos. 70,71,72,73,74,75,77,78,79)
9 issues for £15.50 :
‘Eighties’ (Nos. 80,81,82,84,85,87,88,89) 8 issues
for £10.50

Please note:

If an issue is out of stock you will still receive all
available copies in the pack, plus a credit note

worth the pro rata cost of the unavailable issues.

L WARHAMMER
ERANTAGY ROLE PLAY Nolomer

L Hnights. Tervor and Oaleks!

PLEASE NOTE the new Mail Order
srwces for Post and Packing, and the
e Minimum Order amount, as these
s into effect immediately. Please
2o semember to include your name
ame address when ordering. If you
wowld like to receive our latest release

es and miniatures simply

HOW TO MAIL ORDER
Make cheques payable to Games Workshop Ltd.
Include cost of Postage and Packing:
Please Note: Minimum Order £5.00

UK, Eire & BFPO: Add £1.00 for Orders under £15.00
Orders over £15.00 are Post Free

USA: Credit Card Orders only, sent Airmail at cost
OVERSEAS (ex.USA): Add 33% for Carriage
OVERSEAS (ex.USA) AIRMAIL: Add 55% for Carriage

HOW TO TELEPHONE ORDER

VISA
e BARCLAYCARD/VISA & ACCESS

Si;nply and Quickly Telephone Your Orders
Direct to us on our Hotlines

(0773) 713213 or (0773) 760462

Monday to Friday
Between 8.30am and 5.00pm
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As if the dungeons of Dragonfire Castle were not dangerous enough!
One of the few heroes to return from that deadly labyrinth has
vnearthed details of an even deeper level - an ancient maze of dark,
dank tunnels - the Catacombs. For those brave (or foolish) enough to
use them, the Catacombs offer a shortcut to the Dragon's Lair - but
then you have to find a way out...

Dungeonquest Catacombs adds a new level of excitement to Games
Workshop's Dungeonquest game. This expansion set includes full rules
for venturing into the dread Catacombs, as well as new traps, monsters,

treasures, and room tiles for you to encounter in the normal dungeon

Games Workshop, Chewton Street, Hilltop, Eastwood, NOTTINGHAM, NG16 3HY.
Games Workshop US, 1220 Key Highway, Maryland, Baltimore, 21230, USA.
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BY GRAEME DAVIS

A brief eNcOuNter fFOR WarhaMMeRr FaNtasy Roleplay
(aNd a WarhamMeRr FaNtasy Battle skirmish idbea)

“Ulric’s fangs!”” Otto Frankfurter smashed his fist onto the rock
beside him. “‘How did they know? We travel only at night,
employing mystic mists, hiding our advance, and s#// they know
we're coming. How?”’

A small weaselly shape leapt out from behind a rock. “dbee/
Demons, mist demons! They is coming. They is.”

For 2 moment, Otto’s eyes glanced heavenwards. ‘“What in the
wastes are you doing here? You’re supposed to be keeping an eye
on the Ogres. And you're supposed to be a Wizard, so try to behave
like one and stop leaping around like a demented Gnome jester.”’

“Ah, the Ogres are alright. They were having a drink when I left.”

“Well, go and fetch Gruklak. There’s work to be done. Get the
troops assembled. Fast! The damn Fimir will be here any time
now.’’

Otto turned to address the leader of the Ogre mercenaries. / ot B B
““Gruklak, are your boys ready? Your - erm - dinner’s here earlier | #-4" 4 ./ R B
than expected.”’ S SLENELE L

i r@”‘ "."“Z.f#&"“_ T (s
The Ogre grinned, diplaying teeth like weathered tombstones. A0 Y4 ¥ il Vi
“Bowl of soup, Slim,” he rumbled, ‘‘Dinner’s ready, lads.” :

The mist continued its advance. Shapes could be seen within it

- large shapes, which didn’t look like Ogres. Otto gave the signal
to attack. The mercenaries drew their weapons and rushed
forward. They had come this far for the fabled loot of the Fimir
and now they would get it.

And get it they did, but not in the sense they expected. The mist
swirled as the Fimm warriors tore into them, over them and
through them. The sands turned red and the surf grew bloody.

It was over quickly.

Rumoured to be part Human and part Demon, the Fimir haunt
bogs, fens and desolate moorlands. Their strongholds are
forbidding, craggy piles of rock, crudely built in the semblance
of 2 Human castle and constantly wreathed in mist. Frequently,
the Fimir refurbish and occupy the ruins of ancient Human
strongholds rather than building their own. Some legends tell of
2 Fimir capital, a vast castle of obsidian rising from a craggy island
surrounded by treacherous rocks and reefs. The location of this
island is not known, but some accounts claim that it vanishes from
time to time, to appear somewhere else.

Fimir communities are divided into four castes. The lowest caste
is that of the Shearl or thralls, a caste of servitors and menials;
next are the of Fimm or warriors, to which the Fimir nobility
belongs, and from which the race takes its name. Finally there
are the Dirach or demonfriends, a small but powerful caste of
magicians, and, most feared of all, the Meargh or hags, the witch-
queens that rule over Fimir strongholds. The Meargh are the only
female Fimir.

The caste of the young Fimir is evident from birth, and females
are very rare, being born perhaps once a century in any stronghold.
When a female is born, it is usually killed, unless the Meargh in
charge of the stronghold is old and near death. In these cases,
it will be raised by the Meargh as a daughter and successor. When
a stronghold becomes overcrowded, its Meargh may raise another
Meargh and send her out, with 2 number of followers, to found
2 new settlement.

1f 2 Meargh dies without having trained a successor, the stronghold
will disband. Each noble takes the Fimm and Shearl of his retinue
2nd sets out on a death-quest. The Dirach from the stronghold
will go with the nobles, holding them together for as long as they
can in loose alliances fraught with mistrust and suspicion.
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Occasionally, an ambitious, insubordinate or incompetent Fimm
noble may be banished from his stronghold, taking all his retainers
with him and embarking on a death-quest.

While on a death-quest, Fimir will fight for or against any race,
with no thought for the odds or for their personal safety. It is
very rare for a death-quest to result in anything but the eventual
annihilation of the Fimir involved.

Little is known of the religion and deities of the Fimir; it may
be that they worship certain of the more powerful Greater Demons
to whom they are allied. At least some groups of Fimir worship
a deity called Balor, of whom little is known except that he is
of immense size, and has one eye; it is said that several Fimir are
needed to lift the eyelid, but when the eye is open it has the power
to kill every living thing it looks upon.

One common symbol which is found repeated on Fimir banners,
armour and equipment is a diamond-shape inside a larger, hollow
diamond, with short rays projecting from the sides of the larger
diamond. This is rumoured to be a conventional symbol for Balor’s
death-dealing eye, but, as is invariably the case with Fimir, little
is known for certain.

FIMIR IN WARHAMMER
—=xX FANTASY BATTLE >

Thick swirling mist always shrouds Fimir strongholds. This
weird mist is generated by the Fimir themselves in order to
screen them from the sunlight, which they loath. Any Fimir
warband ranging far from its lair will be shrouded in such an
enchanted mist.

- The fearful Fimm raiders are the scourge of human settlements

along the coasts or the fenland margins. They come forth
seeking human captives for whom a foul and hideous fate awaits
and disappear back into the marshes. Large Fimir warbands,
that might join forces with other races as allies are the result
of the sundering of Fimir clans. Restless and disturbed bands
of Fimir (who have been banished from a stronghold) become
the allies of other Evil races such as Orcs and Goblins or Dark

ARMY
—< SELECTION >

At least half of the contingent’s total points value must be spent
on rank and file troops.

Up to half of the contingent’s total points value may be spent
on character models.

- CHARACTER MODELS >»—

Character models are heroes and wizards. The player may spend
up to half of the contingent’s total points value on character
models. A Fimir contingent may contain up to eight character
models and must contain at least one character model (ie, the
Commander of the contingent).

Commander: the contingent must be led by a commander who
will be the character model with the highest Leadership
characteristic.

Contingent Standard: the contingent is allowed one
contingent standard which must be carried by a character model
and paid for from the character model points allowance. A
contingent standard costs 50 points, and the points value of
the bearer is doubled.

Points: the costs given for characters are for abasic, unarmoured
model with a hand weapon. Characters should be provided with
armament as depicted on the model and selected from the
following list. If the model is carrying a piece of equipment
not mentioned on the table, it may be ignored.

s

Elves.
Close Combat
Only the Warrior Fimm and the elite Fianna Fimm, retainers Weapons Armour
of the Fimm nobles, are likely to turn up as allies of other races. Additional hand Shield 4
Such contingents will certainly contain Dirach wizards or | weapon 4 Light armour 8
possibly even a Meargh, but the wretched shearls, as the Fimir Double-handed Heavy armour 12
slave caste is known, perish with the sundering of the clan.. weapon 8
Flail 4
: Net 8
Fimm Spear 4
5Heo |4 (5[a[5(5[2[4[3] 6 [5] 6 [ 6 [82] Heroes
10 Hero 4l6lalslelalalali+1 |5 6 6 |132] The contingent may contain a maximum of six hero models.
15 H 41614]506]4]5]4]8+2]5 |74 | 741 |182 The maximum number of heroes available at each level is given
20 on the table below:
20 Hero 4(7(4]|5|6(5|6]|5[9+3 | 5 | 741 | 741 [232
25 Hero 4|7[5|5|6[5|6|5|9+3 |7+2| 8+2 | 8+2 [282
5 Dirach 4141153 [2[2]|1] 6 |6+ 7+1 [7+1 |75 Four Fian (level 5 heroes) 82
10 Dirach 4141153331 [7+1 |7+42] 741 | B+2 | 113 Three Finmor (level 10 heroes) 132
15Meargh |4 |5|1(5[4)4[3[1]8+2 |7+2|8+2 | 8+2 |195 Three Flaith (level 15 heroes) 182
20Meargh (4 |5|2|5|4(5|4]1|8+2 |8+3] 8+2 | 9+3 |293 Two Flaithmor (level 20 heroes) 232
25Meargh |4 (63 [5[4[5[5]1]9+3 [8+3[ 9+43 [ 9+3 [405| | One Mistmor (level 25 hero) 264
Base size: 40mm x 40mm (all models)
Alignment: Fimir are evil Champions s
Level 5, 10 and 15 heroes must be assigned to specific units as

Psychology: Fimir dislike bright sunlight. If Fimir are deprived
of their covering mist (see below and WFB, p218), they become
dazed and confused and subject to stupidity. This will apply
to both units and characters.

Fimir Mist: every Fimir unit of at least 5 models will generate
its own mist (see WFB p218).
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leaders, These ‘hero-leaders’ are referred to as champions.
Champions are part of the unit they are assigned to and cannot
leave it (see WFB p93).

Level 20 or 25 heroes may be assigned to specified units as
champions if the player wishes. Alternatively, they may be left
as independent characters, free to associate with any unit in
the normal way (see WFB p90).



Wizards
The contingent must contain at least one wizard, but no more
than four. A Fimir wizard may be a Dirach or a Meargh. The
Dirach or ‘demon-fiends’ usually accompany any Fimir raiding
force or ally contingent. The Meargh or ‘witch-hags’ are rare
and revered female Fimir. They are powerful witches who rule
the Fimir clans. A Fimir contingent will never have more than
a single Meargh, who will always be present if the Fimir are
defending their own stronghold, but otherwise only if an aged
Meargh has brought up a Meargh ‘daughter’. This is a very rare
event indeed and will cause the Fimir community to split
asunder, each Meargh seeking to found a new clan, taking a
proportion of the old clan with her. The maximum number of
wizards and their magic level is given below. The points cost
includes spells.

Three level 5 Dirach
Three level 10 Dirach
One level 15 Meargh
One level 20 Meargh
One level 25 Meargh

Generating Spells
The number of spells available to each level of wizard is as
follows:

25

All spells are generated randomly from the Spell Indéx (WFB
p150). Except where noted below, spells should be generated
from the appropriate spell level of the Battle Magic chart.

Fimir associate with Daemons and may even worship them.
Fimir wizards are masters of daemonic magic and the Meargh
of a Fimir clan will often make pacts with Daemons sealed by
blood-thirsty sacrifices. Capturing victims for sacrifice is
frequently 2 motive for Fimir raids on human settlements. Dirach
must substitute at least one of their battle magic spells for a
daemonic spell of the same level. Dirach may only cast daemonic
and battle magic spells. Meargh may substitute at least one spell
at each level for a daemonic spell of the same level. Other spells
may be replaced by illusionist, necromantic or additional
daemonic spells.

Magic Items for Characters
Characters can carry magical items paying the points indicated
on the Magic Items chart (WFB p182-186). These are paid for
from the character model points allowance and selected from
the following list:
Any character model may carry one magic weapon with up
to one magic attribute for every five ‘levels’ of the character
(ie, alevel 5 character may carry a weapon with one attribute,
a level 15 character may carry a weapon with three, etc).
Dirach and Meargh wizards may be equipped with up to one
scroll each. The scrolls may contain only one spell of level
two or lower.
Up to two character models may be equipped with one a
magical ring each. The ring may hold one spell of level three
or lower.
Three character models may be equipped with magic armour.
The contingent standard may have up to three magical
abilities.
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with the same profile as the rest of the unit.

value of a basic trooper.

should be noted down before the game.

MODELS PER UNIT:
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At least half of the contingent’s total points value must be spent
on rank & file troops. All units are assumed to have a leader

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit, and cost double the points

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount indicated. The specific ability must be
chosen and noted down before the game (see WFB, p186).

Any unit indicated may convert an ordinary musical instrument
into a magic instrument with a single ability. The specific ability

0-30 FIANNA FIMM

5-10

POINTS PER MODEL:

35

WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:

HEAVY ARMOUR.........
A MAGIC STANDARD.....
A MAGIC INSTRUMENT. ..

core of bis retinue.

These are the elite retainers of Fimm nobles, and are nearly always led
by a noble. They are the noble’s personal bodyguard, and the fighting
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MODELS PER UNIT:

0-60 FIMM WARRIORS

5-20

POINTS PER MODEL:

32

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:

LIGHT ARMOUR. ........
SHIELDS .......co0000

a Fimir force. They are the lowest level of the warrior caste.

These are the majority of warrior Fimir, and usually form the bulk of
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THERE’S A ONE-EYED FELLOW HIDING
TO THE SOUTH OF KAMMENDUN

This short adventure is set in the Schadensumpf, about 110 miles
west of Middenheim. It is designed to introduce PCs to the Fimir
as a race, but with a little adjustment to the plot, almost any large
humanoid monster - such as Ogres or Trolls - can be used instead.

Introduction

‘“Taal’s beard, what a fog!"” Johann Sumpfer peered through the
gloom. In a lifetime on the marshes, he had never seen fog like
this. It reminded him of the Fimir stories his mother used to tell
him as a child, to frighten him into obedience.

As he rowed, the marshy shoreline gave way to crags. A rocky
hummock appeared through the fog, and Sumpfer groaned as he
realised that he was at the old mine - more than ten miles away
from the village.

The light was fading fast. He wouldn’t get home tonight, but at
least the mine would give him shelter - and perhaps a fire, if he
could salvage a couple of pit-props without bringing the place
down on his head.

Lighting a torch, Sumpfer picked his way down the minehead.
He and his friends had played dares in here as children, and he
knew that the passage opened into a broad, low working chamber
after a few dozen paces. He was about half-way down the passage
when he heard the cries. A blend of hiss, bleat and grizzle, they
weren't Human, but their meaning was clear. Somewhere in the
mine was something very young, and very afraid.

Something moved close beside him as he entered the chamber.
He turned too late - pain flared as ribs snapped, and his back grazed
the low ceiling as he was hurled across the chamber.

Unconsciousness beckoned as the massive stooping figure loped
towards him. I don’t have to be bere when it bappens, a whispering
voice said in his brain, just close my eyes and fall into darkness...

Scauni g

In the light of his fallen and guttering torch, Sumpfer glimpsed
strong, three-toed feet, a thick tail, and a tapering head with a
single eye.

His body screamed with pain as he rolled. The bronze-shod staff
hit the floor with a harsh crack where his head had been. Groping

hands found the torch, and there was a hissing scream as he thrust
it upwards towards the Fimir's face.

The rest was a blur. He was no more than a spectator as his body
scrambled out of the mine, pushed his boat out into the lake, and
clambered aboard. He had to warn the village, he kept telling
himself - Fimir in the old mine, he had to warn them!

““WHERE I8S HHHE?!! I WANT THHAT BACKSSSTABBER
FFFOUND!! I'LL CUT HHHISSS LIVER OUT AND HAVEIT IN A
SSSTEW WITH HHHISS EYE FOR A GARNISHHH!!"

Bryz of the Fianna Fimm swallowed hard and tried to look briskly
efficient and suitably respectful at the same time. He had never
seen Mother Skattach in such a rage before - on the other hand,
he had to admit, he had never seen anyone plot to kill her before.

“I'LL JAM HHHISSS TAIL DOWN HHHISSS THHHROAT TILL IT
COMESSS OUT AT THHHE OTHHHER END AND THHHEN I'LL
GRAB IT AND PULL HHHIM INSSSIDE OUT!!”

‘“'We'll ssset out afffter hhhim immediatellly...”” Bryz faltered,
discreetly sidestepping a marsh rat that the Meargh had hurled
in her rage. It hit the wall with a moist crunch, and slithered down
to the floor. Reminded of his presence, Mother Skattach turned
on him.

“WHHHATTT ARE YOU DOING SSSTILLL HHHERE, VERMIN?
WHHHY AREN’T YOU OUT SSSEARCHHHING FOR THHHAT
TRAITOR? BY BALOR'SSS KILLING EYE, I'LL EAT YOUR LIVER
IF HHHE ISSSN'T FFFOUND!!"

“Mmmothhher..." stammered the Prince, **We know whhhich way
hhhe went...”” Mother Skattach turned to continue her furious
pacing, and Bryz hopped to avoid her lashing tail. Balor be thanked
it wasn’t bladed like his own - they would all have been headless
by now.

‘‘...Hhhe went off sssouth-eassst,’ Bryz continued nervously,
‘“Thhhere’s nothhhing thhhat way for daysss...”

“THHHERE MUSSST BE SSSOMETHING, OR HHHE WOULDN'T
GO THHHAT WAY, FFFOOLLL!"

Bryz narrowed his eye in thought, **...I did hhhear thhhere wasss
a tiny Illittlle Hhhuman villlage about thhhree daysss away. Whhhat
wasss it callled now... Kammendun?''

Summary

Mother Skattach is the Meargh of a small Fimir stronghold in
Schadensumpf, the huge marsh to the west of Middenheim. The
Fimir occasionally raid remote Human villages nearby, but the
only reaction has been the partial abandonment of the area by
Human settlers and a couple of half-hearted expeditions
commissioned by Graf Boris Todbringer, neither of which has
found the Fimir stronghold.

The Fimir are presently recovering from a treacherous attempt
on Mother Skattach’s life. A female was born recently, and was
to have been destroyed since Mother Skattach is still young and
strong, and the stronghold is as yet too small to start budding off
colonies. But among the Dirach of the hold is one named Gobniu,
who saw the birth as an opportunity. He plotted to assassinate
the Meargh and replace her with the new young female, whom
he would control. Thus he would effectively rule the stronghold.

Gobniu was discovered, but managed to escape with the youngster,
heading southward into the moors beyond the normal raiding and
foraging area of the Fimir. He has holed up in a2 worked out iron-
mine across a lake from the Human village of Kammendun, and
the other Fimir are combing the moors looking for the two

runaways. The village lies right in their path.
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Enter Our Heroes

The Schadensumpf is a remote area, so you will need some excuse
to draw your PCs there. Here are a few ideas:

-several villages on the edges of the marsh have recently suffered
from Fimir raids; the PCs could have set out to investigate this,
or an appeal for mercenaries and adventurers could have gone
out from Graf Boris.

- the PCs might be in hot pursuit of a cult leader or other evil
NPC who escaped them at the end of a prior adventure; this NPC
heads into the marsh, either to lose them or to carry out some
dastardly plan.

- the PCs might be hired by a Merchant to escort a wagon train
through the forest as it heads into the marsh to buy bog-iron.

A Meeting in the Mist

The PCs are travelling on a little-used track through the Mirror
Moors, heading for the village of Kammendun. It is late afternoon,
two or three hours before sunset. The PCs follow the trail over

the crest of a rise and down into a shallow valley. As they reach
the valley floor, a mist begins to form; not unusual for this time
of day and this kind of country, as any Elf or Ranger will realise.
By the time the PCs are half-way up the other side of the valley,
the mist has thickened considerably, reducing visibility to a few

yards.

If any character expresses concern about this mist (Elves and
Rangers will realise that it is not natural on a successful Int test),
make a note, and then have each character make a Listen test (at
30% - due to the deadening effect of the mist, everything counts
as a soft noise). Characters who have previously expressed surprise
or concern over the sudden thickening of the mist have a +20
bonus to the test.

On a successful Listen test the PCs will hear sounds of movement
- shuffling, faint jingling and clanking. The sound seems to come
from all around, but this may be no more than the distorting effect
of the mist. Nothing can yet be seen through the mist - even skills
like Excellent Vision and Night Vision are useless under these
circumstances. At this point, all characters must make a successful
WP test or lose 10 points of LD, Cl and WP temporarily.
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Centre:

Fimm noble in full battle
array based on a
contemporary picture of
Fimm Murdaich’s Swamp
Scorpion Death-Quest.
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““SSSTOPP, HUMANSSS!"’ This hissing cry seems to come from
everywhere and nowhere; it is in heavily-accented Reikspiel, and
the voice does not sound Human. Whether or not the party stops,
a group of three Fimir emerges from the mist ahead of them. All
around, bulky shapes can be seen closing in through the mist -
the party is surrounded, by at least two dozen Fimir!

The Fimir make no move to attack, although they will quite happily
kill the PCs if they do anything rash. Emphasise the huge size of
the Fimir (as big as Ogres, if they straightened up out of their
habitual stoop) and their numbers, so that the players realise that
fighting them is not a good idea.

Two of the Fimir step forward - a blade-tailed Fimm noble, and
2 horned, smooth-tailed Dirach. The Fimm wears a shirt of bronze
mail underneath an ornate circular bronze belly-plate, and carries
an axe in one hand and 2 mace in the other. Both weapons would
count as two-handed weapons for 2 Human-sized creature. The
Dirach carries a long, gnarled wooden staff.

““Carefffulll, Humansss,” hisses the Fimm, his tail lashing warningly
as he approaches. He stops about ten feet away from the nearest
PC. ‘It isss runnnawaysss we lllook fffor, yesss... sssmoothtail like
thisss... (indicating the Dirach) ..you ssseee?”’

If the PCs tell the truth and say that they haven’t seen any other
Fimir, the Fimm narrows his single eye.

“Welll,” he says, ‘‘Onnn we sssearchhh... Hhhhuman villlage
clllose... maybe we killl thhhere... unlesss we fffind runnnawaysss
befffore...”

If the PCs try to get rid of the Fimir by sending them on a wild
goose chase, the Fimm leads his followers off in the direction that
the PCs indicate, making a similar threat against the Human village
as he leaves.

In either case, the Fimir depart, leaving the PCs to continue to
Kammendun. In addition to the business which brought them
to the Mirror Moors, the PCs now have a more urgent quest - to
warn the people of Kammendun that the Fimir are abroad, and
that the village may be in danger.

The Village

The village of Kammendun consists of half-a-dozen shacks by the
point where the River Schaumfluss flows westward into the marsh.
As well as the homes of its 28 inhabitants, there is a small forge
and 2 wooden shed where boats are laid up to be repaired.

R
Fishing,
1 Iron-pan mining A

The PCs will be courteously received at Kammendun, and the
locals will do what they can to see that they have comfortable
accommodation. There are few spare places to sleep in the village,
but the villagers will happily cut extra rushes for bedding, and
so on. If you are using the Social Level rules from the Warbammer
Character Pack, the villagers will co-operate with characters of
SL 0 or better; parties consisting entirely of negative SL characters
may have problems. About half an hour after the PCs arrive, a2
shout goes up from the direction of the small beach. A boat has
been sighted in the lake, drifting and apparently empty; it belonged
to a villager called Johann Sumpfer, who did not return last night.

A couple of boats put out immediately, and the drifting boat is
brought back to shore. Sumpfer is lying in the bottom of the boat,
unconscious from exhaustion and blood loss. His clothing is torn
and bloodstained, and he has three broken ribs and a concussion.
He can be restored to health by 6 W of magical and/or herbal
healing; if none is available, have him regain a semi-consciousness
as he is lifted out of his boat, as he has an important message to
pass on.

“Fimir!’’ he murmurs weakly, “‘Fimir in the old mine! Nearly killed
me... got to do something... got to...” With that, he lapses into
unconsciousness again.

If the PCs ask where the old mine is, the villagers will point
almost due south across the lake - a long way away from where
the PCs encountered the Fimir search party. This should lead
them to the conclusion that the Fimir will find the village before
they find the runaways, which will be a very bad thing for all
concerned.

At this stage, the PCs have two options - they can go to the old
mine, recover the runaways, and hope to hand them over to the
Fimir search party, or they can stay in the village and help to defend
it against the expected Fimir attack, in the best Seven Samurai
tradition.

You can handle this any way you like. If the PCs want to stay and
defend the village, but you want them to go to the mine, then
you can have all the villagers grab their valuables and put out in
their boats into the middle of the lake until they are sure that the
Fimir have gone away. Sumpfer can become semi-conscious again
and point out that he only saw one Fimir in the mine, and he heard
the cry of what must have been an infant Fimir - whereupon Our
Heroes find themselves with 28 pairs of expectant eyes upon them.

On the other hand, if you want the PCs and villagers to slug it
out against the Fimir, you can simply have the search party turn
up shortly after the PCs arrive at the village, before they get the
chance to put any plans into effect. The defence of the village
could make an enjoyable Warhammer Fantasy Battle skirmish,
and some notes on that subject are given at the end of the
adventure.

The Old Mine

If the PCs set out in search of the old mine, they should reach
it without difficulty. If necessary, one or more of the villagers
will row them there. They won’t stay around afterwards, however
- the best the PCs can expect is that they will put out into the
lake again and wait and watch from a distance.

The Schadensumpf is an important source of bog-iron, 2 low-grade
iron ore which collects in the saltpan of the marsh bottom. Like
most of the small and scattered villages of the area, Kammendun
supplements its meagre subsistence from fishing, farming and
foraging by extracting and selling bog-iron, and many years ago
a Dwarven mercantile concern from Middenheim tried to open
a mine in the area. Initial results were encouraging, but the mine
was quickly worked out and the merchants concluded that the
lifetime’s output of 2 mine in the area did not justify the expense
of its construction. Since then, the mine has stood derelict.
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Area 1 - Entrance

The rusting and rotting remains of a cart railway make this pasage
count as difficult ground. A failed Risk test indicates a severely
twisted ankle (1 W, character may only move at cautious rate for
the next D20 turns). The clutter and debris also addsa +10bonus
to all Listen tests made by the Fimir in the mine.

Make three Listen tests for the Fimir while the PCs are in this area
- one when the first PC enters the passage, one when he/she is
half-way along, and one when he/she reaches the end of the
passage. On the first succesful test, the youngster will start to cry
- a strange blend of hiss, bleat and grizzle, not 2a Human but clearly
the cound of a very young and frightened creature. This noise
will alert the Dirach, who will try to destroy the intruders before
they reach Area 4.

Area 2 - Workface

This is the area where the main workings of the mine took place.
A few pillars of rock have been left to support the ceiling, and
evidence of previous activity can be seen in the form of tools and
pit-props left lying about. Part of the chamber is flooded - to a
depth of less than a foot - and a shallow stream disappears through
an inch-wide crack in the wall of the chamber.

If he has time to prepare, the Dirach will use spells such as Sounds
and Marsh Lights to draw the PCs into the far side of this chamber,
to enable him to assess their strength and to give him time to
prepare some kind of defences in Area 3. He might, if the party
appears to be very strong, throw in a Fire Ball spell to soften them
up a little, before withdrawing into area 3. If the PCs waste valuable
resources like Fire Ball spells by shooting from the hip at his
illusory sounds and lights, so much the better.

Area 3 - Prospecting Tunnels
When the main workface was worked out, the miners drove a
number of exploratory tunnels out from the main chamber, in

the hope of encountering a fresh band of high-grade iron ore. They
encountered nothing but underground water and part of a flooded
cave system, but their tunnels now form the Dirach’s main line
of defence. His intention is to lead the PCs round in a circle through
the passages, where he can come on them from behind and pick
off the hindmost if the opportunity arises. He will always leave
himself a clear line of escape to area 4 in case the fight goes against
him.

The pool connecting Areas 3 and 4 will be difficult to cross; the
curtain of rock between the two chambers reaches almost to water
level, and a successful Search test is required to spot the entrance
to Area 4, even with the young Fimir’s almost-continuous wailing.
Having located the chamber, the only way between the two is
to wade across the pool and duck under the rock wall.

Fimir can do this with no trouble, but PCs must make a Risk test
(Swim skill + 20, every point of metal armour worn -5, characters
5ft tall or less -10); a failed test means that the character surfaces
spluttering and choking in one chamber or the other (decide
which randomly), counting as prone for D6-T rounds.

Area 4 - Cave

This cavern is where the Dirach has hidden himself and the
youngster, and he will withdraw here to make a last stand if
necessary. He will make the most of his advantage when the PCs
are still in the water, and may even wade in and try to drown a
few of them. In this event, both sides make a 8§ test each round;
if the PC succeeds and the Fimir fails the PC can make it out of
the pool into either chamber (player’s choice); if both succeed
or fail nothing happens either way, and if the Fimir succeeds and
the PC fails the PC loses 1 W due to a combination of strangulation
and drowning.

The Dirach will only fight to the death if escape is impossible;
if hard pressed, he will take any opportunity to grab the youngster,
duck under the water and flee the mine, casting Summon Steed
outside to summon a Demonic Servant with whom he has a long-
standing pact, and hoping to get as far away as possible.




CONCLUDING THE ADVENTURE

This adventure can end in one of two ways - either the PCs capture
the renegade Dirach and the youngster, or they allow them to
escape. In either case, what happens next depends on how mean
you're feeling.

The Fimir search party will arrive at the mine shortly after the
PCs emerge. If the runaways escape but the party has acquitted
sself will and you are feeling generous, you might decide that
the PCs chase the runaways straight into the waiting search party;
the Fimir capture them and take them back to the stronghold for
execution, forgetting all about the Humans. If the PCs kill the
sunaways, they can hand the bodies over to the search party, which
will take them back to the stronghold. All that remains is to reckon
the experience point awards.

I¥ the party fumbles things or never really gets to grips with the
adventure, the runaways might get clean away. Then the search

®

party will attack the village; allow the PCs to escape from the
mine into the waiting boats of the villagers before the search party
arrives, and give them an hour or so to organise the villagers and
prepare a defence. The plan of the village will be helpful here.
If you are feeling particularly mean, the search party might attack
the village even if the PCs kill the two runaways and hand their
bodies over; they may have been under sentence of death anyway,
but their death at the hands of mere Humans (Elves, Dwarfs,
whatever) is an insult to the Fimir race which can only be washed
out in blood.

The attacking Fimir should be balanced to give the PCs and
villagers at least an even chance of survival - one Fimm noble,
a dozen or so Fimm warriors and a Dirach should be quite enough
to give them a run for their money.

The defence of the village would make an enjoyable Warhammer
Fantasy Battle skirmish; some notes on this are given at the end
of the adventure.
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Experience Point Awards

This adventure has only one objective - finding and killing or
capturing the two runaway Fimir. This objective is worth 50
experience points to each participating character. Additionally,
you should award up to 50 points to each character for good play,
bright ideas and other contributions to an enjoyable game.

Information

The more imaginative and intelligent players may attempt to
capture the Dirach in order to question him about the Fimir.
Capturing him should be difficult, since his first priority is to
escape with the youngster and he will fight to the death rather
than allowing himself to be captured and handed over to the search
party. However, if the PCs come up with an effective plan to
capture the Dirach, you should not prevent it from succeeding.

If captured, the Dirach will try to bargain for his life and freedom
by offering the PCs information. He will willingly give the PCs
the general information on Fimir society and motivations on p
218 of the WFRP rulebook and at the beginning of this feature,
but will be unwilling to give the location of the stronghold in
the Schadensumpf - although he is a renegade under sentence
of death, he will not willingly betray his own race to mere Humans.
However, a successful Interrogation test, threats against the
youngster’s life, and/or convincing threats to hand him over to
the search party might change his mind. To make the most of
this possibility, play the interrogation out in full, and have the
players coax information out of him piece by piece.

Extending the Adventure
The possibility of a Seven Samurai style defence of the village
has already been mentioned; another possibility for expanding
this adventure is an expedition against the Fimir stronghold itself.
This will not be easy, though, and is only recommended if your
party is very strong and well-equipped and/or if they can persuade
Grand Duke Leopold to provide them with some troops to help
eradicate the stronghold once and for all.

NPCS AND MONSTERS

Skills: Fish, Sailing, Swim, 25% chance of Boat Building.
Possessions: Boat, nets, dagger or short sword, D20 Shillings.

Possessions: Bronze mail shirt (1AP body), hand weapon

Possessions: Bronze mail shirt with belly-plate (ZAP body),
bronze helmet (1AP head), axe, mace.

Possessions: Robe, staff, spell components.

Magic: 14 Magic Points, D4 Petty Magic spells, D4 Level 1 Demonic
and/or Battle Magic spells, D4-2 Level 2 Demonic and/or Battle
Magic spells. GM chooses spells or determines randomly.

Gobaniu - Renegade Dirach
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Possessions: Robe, staff, spell components.

Magic: 16 Magic Points, spells Marsh Lights, Sounds, Fire Ball,
Hammerband, Summon Steed, Cause Panic, Summon Energy.

The Young Female Fimir

The infant is too young, small, weak and frightened to take any
active part in this adventure. She may be killed automatically by
any PC who tries to do so. You might like to rule that a character
who tries to take her alive must make a successful Dex test to
avoid a severely bitten finger (Fimir have a full set of teeth right
from birth!); a failed test means that the PC drops the youngster,
who dives into the pool and tries to hide elsewhere in the mine.
Play this up for just long enough to irritate the players without
boring them.

A WARHAMMER FANTASY
BATTLE SKIRMISH

It is possible to develop an enjoyable Warhammer Fantasy Battle
skirmish from the situation in this short roleplaying adventure.
The plan of the village and its immediate surroundings can be
used to set up your wargames table; you may prefer to use fewer
buildings in the village than are shown on the map - this is fine,
and probably more practical for wargaming. The shallow stream
counts as an obstacle, and the soft sand of the beach counts as
difficult ground.

Using the army list, put together a Fimir raiding force according
to the models you have available - of course, you can use Ogres,
Trolls or any other race if you prefer.

Then, put together a defending force of equal points value. The
villagers should be represented by a unit of 20 or so levies, and
the rest of the force could be Human soldiery sent by the village’s
liege lord, Wood Elves who have befriended the villagers, Dwarfs
who have been opening up an iron-mine or trading for ore in the
area - anything you like, according to the figures you have available.

The defenders may set up inside the hedge that surround the
village, or outside the hedge but not more than 12" away from
it. The attacking Fimir set up within 12” of the opposite table edge.

Victory conditions are simple - a side wins if all the models of
the opposing side are killed and/or driven off the table.

Credits

The foregoing article would have been impossible without
the brains of one man... the eyes of another, the hands of
a third, the legs of a fourth...

Conceived, written, illustrated and edited by...

Graeme Davis, Rick Priestley, Nigel Stillman, Jim Bambra,
Nick Bibby, Paul Bonner, Gary Chalk and Jes Goodwin.
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1 HAVE SEEN
THE FUTURE,
AND IT’S
DARK...

Dark Future, the Game of Highway
Warriors, is set against a backdrop that is
frighteningly familiar. It presents a ghastly
vision of an alternate reality set in the near
future. The action takes place in the United
States of America, but a USA that is
disturbingly changed from the one we
know. And yet the similarities and echoes
of reality make it all the more chilling.

The game is set in the front line of the war
between the Sanctioned Operatives, a new
breed of law enforcer, and their outlaw
opponents. Of the former, some are white
knights, lantern-jawed avengers of injustice,
while others are but amoral psychopaths,
or tools of corrupt authorities and ruthless
syndicates. And the outlaws? Well, they
include all those who cannot (or will not)
accept the new order. While some may be
victims, more still are parasites - crooks,
bandits, commies and anarchists.

Dark Future puts you in control of either
one (or more) Sanctioned Operatives (SO’s),
or a group of Outlaws, recreating the savage
car wars that are fought across the desert
highways of the US. Games may be vicious
dogfights, long calculating chases, rapid
intercepts or hit-and-run ambushes. The
Ops, just trying to earn a living, have to blast
the bad guys off the road. The Outlaws can
try to outrun the Ops, or they can fight
back. And in the world of Dark Future,
Outlaw gangs also do battle with each other
for territory and prestige.

Naidu is at the wheel of the lead vehicle - a cargo
cruiser, well armoured, plated screen with a twin
MG on a pintel mount. It picks up speed as it
approaches the barricade. A hundred metres to go
and the shooting starts: Naidu dispassionately |
observes the figures scattering away from the
roadblock, some falling in the hail of machine gun
fire like marionettes whose puppetteer is having a
fit. The van crashes through the barricade,
scattering wrecked cars in every direction. The
convoy pulls to'a halt and a vicious fire fight ensues.
It's over within seconds - the defenders either dead
or fleeing. Naidu grins with quiet satisfaction at a
job well done. From tomorrow this area is under new
management,




fl THE WORLD |
' e

The world of Dark Future is marked by stark
change. Society is wracked by disruption,
violence and disease, where whole classes
have been abandoned by the corporate
interests. Even worse, they've been abandoned
by the forces of law and order.

The great cities of the West are now clinically
divided into Policed Zones (PeeZees) and No-

Go are ) :

apace. Soulless robot factories chu
armaments, combat aircraft, munitions, space
craft, electronics, cars and all the other
artefacts of the growth technologies. The
citizens of the PeeZees are wealthy, self-
gratifying and decadent, pampered by the
media and leisure industries and kept in
luxurious imprisonment by their corporations.

But life outside the fortified, high-tech PeeZees
is totally different. NoGo is a jungle where the
undergrowth is concrete and steel; where
predator and prey are one and the same -
human. Gangs carve out territories, fight
bloody wars, and disappear under the guns,
knives and chains of newer gangs. There's a
strange kind of evolution in action.

When you're driving in NoGo, slow down if you have
to but don't stop, not for anything.

Beyond the cities there is only Desert.
Advancing sands have engulfed the west coast,
and are closing in on the eastern seaboard, year
by year and yard by yard. Miami Beach will
soon go all the way to Los Angeles. The Desert
has swamped the heartlands of the United
States, leaving the cities increasingly isolated
and paranoid.

The roads are still open, and some small towns
yet cling to the asphalt lifeline. This is Outlaw
country, the hunting ground of vicious mobile
gangs on two and four wheels. Most of the
time, if you run into an OQutlaw, you either kill
him, or he kills you. It gets more complicated
if there’s a ransom on his head. But nobody
wastes money if they can avoid it.

The police stay in the PeeZees, looking after
the worthy citizens. That's what the
corporations pay them to do. Forgetting about
NoGo was the best thing the police ever did
for recruitment. Things are different in the
Desert, where some of the small towns pay
protection, and others have Residents’
Association vigilantes. ‘They look after
themselves, one way or another.
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' SANCTIONED OPS

Sometimes there are dirty jobs to be done. Maybe
a corporation has to run a land convoy through
Outlaw country. Maybe someone somewhere has
grown big enough to itch, and there's some
scratching to be done. Maybe a community can't
or won't go on paying protection to local
Outlaws. Maybe all kind of things. The police and
the army can’t help, so the people need
Sanctioned Operatives.

In agency offices across the nation you will find
a small framed portrait of Terence J Enderby.
Sometimes they even put flowers by it. The
Enderby Amendment, God bless it; the effective
opening of law enforcement to private individuals
and organisations; the birth of the Sanctioned Op.

Agencies and individuals take contracts,
sanctioned by the government, from
corporations, Residents’ Associations, even rich
individuals. The fees put their service out of reach
of most of the criminal elements, and even the
Mob and the Yaks are careful to route their
contracts through the corporations they own.
Appearances are comfortable things.

An Op working for a major agency will find him
or herself in control of the last word in mobile
light weapons platforms. The G-Mek Interceptors
used by most agencies are state-of-the art fast
attack vehicles: charged engine, high payload,
computer targetting, auto-drive, and extensive
internal armour. Even so, the average life-
expectancy of an SO is around 23 combat
minutes.
So why do they do it? Lifestyle? Fame? Greed?
Kicks? Justice? Power? The American Way? Are
they psychos who enjoy watching an Outlaw
wagon disintegrate under two or three hundred
kilos of chain-gun fire? Truth is there are as many
motives as there are Ops.

' THE MACHINES |

Technology moves faster in the Dark Future.
Within the PeeZees, the corporations and
government are served by an all-encompassing
data net, handling credit, information,
security, the media and policing. Computers
and robotics are boom industries - but they’re
still in second place.

The Interceptor manufactured by G-Mek, the
giant motor corporation, is a by-product of the
arms industry. Based on the latest performance
sports cars, it represents the ultimate in
roadway fast attack vehicles. Integral hardened
carbon-steel armour and a V8 or V12 engine
come as standard. Variants mount advanced
armour, computer-assisted driving and
weapons systems, even compact rocket-assist
units. The pricier variants can reach speeds
well over 200mph, and can carry a diverse
weapons payload.

Arms are the number one product
line for the home and export market.
Available to anyone with a licence
- and the money. Lasers have a low
fire rate, but they re relatively light
and don't weigh you down with

. ammunition. Grenade launchers are
simple, light, but inaccurate. High-
explosive rounds are devastating -
the blast can knock a speeding car
right off the road. 40mm grenade
launchers can also fire lethal armour-
piercing shaped-plastic warheads -
a big plus. There's also a wide variety
of conventional automatic weapons:
machine guns, auto-cannon and
chain guns. All are devastating, but
the weight of ammunition is a severe
limitation on a high-performance
road car.




My shirt tugged where the sweat glued it to my
chest, and my left side ached. I'd need another
jab to make it if this heat kept up. The road ahead
rippled, the target was just up ahead. | got
Amelia ready, she was HiVap, a good model. She
wouldn't let me down. | could just see him now,
a smudge in the heat haze about a mile up the
road. Goodbye, Amelia.

‘“Engage!”’

Vroooooooooooooooshl|

My grip was still tight around the launch control
when a tumbling fireball leapt across the road
ahead, just a yard above the tarmac. My grin
became a grimace as | held the Interceptor
steady through the back blast. | watched the
fireball pursue the distant smudge, momentarily
obscure it, and then...

Even at this distance, the size of the explosion
told me it was mission accomplished. Notch 40K
US dollars. Then the same ache in my arm. | wish
it wouldn't do that, maybe there's a glitch buried
somewhere in the circuitry.

Superstition and cultism are spreading openly
through NoGo, and covertly in the PeeZees. A
few scientists are beginning talk about a
breakdown in the laws of physics, an erosion of
the principles that hold the universe together.
They are quickly silenced.

Qutside the PeeZees, life is hard. NoGo is a
dangerous place to live. A few scattered, privately
policed service blocks house the diminishing
numbers of PeeZee service workers, but beyond
this, safety is a valuable commodity. Paying
protection, subservience to organised crime, is
part of life. Not paying is part of death.

For the impoverished streetwise youth of the
PeeZees, Gangs are a vital means of survival. Gang
members are fiercely loyal, and readily
identifiable by their distinctive dress, tattoos, skin
dyes - even facial scarring. The feared Detroit Vees
bear a V-shaped scar on one or both cheeks, or
a larger scar running from the temples and joining
at the chin. In New York's Eastside NoGo, the
T-Birds wear eagle motifs on their jackets, and
some even fix real birds to their arms and back.

“You're watching VTV, Vees are winning out
in Detroit. No-one touches us. Before the next
vid we're gonna show you something that
you ain’t gonna forget in a hurry. The guy on
your screens is Saturns. Las’ night Saturns
tried to hit us on Southside. In case Saturns
thinks he’s gonna try it again, maybe this’ll
change his mind. We're gonna cut his head
right off...”




Harry Parfitt, Op and senior partner of the
Seattle-based Silver Bullet agency. This car,
a G-Mek V12 carries state-of-the-art
computerised systems, plus RoboSteer and
Computerised Fire Control - nicely
counterpointed by the good old-fashioned
hood-mounted chain gun.

Manhattan-registered Katherine Romanov is
very proud of her White Russian heritage.
Romanov is an independent Op, shown here
beside ‘Potemkin’ - her early mark V8. The
car's combat potential has been improved by
modern auto-turreting but it still lacks the
speed to match later models operating
sandside on the freeways west of the eastern
seaboard.

Operative and Interceptor of Hammond
Maninski Inc., the largest agency in the
fortress town of Pittsburgh. The car is in
agency colours and carries a roof-mounted
auto-cannon (firing depleted uranium
ammunition), and twin wing-mounted
20mm GLs.

G-Force is typical of many small, sanctioned
security agencies. G-Force specialise in
interdictive sandsider contracts as well as
more routine haulage. The turret mounted
laser, with intelligent fire control and wide
spectra sensors has 90% terminality within
a thousand metre radius.

Covert operations car. Commonly used by
Ops involved in NoGo contracts or to gain
the advantage of surprise for flatland hits.
All the weapons are retractable, their
presence can only be detected by close
examination.

Car chases look fine on the five o'clock news,
and some Ops make agreements with
‘vulture squads’ - jetcopter TV crews who
film the Op’s contracts. Some Ops go the
whole hog and take on advertising revenue,
too.

Hood-mounted 40mm GLs have long been
popular with Ops - explosive, blast-enhanced
rounds are used by this Op, mixed shaped-
plastic charges for armoured targets.




An Interceptor from The Express, a
sanctioned transit and secure cargo
network. This is an example of The
Express’ fleet of dual-purpose
Interceptors for self-policing and rapid-
transit contracts. In this long-haul variant,
arms and armour are sacrificed for fuel
and passenger or cargo capacity.

Lucy Emma Anderton, an Op turned
Renegade. Every year a handful of Ops go
over to the other side. Contracts on
renegades are sought after by some former
colleagues, shunned by others. The car bears
testimony to three failed attempts to end her
career. By way of armament it sports twin
turret-mounted 20mm GLs and wing-
mounted machine guns.

Jonny ‘Reb’ Johnson, an independent Op
from Atlanta, Georgia. The car, another V12,
is surprisingly fast. Its turbo charging is
complemented by internal armour in carbon
plastics and RoboSteer for improved
cornering.

Rashomon Kurasawa, one of the two drivers
in Oakland'’s Shogun agency. This is another
east coast fashion - Pacific-basin colours and
stylised combat dress.

No air conditioning in this one! Many small
mid-western ranchers have a vehicle just like
this, hidden in a barn-like garage. And they
need it!

Hermann Weisskopf - an Op of
San Francisco’s Enforcer agency.
The car is a Borgatta F-15, capable
of over 160mph, and fitted with
GenTech weapons computer for
greater accuracy, and RoboSteer-
enhanched steering and road
gear for better handling. High
performance vehicles from
Europe are amongst G-Mek’s
rivals in the market for
Interceptors.

LINE ILLUSTRATIONS BY PETE KNIFTON COLOURED BY COLIN DIXON



Right from the start we decided that there was o
be no compromise on the game's components, it was
going to have to be epic. Or ¢lse. One of the best
features of the game is the vehicle models - a mix
of sleek Interceptors, heavily armourcd Renegades,

Hazards use a single, unified test to simulate anything
from a difficult manoeuyre to a high-explosive hit.
The result cither lets vou negotiate the hazard safely,
forces a panic brake, or in the worst case sends your
vehicle out of control. Panic braking slows you

|
and high-powered, mobile bikes. The car models are down, but doesn’t cause any serious problems - | R 50
designed to accommodate the finely detailed, slot- unless you are forced to brake too hard, and lose |
in weapons. These can be changed to represent the control anyway. | A
actaalsveapanty meunscd\dahe cac Vehicles which lose control are moved randomly. *
The playing surface comprises a mix of straight road — The system generates the car’s movements so it skids, |
sections and curves of various types with a system spins or even cartwheels along the road, gradually |
for generating random hazards like chicanes o slowing down, in a manner that is both highly |
difficult ground. In order for the board to keepup  realistic and extremely dangerous to other | J
with fast moving vehicles, board sections “roll” - as road-users.
new sections are added ahead of the vehicles, the 1 : x
old Giics are temoved behind, The trckis in 16 Shooting :Inq d;u'(?ugc systems use simple tmcl'—r(:lll i
sections: laid out end-to-end, there is well over 15 tests. Incoming fire Snldll:lll)' crodes a vehicle's s
feet of it. performance. Most of the time. There is, of course, K -~
the possibility of an unfortunate critical on any hit.
The rulebook is also bigger than you'd expect to find Steering rods get smashed, tyres are shredded,
in an ordinary boardgame. The rules are thorough engines die and fuel tanks - well, they explode...
and detailed, but concisely written and illustrated = : { "
by graphic diagrams, design notes and examples of — Dark Future also benefits from the strong modelling |
play. But what else would you expect from Richard skills of the tin and plastic folk at Citadel Miniatures. | -

‘Rogue Trooper, Block Mania, Warhammer’
Halliwell? The book also introduces the Dark Future
background (by Marc Gascoigne), and has a wealth
of atmospheric illustrations by the likes of Carl
Critchlow and Pete Knifton.

The rules have been exhaustively tested, refined and
honed. It's been a long and painstaking process, but
the end result is the most detailed and playable road-
combat game ever produced.

One of the strongest features of the game is its
realism. It simulates real driving with all the same
possibilities and hazards, but without sacrificing
speed of play. The rules are neatly structured in such
a wiay that players don't get bogged down in maths
and complex moves. Most tests are handled by a
simple dice roll without the need to refer to charts
or the rulebook. Once the players have learned the
basic mechanics, a fast, blazing multi-vehicle chase
can cover around 15 feet of track every 15 minutes or so.

Although the kits provided with the game are enough
1o get you started, there are lots of opportun
exercise your modelling skills if you wish.

L (4]

The grid on the board was specifically designed to
accommuodate the ordinary die-cast car models you
can find in any toy or model shop, and the plastic
maodels provided in the set are in the same scale.
Ordinary die-cast models - and there are hundreds
to choose from - can be used with little or no
conversion. Citadel will be producing inexpensive
packs of weapons and other accessories, as well as
vehicle variants (especially bikes) and a
comprehensive range of ‘peds’ - street fighters,
policemen, mobsters, Ops .. the works.
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YOU COULD WIN A MASTER PAINTER T SHIRT,. GAMES WORKSHOP |

GIFT VOUCHERS AND A PLACE IN THE GRAND FINALS BY ENTERING
AT ANY OF THE FOLLOWING SHOPS:-

@ ANTICS, Worcester ® ARCADE SPORTS, Southport ® ASHLEY RHODES LTD, Lincoln ® CHADDS OF HEREFORD LTD, Hereford & Worcs ® CRAZY
DWARF, Worthing ® CYRIL HOWES LTD, Bath ® DILLONS, Oxford ® DRAGON AND GEORGE, Glasgow @ DRAGONS LAIR, Stamford ® THE
DUNGEON (MODELLERS NOOK), Belfast @ ENCOUNTER GAMES (F C PARKER), Cardiff ® ESDEVIUM GAMES, Aldershot ® FANTASY WORLD, Stoke-
on’rent ® FINAL FRONTIER, Oadby ® FRIAR ST BOOKSHOP, Reading ® FROUDE & HEXT, Wilts ® GAMES & PUZZLES COLCHESTER, Colchester
©® GAMES & PUZZLE STORE (CAMBS), Cambridge ® GAMES ‘N’ MODELS, Hull ® GAMES STORE, Middlesborough ® GAMES INC, Plymouth @
GAMES WORKSHOP, Nottingham ® GAMES WORKSHOP, Plaza Centre ® GAMES WORKSHOP, Sheffield ® GAMES WORKSHOP, Liverpool ® GAMES
WORKSHOP, Manchester ® GAMES WORKSHOP, Derby ® GAMES WORKSHOP, Southampton ® GAMES WORKSHOP, Hammersmith ® GAMES
WORKSHOP, Leeds ® GAMES WORKSHOP, Newcastle ® GAMES WORKSHOP, York ® GAMES WORKSHOP, Baltimore ® GAMES WORKSHOP,
Birmingham ® THE GAMES ROOM, Norwich ® GAMESTORE CARLISLE, Carlisle ® THE GAMES CUPBOARD, Exeter ® GOULDS OF DORCHESTER,
Dorchester ® D HEWINS MODELS AND HOBBIES, Grimsby ® LEISURE GAMES ® THE MODEL SHOP (HARROW), Harrow ® MEDWAY GAMES
CENTRE, Kent ® MIDLAND GAMES CENTRE, Coventry ® THE MODEL SHOP, Gloucester ® THE MODEL SHOP, Guildford ® THE MODEL SHOP,
Bristol ® ORCS NEST, London ® PETERBOROUGH ROLE-GAMES, Yaxley ® RICHARDS TOYS, Uxbridge ® SOMETHING WICKED (M MUNDAY),
Huddersfield ® SWANSEA MODELS & HOBBIES LTD, West Glamorgan ® THE STAMP CENTRE, Gravesend ® SOUTHSEA MODELS, Southsea ® STAMP
CENTRE, Dartford ® SPIRIT GAMES (LEFGLOW) LTD, Croydon ® TOPPERS, Chester ® TELFORD MODELS, Telford ® TRURO MICRO LTD, Truro
@ VIRGIN GAMES CENTRE (E' BURGH), Edinburgh @ THE WARLORD GAMES SHOP, Southend on Sea ® A. WATTS & SONS LTD, Northampton
® WAR AND PEACE, Ipswich ® WELLING MODEL WORLD, Welling @

ALL MODELS MUST BE ENTERED BY THURSDAY 26th MAY. MODELS WILL BE JUDGED ON SATURDAY, 28th MAY. RULES ARE PROVIDED
ON ENTRY FORMS. .
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CROSSBOWMEN

BRETONNIAN ' : IMPERIAL

DESIGNED BY ALAN PERRY

WARNING! This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 12 years of age
Copyright © 1988 Games Workshop. All rights reserved.
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Facés

Last month we talked about the shield as a focal
point of a figure. This is because the shield is
alarge, brightly coloured area that draws the eye.
The actual figure itself has its own focal point,
quite independent of how it’s dressed or what
items it carries. This is, of course, the figure’s
head, or more specifically, the face. And, ineven
closer detail, the way the eyes of a figure are
painted define the particular character of the
model.

For the purposes of this article, I'm only going
to talk about humans and Orcs, as these are the
most commonly painted figure types. But, as
usual, the standard guidelines and techniques can
apply to any race or type of creature you want
to paint.

Most figure painters leave the face until last.
Interestingly, a figure that looks bland during the
rest of the painting process comes to life when
the face has been painted. This is important. A
lot of people abandon a figure before they've
finished because they feel that the miniature has
been let down by a bad paint job, yet the
completion of the face may be all it needs to
become a satisfactory piece of work.

By comparison, some painters prefer to make
the face their first job as it's the most important
element in the process. They will only continue
working on a figure if they deem the face to be
a success. When and how you work on the face
really depends upon the criteria you apply to a
given model.

Anyway, I'll assume that everyone is now familiar
with the process of cleaning and undercoating.
As conversions and modifications to figures have
also been dealt with in a previous issue, we can
just stick to painting the face.

Daemonettes of Slaanesh from the forthcoming REALM OF CHAOS miniatures range.
The base colour is simply a light flesh tone. Pale ink washes have been added for shadmg

Note how the exaggerated colours on the lips and cars help make the miniatures

look fierce and strange.

figures by Aly and Blanche.

Space Ork. Mike McVey's A Squat by Mike McVey.
careful blending of Goblin The ‘hardened warrior’ look
Green, a green ink wash for results from a successful
shading and Goblin Green + reddy-brown shading and
Bilious Green + white forthe  the grey beard.

highlights.

A Space Marine by Aly. The face receives the standard
treatment but note how the subtly shaded white hair gives
the officer a distinguished look.

JB's Astropath conversion. The
base colour was white, which
was then washed with thinned
inks. The face was painted with
acrylics.

AV TR E D WV R



These space adventurers show how flesh tones can be used to achieve
different racial effects.

Mike McVey's Eldar feel alicn because of the extremely
pale facial colouring. Blue ink is used for the war paint
and hair colgur.

Chaos Thug conversion by
Darren Matthews using
Citadel Colour and inks.
Darren’s use of bright
colours suit the subject.

The face of this Astropath
(by M) is nicely framed
in green by the cowl. The
blind white eyes outlined in
red are particularly dramatic.

Another Dwarf,
whose character
comes from under-
playing the eyes and
exaggerating the lip.

Phil Lewis’ Melnib-
oneans demonstrate
what can be achieved
by building on top of
a black undercoat with
layers of successively
lighter shades.

This Dwarf Berserker's
carefully picked out
tecth complete his
angry countenance.

look.

Finally. one of Aly's
Trolls. The pale washes on a
light base colour contrast with
the blue war paint and the red
mushroom hair.

Colin Dixon’s Viking Warlord
is an example of good blending
resulting in a moody, natural

\WHITHE I DWARELY)



Here are some different solutions to creating
flesh tones. Studying the shots will reveal
that by following the lines of the model and
by picking out details, a wide range of
expressions is possible. Figures by Sid, John
Blanche, Colin Dixon and Mike McVey.




A whole tribe of Orcs
and Goblins by the look

of things! Various
techniques using acrylic,
ink, blended washing and
drybrushing combine to
achieve different results.
Greens shaded with
blues tend to be bright
but shaded greens mixed
with browns give a more
realistic feel. Red eyes
always look dynamic
because green and red are
complementary colours.
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Humans and Flesh Coloured Beings

Stage one is to put on the base colour (Bronzed
Flesh is ideal) as evenly as possible. Take care
not to flood out the detail with a layer of paint
that’s too thick. To vary the flesh tones (after
all, no two persons have the same skin colour),
you can add small amounts of white, yellow,
orange, brown or red to the mix. Note that
adding a small amount of green takes away
any garishness that may appear in the mix.
It flattens the colour down, giving a more
realistic hue than the bright orange/yellow
flesh tone so often seen on painted figures.

If you would prefer to mix your own base flesh
tone then proceed as follows. Put a liberal
amount of white on your palette and add small
amounts of yellow, orange and brown. Adjust
the mix to achieve a satisfactory result,
modifying the colours as mentioned above.

When you’re happy with the mix, and have
applied it and left it to dry thoroughly, shading
may be added. Again, different colour mixes
give different results. Personally, I prefer a
basic orange with brown and red adjustments.
A grey mix is probably the most realistic to
go for but I use the orange solution as it
produces a very warm and appealing tone.
Figures tend to look healthier and more active
with this method.

The shading colour should be applied to the
depressions such as the eye sockets, the edge
and underside of the nose, beneath the lip and
in the ears (if you can get to them). These areas
are then blended in with water to the base flesh
colour. Obviously, the areas we’re dealing with
are very small, and you will need a good
quality fine brush - along with a fair degree
of patience. A more subtle shading treatment
can be added to the lower parts of the cheeks
if desired. Finally, shade the perimeter of the
face in the same way. Follow the hair line, the
edge of a beard, hat or helmet. This line will
need to be ed with black and red if the
hat or helmet itself is painted in a light colour.
Obviously, you won’t need to do this if the hat
or helmet is black, for instance.

A. The arcas of
shading on the face of
a miniature.

If your shading technique includes giving the
whole thing a colour wash, mix the colour you
want and spread it over the whole area. It will
be necessary to dilute the paint or ink before
application, and a test run may help. Try
applying the mix to a piece of card: the wash
should dry in the crevices, forming a natural,
blended shadow.

Okay, your shading’s now done and dried.
That means highlights are next on the agenda.

If you are blending the layers as they’re
applied, mix a little white to the base flesh
tone and apply it to the bridge of the nose,
the forehead, the cheekbones, chin and ears.
Blend in as usual. More white is then added
to the mix and further applied to the nose. The
number of colours and you put into your
highlighting process are not something that
we can give a hard and fast rule for. What looks
best to you should be your rule, and experience
will be your guide.

B. The arcas of highlighting

At this stage, you might like to add a little
character to the face by the addition of red
cheeks and noses. This looks particularly
effective on those miniatures sporting beards.
It’s fairly easy. A small, thinned dab of red
is applied to the base colours and blended in.
A little red surrounding the eyes looks good
on undead and wizard figures - it gives the
face a really ‘ill’ look. Generally, I use black
for the eye sockets as it forms a strong
background on which to paint the eyes. It also
gives a miniature a sturdy, mean look which
I feel is appropriate to both good and evil
characters - even when their normal skin tone
is pale, as with Elves. Some people might not
like such treatment being given to good
characters, but I prefer to make my warriors
look tough and battle hardened.

C. For the expert only, Tony
Ackland’s drawing demonstrates in
detail areas of light and shade.

While the eye sockets are drying, you can
move on to the lips and mouth. Figures often
have open mouths, so the mouth cavity needs
painting first. Black is probably the best
choice of colour because teeth stand out better
against this than any other colour. Realists may
choose a dark brown or even reds for a more
subtle effect. If there is a tongue, this should
be painted red or orange, shaded with a deeper
red at the base and highlighted at the tip. The
quick way of doing this is to flood the mouth
cavity with deep red ink, leave to dry and then
pick out highlights with red or pink.

The base of any teeth may be painted using
a grey/beige mix. Teeth may then be picked
out in white or cream. For the lips, you need
a red/flesh mix very subtly blended at the
edges. You have to get this right or the lip looks
covered in lipstick. One small highlight of
white mixed with the base lip colour may now
be added over the centre of the lip. Only a
minute dab is needed. The mouth can be
finished off with a red/blue mix (creating a

deep red) lining the centre of the lips, and

where they meet the teeth. Lip colours are also
suitable for adding scars and cuts on the
warrior’s flesh. This is always better than
simply adding garish red streaks to a figure’s
face.

D. An asymmetrical face will make
the figure look gawky.

E. A tightly controlled painting of
the eyes and mouth with a slight
downward slant demonstrate how a
face can be painted to represent a
Battle Hardened Warrior.

It’s time to return to the eyes. You may be
having difficulty with painting these on such
a small scale. Even though you might be able
to apply the tiniest amounts of paint, it’s easy
to end up with a figure that looks cross-eyed.
This might be the effect you want, on occasion,
but it can get you down when the effect you
want is a piercing glare.

Again, my preference lies with the result that
brings out the most contrast - black on white.
Of course, where I'm describing the use of
black, you might substitute brown, blue or
whatever colour you want. But on such small
figures, contrast is often the best solution.
Having said that, there are people capable of
painting a white eye with a blue iris and a black
pupil, even in this scale! These people are
probably insane. The problem with taking a
technique to this extreme is that there’s a limit
to the level of detail you can apply to a
miniature of this size without beginning to
detract from its visual impact. A black and
white solution leaves you in no doubt that (a)
it took so with a degree of skill to paint
this, and (b) the figure is actually looking.

The first step is to paint the eyeball, dabbing
the shape into the socket with the tip of a very
fine brush. This tip itself should give you the
right shape. If you are right handed, do this
in the figure’s left eye socket. When you come
to do the right eye, you may find the bridge
of the nose gets in the way. Simply hold the
figure upside down, ensuring that you position
the second eye the same distance from the nose
as the first. If you are left handed, just reverse
the procedure. Try to follow the finest lines
of the model. Citadel’s designers are highly
skilled and, if you look closely, you’ll find
much of the work done for you. Don’t worry
if you find you have made one eye slightly
larger than the other, or if you otherwise go
wrong. I smudge and blur eyes all the time
but it’s easy to either correct the mistake when
you line the eyes in black, or just try again.

F

E The shape of a good sable brush

cnablcs You to create an cye with ease.
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When this has dried, dot in the pupils with
the tip of a fine brush. A tiny blob of paint
on the tip will transfer easily on slight contact
with the white eyeball. It’s still a tricky
process, especially as you are trying to get the
pupils in the same position on each eye. You
may want to practise on old figures or pieces
of paper. It’s just a question of acquiring the
technique - which itself is a matter of patience.
Alternatively, a technical drawing pen might
provide a solution, and people have even
advocated using a pin, though I've never tried
this or seen it done.

G. With a light touch and a steady
hand pupils can be added with the
tip of a brush.

The positioning of the pupil can be used to
give a feeling of movement to the figure. If
your model is posed as though the figure is

ingina icular direction, position the
pupils a little further in that direction. The
result is very dynamic. Making a figure look
up or down can also bring pleasing results.

When you've reached this stage, you may find
that the figure looks a little ‘pop-eyed’. This
is because you have painted a round pupil on
a white eye. But people’s eyelids cover part
of the pupil. A realistic effect can be achieved
by painting with a red/blue mix around the
top of the eye, cutting down slightly over the
pupil. This narrows the eye and substitutes for
eyelashes. The more you narrow the eye, the
meaner the look you get from the figure. If
you decide to add eyebrows, go for a subtle
blend. They look better when they’re
suggested. Heavy lines look too much like
make up. Elves and wizards don’t look any
worse for having strongly pronounced
eyebrows, however. In fact, by angling them
in towards the nose, you can give your figure
a classically villainous appearance. I tend not
to paint the eyebrows as, from a distance, they
become confused with the eyeball on such tiny
figures.

H I
.

H&I. The positioning of the pupil
can add movement and character to
figures.

L. A dark line representing the upper
lid of cye lash cuts through the top
of the pupil for a realistic expression.
M. The linc angled to cut down on
the inner side of the eye creates an
evil expression.

You can add a number of special effects to a
face at this stage. This may be in the form of
warpaint, or a five o’clock shadow. Both are
best done with thinned ink washes. Beware,
you can ruin a face by experimenting, though
if you can pull it off, these are the kinds of
things that will make your figures stand out
from the crowd. You may even feel confident
enough to put a tiny white highlight on the
eye, but again, it’s easy to ruin earlier good
work so tread carefully.

N_f_“‘“\\
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IN. War paint or tattoocs can be added
in any design.

O. Chin stubble subtly washed on
adds character.

To completely finish the face, so that it may
be seen in its true glory, finish off the rest of
the head, ie the hat, helmet or hair. I prefer
black hair as it frames the face perfectly. White
and red are my next favourites, with blond and
brown following last. These colours are too
close to the facial colour to allow contrast.

Mike McVey painting eyes.
Ink wash of burnt sienna in and around eye
sockets.

Paint the whole of the eye black and add
a white dot at either side - or a crescent
shape if the eye is more easily accessible.

Brown ink outlining the actual eye.

In effect, what Mike does is to paint the
white of the eye around the pupil, thus
ensuring that it remains small enough.

P

P&Q. The McVey method of
painting czcs starts with a black eye
shape with the white added leaving
the pupil in the centre.

Goblins ’n’ even more Goblins

The techniques for these are the same, except
that you need to substitute greens for
conventional flesh colours. Blues, mixed with
the greens, give a good shading tone, whilst
a green/brown mix provides a more ‘realistic’
colouration. Green and white combine to
make a clean highlighting tone, and green and
yellow result in a warmer feel, adding a glow
to the skin colours. In fact, yellow may be
chosen as the base colour for goblinoids,
either blending or washing the shadows over
it. The yellow then shines through the green
giving a very powerful effect. Before adding
details, you can paint glazes of yellow or pale
green to increase the richness of the colours.

R. An Ackland patent Orc head - The
shaded arcas follow the same pattern
as for Humans, although the
proportions are different.

Mouths can be handled in the same way as
you would paint a human orifice, but there
may also be massive fangs to contend with.
These should be shaded with a creamy brown
at their base. Some people like giving Orcs
pink lips. This looks good against the green

“skin: the mix used for humans would be

suitable with a little extra white.

Orcish eyes are easier because they tend to
be painted without pupils and appear suitably
menacing. First, paint or wash the socket deep
green or black. Then paint the eye white (if
you try to add red to the green base, you'll
get a dingy brown). When this is dry, paint
over it with orange or red. If you choose
orange, a little dab of red ink will provide
suitable shading. Next, a small highlight in
white or yellow, perhaps toned with a wash
of yellow or orange ink, should be added.
Finally, black, or black and red mixed
together, should be used for lining the eye and
completing the evil look.

When you look at the photographs, see how
the different painters have used a variety of
colours to create individual effects. Then give
it a bash yourself. Faces are worth taking time
over as they’re just about the most important
aspect of a figure. And remember, the best
brush gives the best result, so buy the best
and look after them!

John Blanche
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONUi,

BACKGAMMON,

CITADEL, GRENADIER + PRINCE AUGUST Fantasy and Science Fiction miniatures at

manufacturers’ prices. p&p 10% (80p min.-£2.00 max.).

Overseas p&p 30% (£1.20 min.)

Science Fiction
Star Explorer (FGU) £12.95
Starship Captain (SGP) £12.95
Counter Set, Deep Space Map £2.45 ea.
Tau Ceti (SweG) £3.95
The Awful Green Things From Outer Space (SJG)
£4.95
Universe (SPI) R £12.95, Screen £5.50
Warriors of Batak (TF) £4.95
Web and Starship (WEG) £12.50
Car Wars De Luxe (SJG) £13.95
Car Wars (SJG) £4.95
CW Expansion Kits 1-6 £3.50 ea., Exp 7-10
£3.95 ea.
CW Crash City (SJG) £4.95
CW Truck Stop (SJG) £4.95
CW Convoy S £4.95

SF-Traveller R, S (GDW) £8.95
Highguard, Mercenary. Scouts £4.45 ea.
Robots, Merchant Prince £4.45 ea.
Supplements 2,6 £4.45 ea.

Alien Module 1: Aslan, 3: Vargr, 4: Zhodani, 5:
Droyne, 6: Solomani, 7: Hivers, 8: Darrians £4.45
ea.

Spinward Campaign £4.95

Alien Realms £4.95

Pilots Guide to Dresilthar, Undersea, Mountain
Environments £4.25 ea., Desert Environment
£4.95

Grand Survey (DGP) £4.95

Grand Census (DGP)

101 Robots (DGP)

Scenarios

Adventures 2-13 £2.95 ea.
Double Adventures 1-6 £2.95 ea.
Traveller Adventure £8.95

Disappearance at Aramat £3.95

* Tarsus (Module 1) £7.95

* Module 2: Beltstrike £7.95
Wanted: Adventurers, Startown Liberty, Lee's
Guide |, Ascent to Anekthor £4.25 ea.
Duneraiders, Drenslaar Quest £4.95 ea.

Megatraveller £16.95
Individual books £5.95 ea. — Players’ Manual,
Referee's Manual, Imperial Encyclopaedia
The Early Adventures (DGP) £5.95

SF-Space Opera R (FGU)
£14.95
Ground & Air Equipment £4.95
Star Sector Atlases 1,2,3,5. 11, 12£4.95 ea.
Martigan Belt £3.95
Casino Galactica, Incedus Il £3.95 ea.
Seldon's Starcraft Compendium | & |1 £4.95 ea.
Vault of the Nier Queyon £4.45
Rowsion 2, Probe NGC 8436 £3.95 ea.
Fasolt in Peril £2.95
Operation Peregrine £4.95
Agents of Rebellion £4.95
Space Marines £6.95

SF-BattleTech (FASA) £16.95
AeroTech £12.95, CityTech £16.95
BattleTech Maps Set 1,2 £7.50 ea.
Mercenary’'s Handbook £8.95
Battleforce £20.95
Battletech Reinforcements £10.95
Black Widow, Fox's Teeth £4.95 ea.

Mech Warrior R £8.95

Cranston Snord's Irregulars £5.95

Gray Death Legion £5.95

House Steiner £10.95

Battletech Blueprints £7.50

Battletech Technical Readouts 1,2 £7.50 ea.
Decision at Thunder Rift £3.50

The Spider and the Wolf £4.95

* Succession Wars Bdgame £19.95
Kurita (Draconia Combine) £10.95
Marik (Free Worlds League) £10.95
Davion (The Federated Suns) £10.95
Liao (The Capellan Confederation) £10.95
Battle Tech Manual £8.95
Dropships and Jumpships £10.95
Galtor Campaign £5.95
Sorenson's Sabres £5.95
ComStar £10.95
Periphery £10.95
Rolling Thunder (Scenarios) £5.95
Plastic 'Mechs £6.25
Battle Technology Mag £2.95

¢ Special Offer

* New Arrival

R Role Playing Rules
S Plays Solo

B Boardgame

M Miniature Rules

Access
AR

You may phone orders and pay by ACCESS/VISA

Fantasy — Role Playing

Dungeons & Dragons (TSR) R

Basic Set, Expert Set £7.95 ea., Companion Set,
Masters Set, Inmortals Set £8.95 ea.
Dungeon Masters Guide £11.95
Players Handbook, Unearthed Arcana, Oriental
Adventures £9.95 ea.
Monster Manuals | & II, Fiend Folio. Legends &
Lore £9.95 ea.
Dungeoneer's Survival Guide £9.95
Wilderness Survival Guide £9.95
Manual of the Planes £9.95
* Dragonlance World Atlas £9.95
Dragonlance Adventures £11.95
AC9 Creature Catalogue £6.95
AC10 Bestiary of Giants & Dragons £5.95
AC11 Book of Wondrous Inventions £5.95
* Forgotten Realms (TSR) £8.95
FR1 Waterdeep & the North £4.95
FR2 Moonshae £4.95
FR3 Empires of the Sand
TSR Adventure Modules (levels)
N4 (0) Treasure Hunt £5.50
B1-9 In Search of Adventure £8.95
B/X1 (2-4) Night's Dark Terror £6.95
B/X2 The Islandia Campaign £5.50
X12 (5-8) Skarda's Mirror £5.50
X13 Crown of Ancient Glory £5.50
CM?7 (8+ Elves) Tree of Life £5.50
CM8 The Endless Stare £5.50
CM9 Legacy of Blood £3.95
M4 Five Coins for a Kingdom £5.50
M5 (20-25) Talons of Night £3.95
GAZ 1 The Grand Duchy of Karameikos £5.50
GAZ 2 The Emirate of Ylaruam £4.95
GAZ 3 Principalities of Glantri £5.95
GAZ 4 Kingdom of lerendi £4.95
GAZ 5 Elves of Alfheim £5.95
OA1 Swords of the Daimyo (1-4: 6-10) £6.50
OA2 Night of the Seven Swords £5.50
OA3 (5-7) Ochimo, The Spirit Warrior £5.50
OAA4 Blood of the Yakuza £5.50
(9-12) EX1,2, XL1 £2.95 ea. (10-14) X10 £6.95
(8-5) UK-2 £5.50. UK-4 £5.50
(4-7) A1 £5.50. UK3 £2.95. C5 £5.50. A2 £4.95.
(5-7) 12 £5.50, UK6 £5.50, (4-8) 17, 18 £5.50 ea.
(5-7) DL1-7, 10 £5.50 ea., DL8,9 £5.95 ea.
(6-10) S4 £6.50
(7-9) 15 £5.50, UK7 £5.50, (8-12) S3 £6.50
(9-12) WG5 £5.50 ea.
WG6 £5.95, (10-14) CB1,CB2 £2.95 ea.
RS1 Red Sonja Unconquered £5.50
(15+) CM1-8 £5.50 ea.
M1,M2,M3 (28-32) £5.50 ea.
IM1 The Immortal Storm £5.50
IM2 Wrath of Olympus £5.50
IM3 Best of Intentions £3.95
Lankhmar £7.95, CA1,2 (10-15) £5.50 ea.
World of Greyhawk £8.95
AC2 Shield £3.95, AC7 Master Players Screen
£5.95
AC1 Shady Dragon Inn £4.95, AC3 Dragon Tiles |
& 11 £3.95 ea.
AC4 — Book of Marvellous Magic £5.95
AC6 — Player Character Records £3.50
REF 1 ADD DM's Screen £4.50
REF 2 Revised PC Record Sheets £4.50
REF 3: Book of Lairs £6.95
REF 4: Book of Lairs I| £6.95
Battle System £15.95
Module H1 £6.95
H2 (16-18) The Mines of Bloodstone £5.50
H3 Bloodstone Wars £5.50
* Dungeon Magazine 5,6,7,8 £2.95 ea.

*

Runequest Il R
New Starter Book £8.95
Advanced RQ £12.95
RQ Monsters Bxd (AH) £16.95, Book (GW) £9.95
Deluxe Edition (AH) £24.95
Monster Coliseum £12.50
Vikings £15.95
Apple Lane £6.95
Gloranthan Bestiary £5.95
Griffin Island (GW) £10.99
Land of Ninja Bxd (AH) £12.50, Book (GW) £10.95
Human/Non-Human Adventurer Pads £9.95 ea.
RQIl Scenario — Snow Queen (Solo) £5.95

Ysgarth Rule System R £9.95
Supplements 1-4 £2.25 ea. or £7.95 the set
Ysgarth Adventures £1.95 (Adv. 6) £2.30

* Adventures from the Abyss £2.95
Mini-Systems: Weres £1.20

Character Role Playing £1.70
Uttgart & Wyrdworld Scenarios £1.95, Uttgart 5
£2.30
Abyss Magazine £1.50

@® Come & see the BIGGEST & BEST

Selection of Games, Rules & Accessories
in the South

Other Role-Playing'Games
Delta Force (TF) £10.95
Companion £6.95
Terror at Sea £5.45
Desert Sun £5.45
Dragonroar (SGP) £12.95
Zhevezh Gauntlet £9.95
The Ballad of Skiirn La 'Ana £2.95
Dragonquest Adv 1,2,3£3.50,  Frontiers of
Alusia £2.95
Empire of the Petal Throne (DWP)
World of Tekumel £7.95
Espionage (HG) £6.95
Danger International (HG) £9.95
S.H.A.D.O.W. over Scotland £4.95
Border Crossing £3.95
Elfquest (Ch) £13.95
Sea Elves £4.95, EIf War £4.95
Eternal Champion RPG
Hawkmoon (Ch) £13.95
Stormbringer (Ch) £14.95
Stealer of Souls £4.95
The Black Sword £5.50
Shattered Isle £5.50
White Wolf £5.50
* Fantasy Hero (HG) £9.95
Hero Bestiary, Magic Items £5.50 ea.
Flashing Blades (FGU) £8.95
Parisian Adventures £4.95
Cardinal's Peril £4.95
An Ambassador's Tales £4.95
High Seas £4.95
Freedom Fighters RPG (FGU) Bxd £14.95
* Fringeworthy (TriTac) £8.95
Invasion US, Rogue 417 £4.50 ea.
FTL 2448 (TriTac) £13.95
Gangwar 2448 £3.95
Star Charts £3.95
Gamma World (TSR) new edn £13.95, GW6 Alpha
Factor, GW7 Beta Principle, GW8 Gamma Base,
GW9 Delta Fragment £5.95 ea., GW10 Epsilon
Cyborgs £3.95
Old Ref's Screen, Modules 1-4 £2.85 ea.
Gangbusters (TSR), Modules 1-5 £2.95 ea.
Ghostbusters RPG (WEG) £12.50
Ghost Toasties £5.95
Hot Rods £4.95, Scared Stiffs £4.95
& Golden Heroes (GW) £7.95
Supervisors Pack £3.95
Legacy of Eagles £3.95
Queen Victoria & the Holy Grail £2.95
GURPS Basic Set £15.95
Man to Man Combat £5.95
Orc Slayer £3.95
Fantasy GURPS £5.95
Autoduel GURPS £5.95
GURPS Horror £5.95
GURPS Horseclans £5.95
GURPS Bestiary £5.95
GURPS Humanx £5.95
Battle Maps £4.50
Blank Maps £3.50
Car Warriors Character Book £3.95
Road Atlas 1 (East Coast) £3.95
Road Atlas 2 (Pacific Coast) £3.95
Road Atlas 3 (The South) £3.95
Road Atlas 4 (Australia) £3.95
Harnmaster RPG (Col) £11.95
PC Sheets, GM Sheets £2.50 ea.
Heroes Unlimited Revised (Pd) £11.95
Justice Machine £9.95
<> Indiana Jones Modules (TSR) IJ1-6 £2.95 ea.
IJAC1. Judge's Pack £4.95 ea.
Judge Dredd RPG £14.99
* JD Companion £9.95
Judgement Day £3.95
Slaughter Margin £9.95
Citi-Block Plans £5.99
* Justice Inc. (Hero) £6.95
Trail of the Golden Spike £3.95
Lands of Mystery £6.95
Killer (SJG) £4.95
Lands of Adventure (FGU) £9.95
* Living Steel (LEG) £16.95
Operation 7 Swords (LEG) £4.95
KVISR Rocks £4.95
Lords of Creation (AH) £9.95
Horn of Roland, Yeti Sanction £4.95 ea.
Omegakron £4.95
Marvel Superheroes Game (TSR) £8.95
MSH Advanced Set £8.95
MA1 Children of the Atom £7.50
MA2 Avengers Coast to Coast £7.50
MA3 Ultimate Powers Book £7.50
MAA4 The Fantastic Four £5.95
Modules MH1-7 £2.50 ea., MH8 £3.50
MH9 Gates of What If? £3.50
Accessories MHAC1-5,7.8, MHSP1
£3.50 ea.
MHACS £3.95, MHAC9 £7.50
MHSP2 £4.95 (Secret Wars 1)
MX1 Nightmares of Futures Passed
£3.50
MX2 The X-Potential £3.50
MX3 Reap the Whirlwind £3.50
MX4 Fumes of Doom £3.50

These are just some of our games. We stock virtually all games available in the U.K.
Send 20p in stamps & 20p s.a.e. (overseas 4.i.r.c.) for a more detailed list (or free with orders over £6.00)

MAIL ORDER CHARGES: UK/BFPO/Under £12 — Add 80p. £12 and over — post free

Eire — Add 20% (min £1) — post free over £20

Overseas Surface Mail — Add 30% (Minimum £1.20). Europe Air Mail = Add 40% (minimum £1.40)
Air mail elsewhere — add 55% minimum £1.80) except AH, HPG, MB & HT games — add 100%

Payment in Sterling please

/A A

Overseas payment by Bank Draft/UK Bank Cheques/

Gir Visa/

(BARCLAYCARDI

[BARCLAYCARD)
VISA
[e==ces]

*

*

*

Historical Board
Wargames

World War Il

Kharkov £17.95, Kanev £10.95
Armour at Kursk (TF) £4.45
Black Sea, Black Death (PWG) £14.95
Drive on Stalingrad (SPI) £19.95
Barbarossa £19.95
Moscow, 1941 (TSR) £15.95
Ostkreig (SweG) £4.95
Panzerblitz (AH) £15.95
Panzer Command (Vic) £17.95
Panzerkrieg (AH) £15.95
Tank Leader (East Front) (WEG) £14.95
Kirovgrad (WWW) £14.95
Dark Crusade (WWW) £12.95
Eastern Front Solitaire (Ome)
The Last Victory (CoA) £23.95
Panzergruppe Guderian (AH) £16.95
Russian Campaign (AH) £12.95
Russian Front £19.95
Stalingrad £12.95
Afrika Korps (AH) £12.95
DAK (SimCan) £14.95
Field Marshal Rommel (Jedko) £16.95
Kasserine (3W) £12.95
Lebensraum (SimCan) £14.95
Rommel in the Desert (Col) £18.95
Panzer Armee Afrika (AH) £14.50
Rommel in North Africa (WEG) £11.95
Rommel's War (QD) £18.95
Anzio (AH) £14.95
Thunder at Cassino (AH) £19.95
Kesselring (WWW) £4.95
Bloody Buna (WWW) £4.95
Battle Hymn (Vic) S £26.95
Leatherneck (Vic) S £16.95
Carrier Battles (RSS) £26.95 (Guadalcanal)
East Wind Rain (3W) £20.95
Flat Top (AH) £19.95
Incredible Victory (QD) £19.95 (Midway)
Midway (AH) £14.95
Pacific War (Vic) £39.95
Victory in the Pacific (AH) £12.95
YYamato (QD) £24.95
Raid on St Nazaire S £19.95
Patton's Best (AH) S £21.95
Against the Reich (WEG) £17.95
Cobra (SPI) £15.95
World War Il (SPI) £24.95
To the Wolf's Lair (PWG) £16.95
Gazala 1942, Aachen (PWG) £13.95 ea.
Victory in Europe (OME) £14.95
Omaha Beachhead (Vic) £15.95
Hell's Highway (Vic) £17.95
Eighth Army: Opern Crusader (GDW) £9.95
Normandy Campaign (GDW) £9.95
St. Lo (WEG) £13.50
Battle for the Factories £24.95
Arnhem Bridge, 8th Army (Att) £7.95 ea.
Command Decision (GDW) M £11.95
Bastogne Rules Module £5.45
Panzerleader (AH) £15.95
Storm over Arnhem (AH) £14.95
Axis and Allies (MB) £29.95
Europe at War (Jedko) £16.95
Hitler's War (AH) £16.95
Spies (SP1) £10.95
Twilight War (SPI) £10.95
Third Reich (AH) £16.95
Trial of Strength (Panth) £26.95
Squad Leader (AH) £19.95
SL Boards 1-31 £4.25 ea.
Col, CoD, Rogue, WWW Scenarios £4.50 ea.
Advanced Squad Leader Manual £35.95
Beyond Valor £35.95
Hedgerow Hell £24.95
Streets of Fire £24.95
Paratrooper £13.95
Partisan £13.95
Yanks £29.95
ASL De Luxe Boards A-H £5.95 ea.
D-Day (AH) £12.95
Fortress Europa (AH) £14.95
Longest Day (AH) £57.95
Normandy (SP!) £6.95
Onslaught (SP!) £15.95
France 1944 (Vic) £13.95
Attack in the Ardennes (GDW) £9.95
Bastogne, Arnhem (SPI) £3.95 ea.
Battle for the Ardennes (SPI) £19.95
Battle of the Bulge (AH) £14.95
Road to the Rhine (GDW) £9.95
Market Garden (GDW) £9.95
Open Fire (Vic) S £27.95
Fire inthe East (GDW) £44.95
Play Aid Kit £6.95
Scorched Earth £44.95
Play Aid Kit £3.95
Their Finest Hour (GDW) £22.95
Fall of France (GDW) £33.95
Narvik (GDW) £16.95
Play Aid Kit £3.95
Near East (GDW) £14.95
Western Desert (GDW) £14.95
Desert Pack Play Aid £4.95

ESDEVIUM GAMES (w2}
185 Victoria Roac

ALDERSHOT Hants GU11 1JU
Tel: Aldershot 311443

or (evenings) Farnham 722265

— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS
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HAPTER APPROVED

The Eldar War Walker is a variation of the Dreadnought
concept. Sacrificing armour in favour of hard-hitting
weaponry and manoeuvrability, it is well suited to fast action
against a lightly armoured or sluggish enemy. However, the
War Walker is not without protection, for instead of thick
armour plating, the pilot is protected by three Power Fields.

To facilitate firing its weapons, the War Walker is equipped
with a Power Field Synchronizer which allows the protective
field to flicker off for the brief instant it takes to deliver its
deadly volley.

The War Walker is constructed in the same way as a
Dreadnought (see WD 100), using build points to buy
characteristics.

Build Point Total: 126

Profile |WS|BS|S |T|D|1|A|SvHP E
Walker 6|6|5[5]10[6|2*[5-6] 4|10
BPs 6|6|10[10]|30/6 |6 (4|8 20

* stomps from the Walker’s feet.

Control System: Driven 2 BPs
Power Plant: Crystal Battery 18 BPs (Speed 7)

Armament: The War Walker comes complete with a las-cannon (90pts)
and scatter-laser (70pts).

Equipment: Two targeters (one controlling each of the main limb
armaments - 10pts); three 17 radius power fields (30pts); a power. field
synchroniser (10pts) and a sensor package (13pts).

Points value:
126 + 160 (Armament) + 63 (Equipment) = 349 pts

The scatter-laser is 2 new weapon devised by the Eldar
especially for use by their War Walkers and Dreadnoughts.
It fires more than one laser shot, but unlike a multi-laser it
fires them all at once. This is extremely useful when used in
conjunction with a power field synchronizer, because the
power field is down for only the briefest fraction of time,
minimising the chance of being hit by the enemy’s return fire.

The scatter-laser differs from other weapons in the WH40K
game in that it may fire up to six times during the shooting
phase. Each shot may be directed at a different target, but all
targets must lie within a 6” radius of a2 nominated point. If
desired, all six shots can be directed against a single target.

Although normally slow and heavy with a 2" penalty, this has
no effect when the weapon is mounted on a vehicle,
Dreadnought or War Walker: the Walker may move and fire
its weapons without restriction.




CHAPTER APPROVED

The following addition may be made to the Eldritch Raiders list (Chapter
Approved, p104).

0-4 Eldar War Walkers
M|WsiBS|S |T.|D 1 A|Sv|HP| E
Profile | 7 | 6 | 6 | 5|5 |10 6] 2 [56]4]10

Control system: Driven

Power Plant: Crystal battery

Armament: Las-cannon + scatter laser (each with targeter)

Equipment: Standard sensor package; 3 1" radius power fields;
power field synchroniser.

PV: 349 each

T Y

The War Walker is protected by three power fields. Only one
may be used at once, and the player must state whether a power
field is turned on or off at the start of his turn. See WD 100
for rules on power fields and power field synchronizers.

Because of the pilot’s exposed position, any shot which
penetrates the power field and hits the pilot is likely to cause
a good deal of damage. To represent this, the Walker takes
special damage exactly like a Dreadnought. However, when
the pilot is hit, instead of rolling once on the special damage
chart, two dice rolls should be made. The opposing player
may then choose which effect he wants to apply, the other
being ignored.

The Walker pilot may eject in the same way as a Dreadnought
pilot. Assuming he survives, the pilot may fight on foot and
is considered to be armed with a las-pistol and protected by
mesh armour (this costs no extra points). A Walker may also
be used by a personality model, in which case the normal cost
of the model must be added to that of the Walker itself.

The Eldar use War Walkers in a variety of operational theatres.
The mobility of the Walker makes it ideal for swift raids,
infiltration manoeuvres, flank attacks, and ground based
scouting. Walkers are also used to support the Dreadnought
Squadrons, deriving protection from their comrade’s heavy
armour, whilst adding their own phenomenal fire-power.
Pirate raiders favour a ratio of one Walker to two Dreadnoughts,
but some prefer to have whole squadrons of Walkers, whilst
others mix Walkers and Dreadnoughts in an apparently random
manner.

Walkers are less effective in hand-to-hand combat than
Dreadnoughts as they only have two attacks. These are
nominally stomps from the machine’s large feet, but the Walker
can also use the Dreadnought special rules for tread attacks
and #trips.

Being far more lightly built than the Dreadnought, the War
Walker is vulnerable to the sort of sustained fire which can
take out power fields. Although its advanced power field
configuration gives the Walker an initial high level of
protection, once this is blown away the War Walker is no match
for a Dreadnought or even a well equipped squad of infantry.
Fortunately, the multiple power fields which surround it
endow the War Walker with a relatively predictable period
during which the pilot can use its phenomenal weaponry to
good effect. This is where the Walker scores over the more
heavily armoured Dreadnought, utilising high speed to strike
at important enemy targets before retiring behind the cover
of its slowly advancing battle-kin.

Todays thought: Hope is the beginning of

unhappiness
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You are being connected to another world in-another time. Where YOU are another person. Welcome to E.L.S.
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asyou are able to discover, find the Escape Route and return to the Adventurer's Guild in Beckbridge to register your score of Gold Pieces.

P ick up your telephone. Dial the FIST number. And
you are immediately connected to a medieval fantasy
world of magic, monsters and great riches to be
plundered. A world where YOU are a heroic
adventurer embarking on a quest for fame and fortune...
ifyou are skillful enough to survive.

The world of Castle Mammon — Lair of the Demon
Prince — created by the fertile imagination of gamesmaster
Steve Jackson is brought to you through the state-of-the-
art computer wizardry of Computerdial Ltd. The
creatures and deadly traps which awaityou in Castle
Mammon are brought to life with dramatic sound effects

and new gaming techniques. You can hear the Roar
\ of the Flesh Eater as your sword bites; the Sizz/e of the
Fireball bursting towards you, the chinking of the
many Gold Pieces you will find hidden in the
Demon Prince’s underground dungeon.

YOU make the decisions which direct your adventure,
simply by using your telephone to dial the number which
represents your choice.

Enter the Monthly Competitions — where the most
skillful adventurers will win REAL GOLD PIECES!
Further details in the free Adventurer’s Pack

THE WORLD OF FIST.

w hen you dial the FIST number, you will be offered the
choice of either starting the adventure immediately or
choosing other options. An easy-to-follow system of menus
will guide you through the options currently available.
Simply listen to the instructions and dial your choice. The
world of FIST will be in a constant state of development,

so not all features will be available from the start. Current
plans include:

FIST Rules — A guide to Hints, Strategies and Rules of the
game (5 mins).

kground — To the Castle Mammon adventure (5 mins)
[NB: The text of both these options are provided free in
the Adventurer's Pack]

Monthly Competition — The FIST Challenge! Find the
dungeon exit and register your plundered Gold Pieces at
the Adventurer's Guild. REAL GOLD PIECES to be won

every month!

The Black Claw Tavern — A group discussion line which
will connect you with other adventurers calling at the time.

The Adventurer’s Guild — Details of how to join the FIST
Player’s Club

The Adventurer’s Academy — A fast-moving ‘monster
bash’ designed to increase your combat skills

General Store — The village shop where you may ‘buy’
magical weapons, armour, potions and charms with your
Gold Pieces to help you in the adventure.

COMBAT SYSTEM

ou start each adventure with a pre- set level of stamina

which reduces in battles when you are hit. You fight
monsters by dialing in your combat strategy.
Experienced FIST players will be better
swordsmen than novices through the
ingenious combat system which allows
players to learn the best
ways to tackle different : — >
monsters. Canyou '
crackits secrets?

HINTS ON PLAY

K eep a pencil and paper by the telephone to track your
choices. Keep a map! Dial 0 to repeat the previous
message (useful for repeating options). Dial 9 to hearyour
Character Status (inventory, provisions, stamina and
option to store your character on the computer foryour
nextvisit). Dial known options during text to skip out
through familiar areas of the dungeon into uncharted
regions (not all phones can use this facility). Send for the
Adventurer’s Pack (see below) today!

Characters in limbo

Want to save your character? Send him into LIMBO before
you hang up. Ifyou call again within four weeks you can
retrieve him from the FIST computer and continue where
you left off. No frustrating “forced restart”. Limbo saves
time. And money!

ADVENTURER'S PACK

O ur free FIST starter pack contains all sorts of goodies,
including:

® A description of the background to Castle Mammon,
the first FIST adventure

® The game rules (as much as we'll let you know!) with
hints and strategies

® A membership form for The Adventurer’s Guild, The
FIST Player’s Club

® How to get yourselfa Tone Dialler (helps speed up the
adventure) if your phone is not DTMF compatible

® News of latest FIST developments

® Just send your name and address on an A4-sized
stamped, addressed, envelope to:

FIS.T.c/o Computerdial Ltd, P.O. Box 530,

c/o Kensington Sorting Office,

24 Earls Court Road, London W8 6DA

S

FLST. ADVENTURE 1:~

¥ GASTLE MAMMODN

Lair of the Demon Prince Written and Directed by STEVE JACKSON

Do you dare try your luck in this deadly PlunderQuest in Kaddis-Ra’s underworld? There are
greatriches to be discovered (including REAL GOLD PIECES from our monthly competitions), but beware the

Demon Prince’s undead legions and deadly traps. In order to succeed you must enter the dungeons, gather as much treasure

Brought to you by Computerdial Ltd.

DIAL

0898 800 876
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Julio Maher, Manchester:
Gnomes in WD86. In the case of the magic-using
careers, no Magic Points are given.

Gnomes have the same Magic Points levels as
Dwarfs and Halflings, except that expenditure on

editing but slipped through
means, though.
Roger Dubar,

this-in any way.

Musion spdkm habfmral romﬂngﬁacuons up.

Roger s
Under Wizard's Trappings are listed Wizard's Staff
and D6 Magic Items .. Does an Apprentice need to

gain these trappings before becoming a Wizard?
Also, what do wizards' staves do?

The Wizard’s Staff is just a staff - it doesn’t have
to be magic. It's just part of the image. Yes, a
Wizard's Apprentice needs one to become a L1
Wizard. Magic Items should have been deleted in
the net. Use them as
guidelines for NPC Wizards' trappings by all

Glasgow:
lfaWizarclchangwcareerclass,domagmand
armour restrictions still apply?

Any character suffers these restrictions when
casting spells while wearing armour.
Julio Maher:

Can a character with the skill Dodge Blow dodge
a Fire Ball or similar magical attack?

See the last paragraph of the description of Magic
Missiles on p156. Dodge Blow skill does not alter

This month’s On The Boil answers some of
your questions about magic in WFRP.

Julio Maher:
I've had terrible problems with Wanda. Every time
she stops off at a town, she goes straight to a
chemist or whatever, wanting to buy sulphur balls.
Can you give me any idea of availability and price?

Really, it's up to you as the GM what happens
whenever a PC tries to buy spell components and
similar things. Wanda would need to find another
Wizard or an Alchemist or Pharmacist, and you
should treat components for Petty Magic spells
as Rare and those for all other spells as Very Rare.
Play out the transaction, with you as the vendor
trying to get as much money as possible and the
player trying to haggle the price down. Try
charging 1GC per sulphur ball in major towns and
cities.

Henrique L. Salles, Brooklyn:
1 noticed that it is possible to have a magical misfire,
but on further reading 1 could not understand how
this is possible.

Magical misfires are covered under the heading
Magic Point Cost on p135 of the rulebook. When
a magician has fewer than 12 magic points
remaining and he or she casts a spell, the player
rolls a D12, If the result is equal to, or lower than,
the magic point total there has been a misfire. As
GM you can decide whether the spell simply didn’t
work, or if it had another effect (a fireball going
off without béing ‘launched’, for example). But
remember, it's hard enough for low level magicians
to cast speﬂs as it is.

Tom Scott, Bognor Regis:
Are Magic Points lost if using, say, a Sleep spell
and the wizard fails to make contact with the
target? Is the chance to touch WS -20%?

Magic Points are only lost if the spell is cast. If
the caster needs to touch the target, the spell
cannot be cast if contact is not made. The -20
unarmed combat modifier to WS reflects the
difficulty of trying to touch someone without the
extrareach of a weapon, but the minimum hit roll
is always 10%.

Anthony Leaton:
Warpstone has the capacity to contain Magic Points
for Skaven. I know that Warpstone is made of raw
magic, and the stone used by the Skaven is refined.
Where can raw magic be found save on the Skaven?

Warpstone is a solidified form of raw

which came into being at the collapse o cheslam
warpgates when Chaos first came into the world.

It is the only material form which raw magic has
ever been known to take. Small amounts of it have
been found in the Old World, and it is much sought
after by the Skaven, who have perfected the
techniques of refining it and putting its magic to
work. It is deadly stuff, though - some details of
what a small amount of Warpstone can do will
be found in the WFRP adventure pack Death on
the Reik.
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Anthony Leaton, Reading:
When a Fire Ball or other type of magic missile
is fired and hits a character, it causes hits
automatically irrespective of armour. Does magical
armour reduce its effect?

Magica! armour only protects against magic
missiles if every body area is covered by magical
armour; in mlsca.se, the damage is reduced by
the number of magical bonuses on the least
protected area. Armour or other items with specific
enchantments against spells, fire, lightning or
whatever may modify this under certain
circumstances.

M Jeacock, Banbury:
Some confusion has arisen as to how to calculate
the damage incurred by magic missiles, as I can
seeseveralmeﬂaodsoftulerpreﬂngmenﬂ&;gtvm

The correct formula is: D10 + Strength (of missile)
- Toughness = Wounds, Characaters may still make
an Initiative test to halve the damage

Julio Maher:
Is it possible to cast spells higher than one’s own
level, or from another field of magic?

A character can never cast a spell of a level that
is higher than the spellcaster's level, or from a field
of magic that hasn't been studied - unless the s|

is onascroll, in which case it may be cast so long
as the caster can read the language the scroll was
written in. Of course, if a character who was once
a level 4 unspecialised Wizard is now a level 2
Ilusionist, the character can still cast level 4 Battle

Magic spells.

Roger Dubar:
The Druidic spell Tap Earthpower costs 3 Magic
Points; is this paid once only, once per round, or
what?

Magic Point cost is paid once only, as the Druid
a_:g’gsin to the earthpower running through the
c.

Stephen Mooney:
Surely Greater Demons can cast spells, and if so
would they not cast any spell to disrupt Zones of
Demonic Nullification and Zones of Demonic
Protection?

When any Demon is hit by a Zone of Demonic
Nullification spell (ie; is in the area when it is cast)
it must test for - Ifit doesn’t
2o unstable, it can then try to disrupt the spell.
Zone of Demonic Protection will work against
lesser Demons, but remember - Greater Demons

are supposed to be powerfull

Ay

a»

Anthony Leaton:

In The Oldenhaller Contract, the embedded
in the stave of Nurgle (wielded by Jonas
Whitespore) were not defined. Could you tell me
what the powers were?

The stave of Nurgle in The Oldenhaller Contract
is merely a symbol of Whitespore’s status within
the cult, and has no magical powers.

Tom Scott:
Do you need to make a check on 2D6 vs Magic
Points even when casting Petty Magic?

No.

Roger Dubar:
In The Oldenhaller Contract, why does Bianca have
two spells, when it states in the rulebook that
Apprentices start with one spell? How many Magic
Points does she have?

For the adventure, it was more useful to have
Bianca with two spells. Obviously her teacher had
been generous and taught her an extra one, None
of the rules are rigid, and the GM can tweak, amend
or ignore any of them - we exercised a litle GM’s
discretion there. You're just as entitled to exercise
some GM’s discretion of your own and cut one of
the spells if you like. She has 6 Magic Points, as
shown in the Power Level box

Stephen Carlow:

It states on pp162 and 165, in the Summon
Guardian and Summon Greater Demon spells that
the Lesser/Greater Demon must have been
summoned, controlled and bargained with by the
caster previously for it to be summoned. This is
impossible, as the caster may not summon any
Demons for the simple reason that he hasn’t
summoned them before. Therefore he can never
summon any Demons, and a large part of the
Demonologist career is useless.

A Daemonologist must first discover the Daemon’s
secret name. This entails having access to the right
books - arcane tomes that record the names of
Daemons who have ventured onto the material
plane before. (Refer to p67 of this issue for more
information.) Then, the character follows the
procedures on WFRP pp160-161. After a
successful summoning here, further summonings
may be carried out using the relevant spell,
referring back to p161 to determine the Daemon’s
action on such occasions. From these first
introductions, the Daemonologist can build up a
network of contacts and go-betweens, using the
less powerful Daemons to contact more

ones and negotiate deals for aid and service.

Remember that this is a long and involved (and
extremely dangerous]) process; personally, I play
such things out in great detail, with the Daemons
always looking to rip the idiot mortal off - after
all, they have millennia of experience of double-
dealing, and the mortal never really stands a

chance. This will tend to put players off running
Daemonologist characters, which I think is no bad

thing - they are far better as NPC bad guys. Of
course, if you think different, it's up to you to play
things as you and your players prefer.
Well, that's all the questions and answers this time
round, but there will be more in a little while,
characters, the adventures, the world
background, and all sorts of other things. Many
manks.asalwaz,stomoseofynuwhohavesent
questions in - I hope the answers are helpful.

e

Compiled and edited by Graeme Davis

Entries for On The Boil should be sent to: On The
Boil, White Dwarf, Games Workshop Design
Studio, Enfield Chambers, 14-16 Low Pavement,
Nottingham NG1 7DL.
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PUTTING
THE BOOT IN

RULES FOR KICKERS IN BLOOD BOWL

THE KICKER

The Kicker is a new type of player that specialises in, believe it or
not, kicking the footballl Orc & Human Kickers have the following
characteristics:

Kicker 4 +2 3 3 0 0 8

Each coach may include up to 2 Kickers in their team, simply by noting
down the number of each player that will be a Kicker on a piece of
scrap paper. Each Kicker replaces one of the team’s Linemen.

THE KICK-OFF

The following rules replace 2. Setting Up in the rulebook.

One of the coaches should toss the coin to see who will be the
Offensive Team - the loser will be the Defensive Team and will have
to kick-off, so they will probably want at least one of their Kickers
on the field.

Each coach may set up 11 players on the field, and the remaining
five players should be placed in the Reserves box on the Dug-Out.
The Offensive team must set up first, and may put their players
anywhere up to the second line on their half of the pitch. After the
Offensive team has set up, the Defensive team is put on the field
- but only up to the first line on their half. The football should be
given to one of the players on the Defensive team.

The player on the Defensive team who is holding the ball must now
kick-off. The range ruler is not used when the ball is kicked - instead
the ball may be kicked up to 20 squares away, to a square that is:
(1) in the other half of the pitch;

(2) between the opponents’ End Zone and their second line;

and which is at least three squares away from the sidelines or
End Zone.

Within these restrictions the ball may be kicked to any square, even
if the square is empty. When counting the range, include the target
square but not the square occupied by the kicker. Use the shortest
route, but don’t miss out any squares.

To find out if the kick is accurate, roll 2 dice and refer to the kicking
table below:

Kicker Kick is accurate on a 8 or more

Any other

Kick is accurate on a 10 or more
Player

If the kick is not accurate, roll for scatter to see where it ends up.
However, instead of moving the ball one square in the direction
indicated, the ball should be moved three squares:

Any player in the square where the ball ends up will catch it. If the
ball ends up in an empty square, one player (and only one player)
on the Offensive team may move up to their SP characteristic in
squares in an attempt to catch it. If the ball is not caught, it will hit
the ground and bounce. Roll for scatter to see where the ball bounces
to (but only move it one square this time). If the ball bounces into
a square occupied by a player, the player may pick it up. The kick-off
has to be retaken if the ball bounces off the pitch.

All the players on the Defensive team (ie, the team that kicked the
ball) may then be moved up to four squares. Play returns to normal
with the Offensive team turn.

The ball is also kicked off after a Touchdown is scored, with the team
that scored the Touchdown kicking the ball.




-

KICKING THE BALL DURING
NORMAL PLAY

At the end of their team turn players are allowed to kick the football
instead of throwing it. A player can kick the football from 4 to 20
squares, with the range being worked out as above. Note that a player
can never kick the ball /ess than 4 squares. A player is allowed to
kick the ball to any square on the pitch, including empty squares.

Work out if the kick was accurate as above, but subtract 1 from the
dice roll if the range is from 11 to 20 squares, and also subtract 1
from the dice roll for each opposing player that exerts a Tackle Zone
on the kicking player. A roll of 2 or less means that the kick has been
fumbled and the ball will scatter once from the Kicker’s square.

If the kick is not accurate the ball will scatter three squares, as above.
However, after a kick during normal play, the opposing team is not
allowed to move a player to try and catch the ball, and the kicking
team may not move their players four squares after it has been kicked.

— -
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KICKING OTHER PLAYERS

Instead of making a Block, a Kicker is allowed to make a Boot attack.
Roll 2 dice, add the Agility of the Kicker, and then subtract the Strength
or Agility (whichever is the highest) of the target. The modified score
is then looked up on the Booting Table below:

Dice Roll Result

2 or less The Kicker does himself a nasty injury, and must be
carried off the field to the Injured box of the team’s

Dug-out.

3to b The Kicker ends up flat on his back, and must make
a successful Armour roll to avoid injury.

6-8 No effect. The Boot attack missed.

9-10 The target is knocked over, and must make an Armour

roll to avoid injury.

11 or more | The target is kicked in a vital part of its anatomy, and
must hobble off the pitch to the Stunned box of the
Team’s Dug-Out.

When making a Boot attack, a roll of 2 before modification always
results in the Kicker being injured, and a roll of 12 before modification
always results in the target being stunned.

JERVIS JOHNSON
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MAIL ORDER

HEROES FOR DUNGEONQUEST £59.99 AVAILABLE NOW!
The first expansion set for the incredibly popular DUNGEONQUEST boardgame includes more character cards, 12 metal Citadel miniatures,
new combat, ring and spell cards, more plastic tokens and more besides, all presented in a full-colour box!

CURSE OF THE MUMMY’S TOMB £14.99 AVAILABLE NOW!

A boxed 3-dimensional game of exploration for 1-4 players. Can you evade the fiendish traps of the Pyramid of Khonsu, the wandering
Mummy and the malice of your competitors to reach the Chamber of Osiris? The prize is Eternal Life, the price of failiure everlasting death.

EXPERT PAINT SET &£5.99 AVAILABLE NOW!
This superb set of inks has been specially designed to compliment the Cétadel Colour range of acrylic paints. They can either be used by
expert painters to give that special ‘Citadel’ look that you see in the pages of White Dwarf, or by the beginner to make a simple paint job
look really special. Used over a base coat of Citadel Colour, a wash can pick out detail and add depth, while a glaze gives a richer and more
brilliant finish. Colours include Red, Orange, Yellow, Green, Blue, Purple, Brown, Chestnut Brown and Black, all specially formulated for
Citadel Miniatures. The EXPERT PAINT SET is an indespensible asset for all figure painters.

THE MIGHTY FORTRESS £19.99 AVAILABLE NOW!
The biggest model release yet from Citadel Miniatures, THE MIGHTY FORTRESS is a full-sized castle kit in high density, expanded polystyrene,
and comes complete with full assembly instructions. The kit includes 4 ordinary walls, 2 gateway sections, 4 towers (each with 2 door
sections and 2 wall sections), plus 2 number of accessories in hard plastic, including double doors, small doors, trapdoors, flagpoles, big
ladders/small ladders - and all for £19.99!

WARHAMMER CAMPAIGN £10.99 AVAILABLE NOW!
Now even better value - THE ENEMY WITHIN and SHADOWS OVER BOGENHAFEN together in one hardback book. Take your WARHAMMER
FANTASY ROLEPLAY characters into conflict against the forces of Chaos!

WARHAMMER FANTASY BATTLE THIRD EDITION £14.99 AVAILABLE NOW!
The best and most famous set of fantasy battle rules has just entered its third edition, now in Games Workshop’s popular hardback format.
Full of illustrations and colour photos, it allows you to fight anything from a small skirmish to an epic battle, and is compatible with WARHAMMER
FANTASY ROLEPLAY. Included are advanced rules for war engines, magic, special troops and a bestiary, plus details on the WARHAMMER
world, and a full scenario with counters to get you started! :

WARHAMMER 40,000: ROGUE TRADER £14.99 AVAILABLE NOW!
Games Workshop's science-fiction battle game set in the nightmare world of the 41st Millenium, where only the might of the Emperor and
his Imperial Space Marines can save Humanity from extinction. WARHAMMER 40K is a 228-page hardback book packed with creature and
weapon profiles, equipment lists, historical background notes, unique scenario generation system, and a ready-to-play game.

WARHAMMER FANTASY ROLEPLAY £14.99 AVAILABLE NOW!
Already one of the world’s most popular roleplaying systems, WARHAMMER FANTASY ROLEPLAY takes you to the Old World, ancient and
corrupt, yet staunchly defended by valiant fighters. It’s a huge 364-page hardback book, beautifully illustrated throughout giving full rules
for character creation, combat, skills, magic, monsters, plus a detailed history of the Old World and introductory adventure.

BlOOD BOWIL £19.99 SUMMER 1988 RELEASE
The all-new BLOOD BOWL game from Games Workshop includes introductory and advanced rules, Astrogranite pitch, two complete plastic
teams, play aids AND a Blood Bowl fans’ handbook, all for just £19.99!

WARHAMMER SIEGE £12.99 JUNE RELEASE
The first major expansion set for WARHAMMER FANTASY BATTLE Third Edition, and compatible with WARHAMMER 40,000. It covers
castles, sieges, siege equipment and every other aspect of siege warfare in both the Old World and the Far Future, including magic, dreadnought
assault, defence fields and much, much, more! Complete with a ready-to-play siege, The Defence of Caraz-Lumbar

POWER BEHIND THE THRONE £9.99 SUMMER 1988 RELEASE
The fourth adventure in the epic ENEMY WITHIN campaign for WARHAMMER FANTASY ROLEPLAY involves characters in a race against
time to combat intrigue and deception in the highest levels of Imperial society. Set against a backdrop of the fabulous Middenhein Carnival,
this 116-page hardback volume is fully compatable with WARHAMMER CITY: A Complete Guide to Middenheim.

DUNGEONQUEST CATACOMBS £6.99 SUMMER 1988 RELEASE
Return once again to the awesome Dragonfire Castle of the DUNGEONQUEST boardgame. New cards, monsters and rules allow exploration
of the lower levels, and provide new routes to the Dragon’s Treasure Chamber - but not necessarily safer ones!

RHINO BOXED SET £9.99 JULY RELEASE
The armoured vehicle of the 41st Millenium, this addition to the WARHAMMER 40,000 game is a boxed set of three complete vehicle kits!
Each plastic kit includes multi-purpose body sections, hatches, grenade launchers, spiked ram and comes ready-to-assemble to create a variety
of battle-winning designs!

G'/A/G MAIL ORDER, CHEWTON ST, HILL TOP

A\W.OREKSH EASTWOOD, NOTTS NG16 3HY



MRSE OF THE MUMMY'’S
MB FIGURES

i strange old tombs, seek out eternal life from old civilizations and
10 where few men have gone before! All four of the brand new CURSE
IMUMMY'’S TOMB characters in this month’s WHITE DWARF (p64),
able now from CITADEL MINIATURES for only £1.95 for the complete
1]

designed by Aly and Trish Morrison and Kev Adams.

RK FUTURE £19.99 SUMMER 1988 RELEASE
icle combat game: laminated card road sections, Interceptors, Renegades, bike gangs... The Game of Highway Warriors is packed
e very best of GW art and miniatures - check out the feature on p33!

'ZLDEN DEMON TICKETS

are now available for the Grand Final of the 1988 Golden Demon Awards, to be held in the Victoria Leisure Centre, Nottingham
30th. Tickets are £1.50 on the door but you can get yours now from Games Workshop Mail Order (and Games Workshop retail
it the special advance price of just £1.00 each! The number of tickets is limited, so to avoid missing out on the day, order yours now!

ig your order now will ensure you receive new releases as soon as they are available.

DERING CITADEL MINIATURES

1 order any of the figures shown in this month’s WHITE DWARF simply and
either by mail or telephone Credit Card order. HEAVY WE APONS
ordering figures, please state the following information:
e code and name (as shown below),

igure’s photograph number (refer to advert),

irice,
the magazine issue you are ordering from.

tance, if you want to order some of the new Imperial Crossbowmen then you
sk for: “F4 Imperial Crossbowmen, Numbers 1, 2, 4, 5 & 6, at £2.50 for 5,
wn in WHITE DWARF 102.”

ires come with bases and shields as appropriate.

<
2
-
Q
s
e
g

GRENADE
i | RANGE/NAME SHOWN |PRICE LAUNCHER
; ON PAGE
3 |ELDAR WALKER 7 £3.50
2 |IMPERIAL HEAVY WEAPONS 7/ £2.50 for 2 men and 4
heavy weapons
i | MARINE HEAVY WEAPONS 7/ £2.50 for 2 men and 4
heavy weapons
! | TRAITOR LEGIONNAIRE 7 99p each CONVERSION
i |MEDICS 80 £2.50 for 3 BEAMER
§ | MEDIC ON BIKE 80 £2.50 for 1 medic and
one bike
£ | BLOODBOWL HUMANS 44/45 | £2.50 for 5
5 |BLOODBOWL DWARFS 44/45 | £2.50 for 5
5 |BLOODBOWL DARK ELVES 44/45 | £2.50 for 5
CROSSBOWMEN 44/45 | £2.50 for 5 LAS-CANNON ; §
FIMIR 23 £1.95 each
INDIVIDUAL HEAVY HEAVY PLASMA
WEAPONS 50P each GUN
’i
HOW TO MAIL ORDER HOW TO TELEPHONE ORDER "
lzke cheques payable to Games Workshop Ltd. BARCLAYCARD/VISA & ACCESS é
Include cost of Postage and Packing: ’ 2 3 "
Simply and Quickly Telephone Your Orders Direct to i
Please Note: Minimum Order £5.00 us on our Hotlines fl
Zire & BFPO: Add £1.00 for Orders under £15.00 (0773) 713213 or (0773) 760462 g £

Orders over £15.00 are Post Free
|A: Credit Card Orders only, sent Airmail at cost
OVERSEAS (ex.USA): Add 33% for Carriage

FRSEAS (ex.USA) AIRMAIL: Add 40% for Carriage GAMES WORKSHOP, Chewton Street, Hilltop,
Eastwood, NOTTINGHAM, NG16 3HY

Monday to Friday = Between 8.30am and 5.00pm

S
o

CITADEL
MINIATURES




IN SEARCH OF ETERNITY

The news flashed round the world: the Pyramid
of Khonsu had been found in the Egyptian
desert!

To most people. this simply meant another
spectacular royal tomb, with untold riches and
magnificent artefacts which they would see in
their newspapers and magazines for a month or
two, and then forget. But there were others who
knew better.

From a secret lair
3 somewhere in the
South China Sea,
the devilish Doctor
hatches plots
3 which have effects
T across the world. A
¥l More than once his (Sl I |
plans have only
1 been foiled by a
11§l || few dedicated men.
| W | If the Elixir should
4 fall into his grasp.
M who knows what
| he might do?

Most of the time,
Srnith is a mild-
mannered,
bespectacled
college professor.
But any rumour of ” i
some legendary

treasure turns him  [JE I
into a swash-

1 | buckling
! il adventurer, braving
| all dangers to reach
the treasure first.

SEE PAGES 62-63 FOR DETAILS OF HOW TO ORDER THESE MUMMY'S TOMB MINIATURES



For according to Egyptian legend. the pyramid
of Khonsu contained more than mere wealth,
more than just the finest works of a bygone
civilisation - it contained the means to conquer

death itself. The Elixir of Life.

As the news of the pyramid’s discovery broke,
those who knew set out for Egypt. from all
corners of the world. Each knew that time was
short, that there would be others - and that those
others would stop at nothing to have the Elixir
for themselves.

In this issue of WD, we present four new characters
for Curse of the Mummy’s Tomb. The characters
are presented in the same way as those in the game
itself. Each has three attributes which must be
tested in the Chamber of Osiris in order to find
the elixir. These are marked

When using these additional characters in the
game, each player rolls the 12-sided die instead
of picking characters randomly. The highest roller
chooses a character first, then the next highest,
and so on until each player has a character.

Leaving England
after a misunder-
standing about
some jewellery,
Fagin has found
many opportunities
in Egypt. Tomb-
robbing is big
business - with no
neighbours to call
the police, either
and this Elixir
sounds like it could
fetch a good price.

The most
celebrated
detective in London
(and therefore, in
the world),
Lestrade has
solved many
mysteries. A
recent case has set
him on the trail of
the Elixir, and the
ultimate mystery
that of life and
death themselves!
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DANIELS OF WINDSOR
featuring
GAMES WORKSHOP’s GOLDEN DEMON AWARDS HEAT
mony e AN Saturday 29th The Department Store of Windsor
=28 i iy 120 P
| o) Ve 10am-8.30pm eascod St. Tel: 0753 862106
§% Z at
3 ‘The Court’,
} S Mallard Road,
¥ | BOYDELLS |
e Peterborough '
:7NORTH A5 Sleaford AT Wisbech  [-—20 Tickets: BOYde”S Of Bolton Grand .
g X £4,80.oni doar Opening Day is Saturday 11th |
A605 (ALS)  h Station o\/ Of June 1988 at i
u) 2 it G e T 16 Oxford St, Bolton B11 1RF |
< 2, . |
\ [ A Tel: (0204) 396744 |
% o\ g Don’t miss it! |
Directors MG Gilbert, R Gilbert, C Carroll ‘ B — :

RADIOACTIVE

MILTON
MODEL & LEISURE CENTRE KEYNES
Specialists in Radio Controlled Models, Hobby and Leisure Activities W A R G A M E s
SOCIETY
presents

CAMPAIGN '88

Featuring OSPREY WORLD CHAMPIONSHIP PLAY OFF
and WARHAMMER 40,000 Competition. \

54 St. Mary's Lane, Upminster, Essex. Tel: Upminster 50272

Market Street, Swadlincote,
Burton-on-Trent. DE11 9DA.
Tel Burton-on-Trent 216238.

Bus Services:

CENTRAL(\ I

MITON * WOUGHTON

S CAMPUS

TRAIN g
STATION

On June 4th & 5th at
Woughton Campus, Milton Keynes
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“The names of the Daemon are many and terrible. A thousand
names in a thousand tongues, and each of them a lie. Be not
deceived by the names the Daemon whispers, for all are false.
But he who can discover the true name of the Abomination,
by his own skill or from the forbidden writings of others, may
command the better. For the Daemon is the enemy of truth,
and in its true name lies power.”’

- De Natura Daemonium

Straight from the mind-blasting pages
of Realm of Chaos, we present a
complete system for naming the
2 Daemons of Chaos. There are use-names
as well as true names, for no Daemon
willingly imparts its true name to a
mortal. Read on, and tremble...

By Mike Brunton
and Bryan Ansell
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Virtually all Daemons take great care to keep their true names a secret. Only the
most powerful the Arch Daemons, who need not fear domination by any other
v creature, do not bother to hide their true names. Therefore, by definition, a Daemon
who does not hide its true name is powerful enough to ignore any summoning or
strictures placed upon it.

The true name of a Daemon is often completely alien and very nearly unpronouncable. Knowledge
of a true name grants power, and gives some leverage when it comes to dealing with a Daemon.
As a consequence, a Daemon will never voluntarily reveal its true name, nor can it be commanded
) to do so except on pain of utter and total destruction. Most Daemons will, however, reveal the true
! name of another Daemon, providing that: it knows any names (but it may lie about this and ‘make
= some up’); the name in question belongs to a Daemon that is weaker than it is; and a suitable reward
4 for this service is offered. At the very least, this reward will be release from any binding or summoning.

’ Other sources of Daemon’s names are books and tomes of
daemonological lore or the notes of a daemonologist. All these will
be written in obscure and coded ways to keep such knowledge away
@ from the foolish, unwise, or weak.

WEFRP: Not knowing a true Daemon’s name gives a -25% penalty
to the chance of controlling it. In addition to being written in Arcane
Language - Daemonic, correctly puzzling out names that are present
in a text also requires an Ins test. The GM should make this test in
secret. Success means that the name has been correctly deciphered;
failure indicates that the character has translated the name wrongly,
has mistaken an inflection or otherwise made a error, A Daemon
will still answer to this ‘wrong’ name but will not, of course, bother
to correct its summoner. The mistranslated name grants no benefit
to the character in dealing with the Daemon.

As a result of keeping their true names secret, Daemons use a number
% of false names and titles. These vary for a single Daemon, according

% to mood or circumstance: Pinchbottle, Maeltranseer, The Inescapable
Defiler of the Way, The Silent Enemy or whatever. Daemons will

apply such ‘use-names’ to themselves as they think fit or as amuses
them. Daemons with the power to change shape are not above such
elementary practical jokes as changing their names to match their
latest form. Such use-names are not important to a Daemon, as they
give no benefit to anyone who knows them.

The use-name of a Daemon will often reflect its nature. The Blood
Letters of Khorne, for example, have use-names such as Skullsucker,
The Render of Limbs, and the like. On the other hand, the Greater
Daemons of Slaanesh have names and titles such as the Puissant
Giver of Indescribable Pleasure, and The Bringer of Joyous
Degredation. Examples of titles are given in the relevant sections
for Chaos Daemons, and these can be used as inspiration.

The tables below randomly generate individual Daemon names, but
we suggest that you use it to generate elements of the name, and then
arrange them (with any linkages you like) to give the final name for
the Daemon. A Daemon’s self-awarded titles are best assigned by
you, as these will depend on when and where the Daemon appears.
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‘| The number of elements in a Daemon’s name depends upon the

number associated with the Chaos God it serves. Furthermore, e
| the more powerful the Daemon, the longer its name will be: Die Roll(D10) 1 2 3 4 5 6
: 1 A COG. BL- LL/ " §§7 CC
| Daemon Number of elements in name 2 ER KW PP 7 AA DA
Greater 1D6 or 2D6 (your choice) x Chaos 3. FOL MM SH ABL DE GG
i God’s number 4 NN TH AE DH GZ 0
i : 5 K DH HH TL
EE: Other Chaos God’s associated number 6 TAHNL SU HL OE C:? A0
4 7 EE
‘| Once the number of elements has been determined, the following 8 g O{«V 88 gll_; gg IL
| table can be used to randomly generate the parts of the Daemon’s 9 RH Y 10 EU IR PH
- { true name. Alternatively, you can simply choose the right number ;
10 ¥YY (CH <BE" "iKS§: © ZH
{ of elements from the table.

| Once the elements have been generated they can be used ‘as
| is’ to give a completely random name or, in cases where this
| looks and feels wrong, re-arranged. Apostrophes (*) and other
| punctuation can be added as you see fit to break the name up

Example: A Greater Daemon of Khorne has eight elements in
its personal name, and rolling on the table gives G’G AR, UL,
HL, II, UL, RH and AN. While G’garulhliiulrhan is a perfectly
acceptable Daemonic name, in this case they are re-worked (and
an apostrophe added) to form the name Rhug’guari’ihlulan,

| and make it slightly more pronounceable.

the Bloodthirster of Khorne.

Again, Greater Daemons have names that are longer than those of other Daemons. Roll 4 times on the following tables to generate
a first and second name for Greater Daemons. Other Daemons and creatures roll only twice, generating only one name.
Second First Die Roll (D10)
Die Roll ' :

20) 1 2 3 4 _ 6 7 8 9 10
1 blue dangle  dreg fondle  grind grunt mad pox quiver  slash
2 suck thigh bane carnal fiddle hot mucus  sate vex bubo
3 chew dog gibber  gnaw grope maul offal pus spasm  spittle
4 sword wrack  cackle fang hammer mildew rot toad bile blister
5 canker  eat fester flux glut hate ichor leper mire rend
6 rut skull spike tremble  vomit wind brute dung glop gut
7 mark red spider  thrash  bag blade cold death face fist
8 grab gristle  helm loon pest puke rip sharp spume  sweat
9 vile whip blunt drink gall gross maggot rabid sore taint
10 worm belch bog buttock  crush fire froth gobble  grim liver
1 maim moulder pinch scraich  slobber  spew stare wart wobble  blood
12 doom foul grin loose putrid  slob sting wither  axe black
13 break dread eye thrust fury grue heart loath mange  quake
14 rheum  scum smut tear twist water blast cut foam green
15 lewd plague  slake squeeze whine ash beast chaos crab drool
16 fiend gnash grasp hack lick nibble  pierce  reap scab spite
17 spurt throb war beetle craze flesh gore lip pile sin
18 spot warp bend blight bowel clap fat flush fume gob
19 howl lust man ooze rotten sinew slug spoor venom  wight
20 bite claw filth glutton  kill pain scrape  spine wail burble

Re-roll any duplicated results. The elements that are rolled up should be put together in pairs to give the name of the Daemon,
for example grim + belch and chaos + warp - Grimbelch Chaoswarp.

While this table can generate names for any type of Daemon,
you may wish to select name elements for some. Daemons of
Slaanesh, for instance, do not have names that are suggestive
of violence, but ones which reflect their true interests in pleasure
and depravity for its own sake: Whiplewd, Suckthigh Bluedangle
and Fluxcarnal the Groper. Daemons of Khorne, on the other
hand, have names which echo nothing but their love of violence
and destruction: Warfiend, Thrashblood Hackflesh and
Manblight Gnaw-weapon.

Any combination of names can be augmented by -er, -ling, and
-or suffixes, or by the providing that these are applied
intelligently. For example, rut + sate + (-e)r gives Rutsater,
gut + (1)-er + sinew gives Guttersinew, while maggot + spoor
+ -ling gives Maggotspoorling.

Single or double words from the table can be added as a further
description for a Daemon, as in plague + vomit + the + drool
+ ing = Plaguevomit the Drooling.
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* A NEW SHOP x*

CITADEL MGLVESH CITADEL ST in Leicester City Centre

MINIATURES LA © MINIATLIRES

ANOTHER WORLD
at 23 SILVER STREET

(off the High Street, 200 yards from the Clock Tower)

TWO FLOORS WITH OVER 1600 SQ. FT. FOR ALL YOUR

FANTASY, SCI-FI & WAR GAMES PLUS ACCESSORIES.

ALSO STOCKING AMERICAN & BRITISH COMICS,

T-SHIRTS POSTERS, SCIENCE FICTION PAPERBACKS,

BOOKS ON FANTASY, ART, MARTIAL ARTS, ROCK

MUSIC, BODY-BUILDING, COMBAT, OCCULT, FILMS,
T.V.; ‘ETC.

7, High Street Arcade, Cardiff
Also at FANTASY WORLD, 10 Market Squa
Tel: 0222 21159 SoA::"cade, Hanley, Stoke-on-Tren:: Staﬂs.u ol

S oo | CATIRTS

And Lo SHorts kioys

@311165 15 BRIDGE STREET, BRADFORD
69 Albert Road Southsea, Portsmoutb TEL: (0274) 726215 & 727454

"J Open 8.30 - 5.30pm Six days a week
g Now with an enlarged range of roleplaying
CITADE] games and accessories (2nd floor)

PRSPPI

‘Hl\lAﬂTRES

G OOKS s RADSHAW

15 Cao Street
Warrington

Cheshire

WA IEE TEL. 54447

Y4

For All Your Roleplay And Wargame Needs

SLASULIAAR ERiAII e

154 High Street, Broadstairs, Kent. Tel: 0843 61658

COMPUTER ‘LEISURE CENTRE [’
. i

117 High Street
Orp | ngto N Ritz Toys an Models
ot el

Open Monday-Friday, 9am-5.30pm 1'

Tel: 0689 21101 Tel: (0707) 326866 ;

Large range of games & miniatures 5
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F THE IMPERI

' EXCERPT FRO M A
'CHAPTER DEALING
WITH THE HISTORY OF
BATTLEFIELD MEDICS.

MEDICS

Imperial Record 1A 88/102

Ciross file to: Specialist Troops Medics, Chaplains,
and Field Police

Input ref: Hulm Singa. Master Apothacarion,
Ultra Marines

Input Dated: 0421988.M41
Further refs: Classified

 WHAT FOLLOWS IS A_N-"r.:.

The Marines tensed as they heard the faint but unmistakable sound of an
approaching Mole Mortar shell. Battle-brother Draeg was already moving before
the earth began to bulge upwards - hurling himself flat onto the rising shell
before his brothers even saw it. He was only fully aware of his action when
his world exploded in white flame that hurled him down into darkness.

It was the feel of cold air on his face and the acrid smell of burnt flesh that
revived him to a dim awareness. He struggled to ignore the pain of his shattered
body and made his remaining eye focus on the figure that kaelt beside him.

“Your wounds are too grave, brother He heard the Medic speak, as though
from a great distance. ‘Do you desire the Emperor’s Peace?” The Medic raised
the carnifex, and Dracg was dimly aware of the click as the bolt was drawn
back into the firing position. With what remained of his life, Dracg tried to
speak. The Medic seemed to understand.

“The others? They are whole, Brother. You saved them. Your name is entered
in the Book of Honour!

Draeg nodded weakly, and closed his eye. His gene seed would return to the
Chapter.

All Marines pick up a certain amount of medical knowledge during
the course of their initiation into the Chapter, but only those who
show an aptitude for such knowledge are chosen to study the sacred
rites with the Chapter's surgeons. It must be stressed that Field Medics
are primarily soldiers whose duties have been expanded to include
the practise of medicine, rather than specialist surgeons who have
been given military training. Such individuals are first and foremost
warriors, and greatly honoured ones at that. Only champions and
heroes are ever initiated into the ways of the Apothacarion - such
is the importance of their duties. For it is the Medics who must
maintain the bodies of their comrades, in a similar way to that in
which members of the Adeptus Mechanicus service and maintain
support equipment and vehicles. Without the selfless devotions of
its Medics, the fighting forces of the Imperium would soon be eroded
to the point where they were incapable of fulfilling their duties.

Fov W 4G

FIELD TRANSFUSION BETWEEN WHITE SCAR
BRETHREN AT THE BATTLE OF GREY LUDOR.




¢ e \\.«.«.«n\\.\

.._: 1f

\ Ve (({a \\_:,"%7

T ,_,u,é%

—
. ../;’"

INDEX ASTARTES




INDEX ASTARTES
‘I .ﬁ I.”

REGULATION IMPERIAL
ISSUE BATTLEDRESS

ULTRA MARINES 7th REGIMENT 5th REGIMENT DARK ANGELS




INDEX ASTARTES

‘The duty of the Medic, my Brethren, is a sacred one. We embody
the Emperor’s divine will and his holy purpose. We bring death
and we bring life. Let those true to Humanity's cause give thanks
for our work. Let the impure bow down before our swords.'

Extract from an address on the completion of Medic training,
attributed to Surgeon-Commander Grigor Markhava. Widely
distributed as an exemplary text after his heroic death during the
storming of the Bourne slave-pits on Gabin 240 (2150982.M41),
when he gave his own blood to save the life of Lieutenant-
Commander Anders Belman at the height of the fighting.

It is possible that a casualty’s injuries may be so severe that he will
succumb to them irrespective of the treatment available. In these
cases, the Medic has the solemn duty of administering *‘the
Emperor’s Peace’’ - euthanasia - to those warriors who deserve it.
The Medic’s medi-pack includes a special humane-killer for this task,
called a carnifex - a solid spring-loaded piston of metal. This is applied
to the sufferer’s temple, its powerful spring hurling the piston through
the Marine’s brain and killing him instantly. Any Marine suffering
from a critical head or body wound (see Survivability, below) may
be despatched in this way if the player wishes (only the medic on
the spot can judge whether a Marine is going to survive his wounds).
The Medic achieves this automatically once in contact with the
sufferer.

Another vitally important duty which the Medic must perform is
the recovery of Progenoid glands from fallen battle brothers. As
explained in White Dwarf 98, the recovery of the gene seed encoded
within these glands is vitally important to a Chapter’s survival and
prosperity. Progenoids may be recovered at the same time that the
carnifex is used, permitting the player to salvage the model’s points
value (see below).

SPEAR OF ODIN MEDIC SETS ABOUT GRIM
TASK OF PERFORMING BATTLEFIELD
AMPUTATION.

‘Do not fail your Brothers. Though their bodies die, their spirit
must return to the Chapter. That is your charge.’

- Medic Credo
In Nostra Manus - Progenies Futura

There was a slight sucking sound as the Progenoid was
removed.

‘Rejoice, Brother.! whispered the Medic. “Your gene seed
returns to the Chapter.

Medics in the Army are no less honoured than their Marine
counterparts. They are not concerned, of course, with the recovery
of progenoid glands, and their training is somewhat less
sophisticated, since their patients do not have the enhanced
physiology of Marines. Nevertheless, they are always both heroic
fighters and dedicated servants of their division. In recognition of
the value of their services, Army Medics are often seconded to the
Administratum after 20 years service,

In addition to their medical duties, all Medics participate fully in
combat, fighting to the best of their considerable abilities. They
always operate as independent characters and are never attached
to squads.

Marine Medics are often armed with chain swords and bolt guns
or pistols, while those in the Army usually carry laspistols and
chainswords. This is in addition to the standard equipment carried
SQUAT MEDICS ESCORT INJURED TROOPERS by the rest of the force with which they fight. All medics carry a
DURING THE FOURTH QUADRANT standard medi-pack to allow them to perform the rites of diagnosis,
REBELLION. and to administer drugs such as frenzon, etc.
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The Medic ran the Medi-Pack's sensor over what remained of
the Marine's leg.

+ + +EXTENSIVE FLESH LOSS+ + + ARTERY
SEVERED + + + RETRIEVABLE

A fine probe slid smoothly from the pack, piercing the flesh just
above the wound. The pumping blood turned from red, through
orange to yellow, forming a crust which covered the wound
completely. The crust hardened rapidly as the probe withdrew.

+ + + REPAIR COMPLETED + + +

To increase their mobility, Medics are often equipped with jump packs,
or mounted on bikes. Additionally, the ubiquitous Rhino AFV is
commonly fitted out as a mobile field medical station where more
severe wounds may be treated. Such vehicles are, of course, clearly
marked with the Imperial Medical symbol.

Regulation Battledress for Marine Medics is all white, apart from
the helmet which retains appropriate Chapter colours, and the right
shoulder pad bears the medical symbol. Some Chapters, however,
use variations on this theme; eg, Iron Hand Medics wear the normal
Chapter colours - apart from the right arm, shoulder and medic-
pack. Other examples are illustrated on p73.

ULTRAMARINE MEDIC CAREFULLY SAVES
THE PROGENOID GLANDS OF A FALLEN
BROTHER AFTER THE DESTRUCTION OF
HIVE-FLEET BEHEMOTH.

SURVIVABILITY

Models removed as casualties during a battle are not necessarily
dead (cf. WH40K, p239). Rather, they are no longer in any condition
to fight: they might be dead, injured, or merely ‘knocked out’. The
Injury Chart in the rules book allows gamers to resurrect casualties
in campaigns by means of a die roll made once the game is over.
A model which is merely injured may then take part in the next
game, or the game after that, or whenever, according to the result.
However, the chart makes no allowance for the possibility of
casualties being treated during the actual battle, and/or continuing
to participate despite the effects of horrendous injuries. In general,
injury, shock, and unconsciousness will effectively end a model’s
role in the game. Only in special instances would a model be able
to shrug off a debilitating wound.

Medical attention is one such special circumstance. Another is the
super-human quality of Space Marines, whose bodies are modified
to withstand terrible injuries (see WD98 for a full discussion of the
genetic modification which make this possible). To reflect these
factors, and also to represent the heroism of other unusually robust
individuals, the following new rules have been devised.

‘Pain and death are illusions of the weak mind. While his geneseed returns
to the Chapter, a Marine cannot die. Without death, pain loses its relevance.

‘He that may still fight, heal him
He that may fight no more, give him peace
He that is dead, take from him the Chapter's due’

- attributed to Master of the Apothacarion Aslon Marr




INDEX ASTARTES

Models normally removed as casualties should be knocked over or
replaced with a counter. This indicates that the model s ‘down’ (and
may indeed be dead). Models remain ‘down’ until the end of their
side's following turn, at which point they are removed. This gives
the player a whole turn in which to attempt medical recovery. If
no attempt is made within the turn, the model is considered to be
beyond the immediate help of battle-field medics, but may still recover

Down Time. This indicates the number of turns the wounded model
must remain stationary after treatment has been given,; ie, it does
not include the current turn. Unless suffering from a head wound,
treated figures may fire weapons, and so on, with the indicated
penalties applying. If suffering from a head wound, the character
is assumed to be incapable of any action until the end of its ‘down
time'.

‘after the battle’ in a campaign game in the normal way.

If a medic reaches the casualty during the turn, the player should
roll on the chart below.

Marines are far more resilient to the effects of wounds as a result
of their strangely enhanced metabolisms.

Game Penalties. This indicates penalties which apply to that model
for the remainder of the game. Move rates are given as the fraction

Note. Unless the result indicates that the model is dead or has a

critical head wound, the treatment immediately restores 1 wound. remaining.
01-05 | Superficial Wound n None
06-10 | Light Wound - Left Arm 1/2 -1 Shooting to hit penalty with weapon held in that/both hands
-1 WS
11-15 | Light Wound - Right Arm 1/2 -1 Shooting to hit penalty with weapon held in that/both hands
-1 WS
16-20| Light Wound - Left Leg 1/2 1/2 Move rate
-1 Shooting to hit penalty if moving and firing.
-1 WS
21-25 | Light Wound - Right Leg 1/2 1/2 Move rate
-1 Shooting to hit penalty if moving and firing.
-1 WS
26-30| Light Wound - Body 1/2 -1 WS
-1 Shooting to hit penalty
31-35 | Light Wound - Head 2/4 -1 WS
-1 Shooting to hit penalty
-1 from Ld, Int, Cl and WP
36-40| Severe Wound - Left Arm 2/4 -3 Shooting to hit penalty with any weapon held in that or both hands.
-2 WS
41-45 | Severe Wound - Right Arm 2/4 -3 Shooting to hit penalty with any weapon held in that or both hands.
-2 WS
46-50| Severe Wound - Left Leg 2/4 1/2 Move rate
-2 Shooting to hit penalty if moving and firing.
-2 WS
51-55 | Severe Wound - Right Leg 2/4 1/2 Move rate
-2 Shooting to hit penalty if moving and firing.
-2 WS
56-60| Severe Wound - Body 2/4 1/2 Move allowance
-2 WS
61-65 | Severe Wound - Head 4/8 -2 WS
-2 Shooting to hit penalty
-2 from Ld, Int, Cl and WP
66-70| Critical Wound - Left Arm 4/8 May not use that arm.
-3 WS
71-75 | Critical Wound - Right Arm 4/8 May not use that arm.
-3 WS
76-80| Critical Wound - Left Leg 4/8 1/4 Move rate
May not move and fire.
-3 WS
81-85 | Critical Wound - Right Leg 4/8 turns 1/4 Move rate
May not move and fire.
-3 WS
86-90| Critical Wound - Body Not combatant | Model conscious but incapable of movement or weapons use.
91-95 | Critical Wound - Head Not combatant | Model unconscious, remove as casualty.
96-00| Dead Not combatant | Remove casualty




INDEX ASTARTES

Medical Aid

The chart assumes that the medic has administered medical aid using
amedi-pack. Such administration is automatic as soon as the medic
reaches his patient. Medical aid of this kind can only be properly
administered by a Medic. Note also that only Marine Medics can
treat Marines, and only Squat Medics can treat Sguats Non-medic
characters may use a medi-pack, but must spend a full stationary
turn ministering to their patient before the dice are rolled, and all
down times are doubled.

Cumulative Wounds

1f a model which has already been wounded is wounded once more,
the penalties are cumulative. In the case of movement, any
combination of two penalties will reduce movement to zero. Any
model taking three severe, two critical, or two severe and one critical
wound, is dead, and cannot be recovered after the battle.

Battles

Many players like to determine which side has won by adding up
the points value of survivors once the game is over. Wounded but
combatant models count their full points. Models which have been
removed because they are suffering from a critical head wound do
not count, nor do models suffering from a critical body hit, even
though they may be left on the tabletop.

It had once been an arm. The melta-blast had fused metal, flesh and bone
into a twisted mass: weapon, armour and arm were indistinguishable. The
bolter's magazine had exploded under the intensc heat, showering the Marine
with shrapnel. There might yet be hope, though.

The Medic worked swiftly, cavterising head and body wounds. He pulled
a tube from the clbow-joint of his power armour, and pushed the end into
the Marine's good arm. Fighting off cramp and dizziness - for this was his
fourth transfusion - he unlimbered his chainsword.

‘The pain will pass, Brother! he murmured, as he brought it down on the
maimed shoulder.

A BLOOD DRINKER MEDIC PREPARES TO
ADMINISTER THE FINAL SERVICE TO A

FATALLY INJURED TROOPER.

Marine Progenoid Recovery

Every Space Marine carries two implants, called progenoids buried
deep within his chest cavity. These unique organs are necessary
components of the surgical processes which create new Space
Marines. These organs are so important, that one of the tasks of
a Marine Medic is to remove them from a dead comrade. If a Marine
Medic reaches a dead comrade within 1 turn of his demise, the
progenoids can be removed using a special device shaped somewhat
like an apple corer. Many Marines carry marker tattoos on their chest
and lower neck for this purpose. Removal is automatic. The player
may add the points value (excluding weapons and equipment) of
models from whom the progenoid glands have been recovered,
towards his remaining total - always assuming that the Medic who
performed the operations survives the battle.

Campaigns

If you are fighting a series of linked games as part of a campaign,
then the permanent effects of a wound will be as described on the
Injury Chart of WH40K (p239). All critical wounds will take 2 model
out of a campaign.

As an optional rule, players may be allowed to spend points recovered
by progenoid removal on replacement bionic limbs and so on, for
characters suffering permanent injuries as a result of rolls on the
Injury Chart.

RAPID DEPLOYMENT MEDICS OF CHAPTER W

SILVER SKULLS AWAIT THE CALL AS THE Text by Brothers Priestly and Davis with thanks to Alan Lawson,
ASSAULT ON MINODGUE K COMMENCES. Ivan Weeds and Alex Moseley.
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10 x TALISMAN, 10 x CALL OF CTHULHU,
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monsters!
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| The Game of Highway Warriors

To mark the introduction of Dark Future, we are offering
50 lucky readers the chance to win a copy of the game!

In addition, a further 450 runners-up will each receive a voucher worth £5 off Dark Future - The Game of Highway Warriors!

Simply answer the three questions below (all answers.can be found

in the special Dark Future section in this issue of White Dwarf),

and then get your entry to us before 1st September 1988.

Remember, fill in your name and address - otherwise we will be
unable to send you your prize!

w

(A Policed Zone (A) 42 seconds (A Ken Rolston
Penal Zombie 23 minutes Marc Gascoigne
© PointZero  (© 55hours  (© Richard Halliwel

= W

NAME=S: . s o o
B soomess ...
Questiomn fl: B o S S e R ¢ o s s e
Question 2:
R ot A Sl "L R el - Rl
Ruless O R - b

The winners will be the first 50 chosen at random from all the correct entries
received before 1st September 1988, and runners-up will be decided in a like
manner. All winners and runners-up will be notified by post. The Judge's
decision is final. No correspondence will be entered into. Employees of Games
Workshop and Citadel Miniatures, and their families, may not enter.

m79



“"SPEED. THAT’S THE ONLY ANSWER, WHATEVER THE WOUND. LASER BLAST

‘= LOCALISED THERMAL DAMAGE; BOLT EXPLOSION - MASSIVE INTERNAL

SHREDDING; SABRE CUT - BLOODY LACERATIONS. NO MATTER. SPEED’S IT.

GET 'EM QUICK, SAME PROCEDURE: HEAT DISPERSE, DESPATCH, STITCH AND

STICK. SEND 'EM BACK FOR MORE OF THE SAME. GO IN FAST AND LOW, BEST

CHANCE ON THIS MACHINE - YOU'’LL END UP LIKE THEM UNLESS YOU MOVE IT.”
: !

CITADEL" S80S :

MINIATHURES  pegiGNED BY MARK COPPLESTONE, ALY MORRISON, MICHAEL AND ALAN PERRY.

IN THE 41ST MILLENNIUM, THE VALUE OF HUMAN LIFE HAS NEVER BEEN LOWER.
THE COLOSSAL EXPENSE OF INTER-STELLAR TRANSPORT PLACES A PREMIUM
VALUE ON THE LONG AND ARDUOUS TRAINING OF THE IMPERIUM’S WARRIORS.

IN THE CASE OF THE SPACE MARINES, THEIR ENHANCED METABOLISMS NEED
CONSTANT MONITORING. THIS IS THE ROLE OF BATTLEFIELD MEDICS - TO
GUARD THE SUBSTANTIAL INVESTMENT IN HUMAN FLESH, TO MINISTER TO
THOSE WHO CAN BE SAVED, AND TO ADMINISTER A PAINLESS DEATH TO THOSE
BEYOND THEIR HELP.

10 INIAVIA

60 AWMV

Copyright © 1988 Games Workslﬁop. All rights reserved.

d. Citadel Mini ded for under 12 years of age
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