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SPRING RELEASE

A team’'s Star Players are its finest asset - astrogranite
heroes who can make a good team great, and a great
team unbeatable.

This book gives you all the information for using Star
Players in your Blood Bow! games, full details of their
special skills, and rules for creating your own Blood Bowl
heroes. With 36 Star Player Cards listing the skills and
career stats of today’s top players. PLUS...

Races of the Known World - all the facts and figures for
a dozen Blood Bowl races (including Dwarfs, Elves, Dark
Elves, Skaven, Chaos Mutants and more).

Large Monsters - rules for including the Big Guys in
your team.

Famous Teams - the current line-up of eight of the
all-time greats.
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CAREER OPPORTUNITIES

The Design Studio is where all Games Workshop’s products are prepared for printing. We are looking for hard-working, mature
individuals to join our production team. Basic requirements are a responsible attitude and an ability to work in a highly-pressured
environment without constant supervision.

All our products (from 1 hardback books to Citadel Miniatures’ blister cards) are designed and produced in conjunction
with the Editorial and Art departments. These will invariably eat up more than their allotted share of the production schedule,
keeping the production staff under constant pressure from looming print deadlines.

Layout Designer Finished Artist

A fundamental requirement of Games Workshop's rulebook and | The job requires an ability to produce clean, neat, and accurate
supplementary material is that the pages be laid out in a neat, | paste-up to tight briefs and tighter deadlines. Previous experience

functional manner with unobtrusive use of relevant illustration. | is not essential but would be a definite advantage, as would
knowledge of reproduction techniques and processes for both mono

The layout designer is required to combine text and illustration in | a4 four-colour artwork. In any event, candidates will be expected
a visually artractive format which accommodates the primary | {5 demonstrate appropriate skills.

function of the material - ie that it is information which must be fiogh peiere vl snd s central Nkt bt o i salaries
cqally Sl v dang the geie play, will depend on age and experience. It is likely that initial

Previous experience of page and/or graphic design would be an | appointments will be for a trial period of 3-6 months, during which
advantage. 3 time work will be closely monitored and regularly reviewed.

Written applications for either position should include a CV and samples of relevant work (a high quality photo-copy will suffice) addressed,
in the first instance, to: Tony Cottrell, Games Workshop Design Studio, Enfield Chambers, 14-16 Low Pavement, Nottingham NG1 7DL.

Tele-Sales
Games Workshop also wants to recruit bright, energetic and enthusiastic young people for its telephone sales team based at our Eastwood offices.

Previous experience of tele-sales is not essential, but applicants must be able to communicate clearly and cheerfully - a good command of English and
clear diction are vital. A background in retailing would be a definite advantage in that applicants need to understand the needs and problems of both
our retailers and consumers. Equally important is the requirement for a wide-ranging knowledge of, and enthusiasm for, Games Workshop's products.
The work is hard and high-pressured and demands intelligence, energy and enthusia. Starting salaries will depend on age and experience. The right person
will find Games Workshop a dynamic and fast-expanding organisation where there are always plenty of opportunities for career advancement. Interested
applicants should write in the first instance to Chris Harbor at Games Workshop Ltd., Chewton Street, Hilltop, Eastwood, Notts, NG16 3HY.
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SHOP NEWS

The latest Games Workshop to open
will be in Brighton. The address of
the new shop is 7 Nile Pavilions, Nile
Street, Brighton and the grand opening
day, with the usual special offers and
ridiculous reductions, will be in
February. Watch these pages for
more news.

Saturday December 17th saw the
opening of the new Games Workshop
store at Bristol. As usual, the opening
was well attended and the shop was
packed throughout the day - there
were regular reports of people
staggering through the streets of
Bristol with piles of games that
reached over their heads! The first
sightings of Adeptus Titanicus caused
a significant stir, and amongst the
other most popular games were Biood
Bowl and Dark Future, with T-shirts
also being snapped up as fast as they
appeared on the shelves.

A happy customer carries off his loot from the
Bristol opening

BATFISH

Simon Detroit, prime Noise Marine
and vocalist of Batfish, visited the
Studio to wish everyone a happy new
year. Currently on the same label
as Motorhead, Hawkwind and
Girlschool, and with a new album,
Batfish Brew in the shops, Simon
describes Batfish as ‘Heavy Metal
Boogie Rock’.

Selected exercpts from their press
cuttings inform us that Batfish are
'searching for the ultimate biker
experience’ (Sounds), ‘escapees from
a very nasty John Carpenter movie’
(Kerrang!), ‘Metal meets Punk’ (Record
Mirror), ‘hardcore bombastic, unable
to go wrong' (Melody Maker) and able
to deliver a ‘slugging, explosive
reaction’ (Kerrang/).

A dedicated Blood Bowl player,
Simon’s Melonhead Orcs are real
killing team - watch out for them
in the Leeds regional Blood Bowi
league. To while away the weary hours
between gigs, Batfish also play
games like Talisman and Block
Mania, with the current favourite
being Adeptus Titanicus.

WHERE IS HE NOW?

Games Workshop are interested in
contacting Dave Trampier, famed
creator of the Wormy cartoon strip,
and would be most grateful if anyone
knowing of Dave’s whereabouts could
drop us a line.

NEW ARRIVALS

Two new faces at the Design Studio are
Games Workshop’s new full-time
colour artists, Wayne England and
David Gallagher. Wayne's work is
featured in this month’s flluminations
and his Space Marine picture graces the
cover of this issue. David’s artwork
will already be familiar as hie has been
working freelance for GW for some
years - we featured a splendid
collection of his pictures in White
Dwary 107.

Wayne England and David Gallagher

GOLDEN DEMON

Time’s running short for entries to this
year’s Golden Demon awards, so get
your paint brushes out for any last
minute retouches and rush your best
miniatures down to the nearest
regional heat. The last date for entry
to Golden Demon ‘89 is Thursday
26th January, with judging on Saturday
28th. The addresses of all the regional
heats are listed elsewhere in this issue.

DARK

ERRATA

On page 32 of the rulebook it states that critical hits occur
on a score of natural six when making a hit roll. This is wrong
and the sentence should read:

FUTURE —————————-

Critical hits occur whenever a player scores a ‘natural’ six on
| a roll for damage (a natural six is a dice roll of six before any
: modifiers are applied).

WD5




Desert conflict between Orks and Space Marines of the Blood Angels chapter (in camouflage colours)




Blood Bowl Star Player - Wayne’s first use of inks, giving his images
a more dynamic quality, particularly suitable for printing

WAYNE ENGLAND

This month's {lluminations
features the work of one of Games
Waorkshop's new colour artists:
Wayne England. Wayne’s previous
work with advertising agencics
meant that yoghurt pot labels and
cornflake packets were the order of
the day until, inspired by images
from White Dwarf, he produced the
Space Marine picture that appears
ﬁ@ on the cover of this issuc and wrote
to John Blanche at the Studio.

John was 1mpressed by Wayne's work and, following the
publication of a number of his freelance commissions,
‘Wayne has joined the Studio as a full-time artist. He is now
putting his subtle techniques to good use, working with
an original combination of ink, crayons and process white
paint. We look forward to seeing a lot more of his work
and wish him the best of luck in his new position.

Dragon and Gnome from Wayne's sketch book

Pictures from Wayne's sketch book - these readily show some of his influences

AGE 28
EDUCATION BARNSLEY ART COLLEGE - G.E.A.D.
FOUNDATION
HULL POLYTECHNIC - B.A. DEGREE
DONCASTER HIGHER EDUCATION
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NMAIL ORDER

This hardback book is a truly stunning
addition to the Warhammer mythos.
Superb artwork, detailed core
background material, new rules and
.1 incredible miniatures photography

makes Slaves to Darkness a landmark
| in fantasy gaming.

| This companion volume to Sl/aves to
4 Darkness develops the WARHAMMER
1 mythos even further and includes Chaos
1 Bestiary, fantasy and 40K army lists,
Chaos terrain generation and much,
much more!

Star Players has all the details for
Dwarfs, Elves, Skaven and the other
Blood Bowl races, plus rules for
using and creating Star Players, with
36 ready-to-use Star Player cards.

Epic battles between gigantic robots! Jervis Johnson’s
latest game contains 6 model Warlord Class Titans, 8
palystyrene buildings, 1 transparent burst circle template,
2 plastic range/movement rulers, 12 colour Titan data
cards, a comprehensive rulebook and 4 dice.

Can you survive in the world of DARK FUTURE? - where
hardened Outlaws fight ruthless Sanctioned Operatives along
the desolate highways of a drought-ridden America. The Game
of Highway Warriors includes four model plastic cars and
four bikes.

The Imperial Guard box contains 36 plastic Guardsmen,
with separate arms and weapons to give
you a wide range of modelling options.

You can recreate the epic battles of the Horus Heresy
with Adeptus Titanicus and Warlord Battle Titans. This
box contains 6 plastic Warlord Class Battle Titans with
interchangeable weapons.

MAIL ORDER, CHEWTON ST, HILL TOR
EASTWOOD. NOTTS NG16 3HY




MAIL ORDER, CHEWTON ST, HILL TOP,
_EASTWOOD, NOTTS NG16 3HY

These advanced rules for DARK
FUTURE allow more complex moves
and actions, new weapon and combat
details plus a complete vehicle
design system.

Eack pack has 35 full-celour playing cards featuring
photographs of Citadel Miniatures. These cards
are not just a fun game, but also an invaluable
painting guide.

order now and
we will despatch

immediately the
product becomes

P lacc YOUt
it to youy

available.

A complete game with unique
career system for characters; fast-
moving combat system; over 150
spells; extensive guide ta the
Old World; and a complete
introductory scenario.

Continuing the ENEMY WITHIN
campaign this hardback volume by Ken
Rolston includes Kislev source material,
{ pre-generated characters and three
{ linked adventures.

DWARF FIRE THROWER
£2.50 A SET

031315

ALSO AVAILABLE

RING BINDERS £2.99
CITADEL CATALOGUE £1.99
WARHAMMER
TOWNSCAPE £9.99

BLOOD BOWL £19.99
BATTLE CARS £9.99
FANTASY MINIATURES £5.99

BLHAAAHO 1TIVIA

ORDERING CITADEL MINIATURES

When ordering figures, please state the following information: the figure’s Name (as shown below), the figure's six-digit
reference number (if applicable), the price and the magazine isswe you are ordering from. For instance, to order the new

Eldar Titan you would ask for ‘‘Eldar Titan number 700201 at £3.95 shown in White Dwarf 110.”°

RANGE/NAME PAGE PRICE RANGE/NAME PAGE PRICE
OGRYN (no 460101) 14 £2.50 ELDAR VEHICLES

OGRES 14/15 £1.95 (8 Dreanoughts/Walker &

IMPERIAL GUARD 15 5 for £2.50 | 1 Field Artillery) 47  £2.50
TERMINATOR MARINE 24 3 for £2.95 | IMPERIAL DREADNOUGHTS 47 8 for £2.50
GENESTEALER 24 99p RHINOS 47 5 for £2.50
DWARF CROSSBOWS 27 5 for £2.50 | LAND RAIDERS 47 2 for £2.50
ELDAR TITAN 47 £3.95

HOW TO TELEPHONE ORDER

BARCLAYCARD/VISA & ACCESS
simply and Quickly Telephone Your Orders Direct to us on our Hotlines

(0773) 713213 or (0773) 760462

HOW TO MAIL ORDER

Make cheques payable to Games Workshop Lul. Include cost of Postage and Packing:

Monday to Friday
Beaween 8:30am and 5.00pm

OVERSEAS (ex. USA) Airmail: Minimum Order £10.00. Add 40% for Carriage

UK, Eire & BFPO: Minimum Order £5.00
Carriage add £1.00 for Orders under £20.00
Orders over £20.00 Post Free

USA: Credit Card Orders only, sent Airmail at cost




All the rulebooks in Games Workshop's latest
boxed games, such as Dark Future, Adeptus
Titanicus and Blood Bowl, are punched for
storage in a ring binder. So are the pages of
the Citadel Miniatures Catalogue, and the
pages of White Dwarf which contain material
relevant to these products.

This format will be used for most of our
forthcoming books and games, so you can
keep everything for your favourite game in
one place - no more hunting through books
and magazines to find the rule or model
you need! You can easily include new
supplements and rules changes in exactly the
right place, readily to hand when you need
them during a game.

Games Workshop's high-quality ring binders
are specially designed for this new rules
format. As well as the Games Workshop logo
in gold on the cover and spine, they feature
two clear plastic pockets - one for the cover
of the rulebook, and one on the spine for the
full-colour card label which you will find in
all future games in this format. So when the
binders are lined up on your bookshelf, you
can tell at a glance which one you need.

Games Workshop ring binders are available
from all Games Workshop stores, Independent
Specialist Stockists and the GW mail order
department.

Citadel Brushes are numbered from size 000
(finest) to size 3 (largest). Each of the brushes
has a particular use in the painting
of miniatures:

000 For very fine detail - in particular, for

00

black-lining edges, picking out
equipment and painting eyes.

For detailed brushwork and for small
areas of blending such as on a face,
banner or shield design.

For medium areas of blending and
shading, and for applying basﬁlpolours
to small areas.

For large areas of base colours and
small to medium areas of dry-brushing,
For the base colours on larger figures,
such as monsters, Dragons and
vehicles, and for dry-bushing and
washing medium-large areas.
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IMPERIAL GUARD - OGRYNS

OGRYNS

Continuing our feature on the Imperial Guard from last issue, we take a look at Ogryns in
Warhammer 40,000. The largest of the Imperium’s Abhumans, the Ogryns’ brute violence, selfless
courage and devotion to the Imperial cult give them a fearsome reputation as assault troops.

P

by Ivan Weeds and Graeme Davis

Dense black smoke drifted slowly from the wreck of
the Rhino APC, casting a deeper gloom over the sunset.
Commander Fleyitch lowered his bio-scanner and
slumped wearily against the foot of the ruined wall.

“They’re still down there,”” he said wearily, “‘Just
waiting. They’'re dug in all round the spaceport
perimeter, so we can assume this isn’t the usual Eldar
smash-and-grab attack.”” He took the flask of kvatsch
from Captain Rotch, and offered it to Vertren, who, as
usual, was just close enough to get on his nerves. The
Commissar shook his head, with a faint expression of
distaste. Fleyitch shrugged and drank. The spirit warmed
him against the growing chill of evening.

“Reinforcements, sir?” Rotch was clearly thinking along
the same lines as his commander.

‘‘Must be. This is the only facility on the continent
capable of taking heavy traffic. We lost contact with the
orbiter just after it reported a large number of
unidentified ships coming out of warpspace at the edge
of the system. This is a beachhead, Captain, and we've
gottobreak it before they start landing.”” He paused for
1 moment.

“Let’s try a different approach.’” he said at last. *So far,
we've been fencing with them - testing flanks, looking

Ogryn in Combat with Orks

for weak spots. Result: we lose half a Company and they
lose three Dreadnoughts and a handful of troops. We've
been rational about it. Let’s do somethingirrational and
confusing, see how they cope. Something they’ve never
seen before, something they can’t anticipate”” He noticed
Commissar Vertren fingering his laspistol, and shot him
alook. “‘Don’t worry, [ haven’t gone combat-happy. Not
yet.””

‘Look.” he started to scratch a crude map on the wall
with his knife, ‘If we get them all looking th#s way by
doing something they won’t believe, then there’s a
chance that we can smash a fast column through their
lines here and do enough damage to the holding force
and/or the spaceport itself to prevent the landing.”’ Rotch
started to look even more worried.

“But, sir;’ he protested, ‘““What have we got that can
get even halfway to that point without being shot to the
Warp and back?”’ Fleyitch grinned.

“Ogryns.”’ he said. “'If we time it just right, the Eldar
will all be going ‘What the...” just when what’s left of
the Company breaks cover over here and piles into them.
No spreading out, no fancy stuff, just smash through.
Let’s see how those degenerate sophisticates handle a
healthy dose of pure unreasoning violence.’
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® OGRYNS IN THE
IMPERIUM

Ogryns are among the largest and most powerful of the
Abhuman breeds yet discovered - only the Minotaurs, a
strain of giant Beastman, can match them for sheer
destructive power. The bulk of Ogryn worlds were
originally prison planets, and when these worlds were
brought back within the Imperium after the Age of Strife,
the harsh planetary conditions were found to have wrought
a particular pattern of changes upon the inhabitants.

Obviously, those planets which are selected for use as
prison worlds have no better use to the Imperium; they
are generally barren, and lacking in native food species.
They are harsh environments, and those who survive there
must be unusually resilient.

® EVOLUTION AND
PHYSIOLOGY

Ogryns evolved on planets with harsh environments, little
food, and some hostile life-forms of animal and lower
intelligence. The physical traits displayed by Ogryns are
a direct response to environmental demands.

Firstly, their size and strength. Ogryns are generally half
as tall again as the average Human. They are more heavily
built, even in proportional terms, with a muscle mass to
height ratio almost twice that of a Human. Their bones are
heavy, and their skin is thick, with few sensory nerves.

This build is largely a response to hostile native life-forms;
the Ogryn has become large enough to fight most native
predators and win, using the improvised and primitive
weapons which are the only defence available on a prison
planet. It also suits the Ogryn for a predatory role, relying
on size and strength to overcome prey.

Secondly, their digestive system. In response to the
generally barren nature of their home planets, Ogryns have
developed a digestive system which is capable of deriving
nutrition from almost any organic substance. Their capacity
for eating - far in excess of that of a normal Human - derives
from the need to eat everything available when food is
found, and store it against the long fast until more food
is discovered.

Finally, their intelligence. On their home planets, the
constant struggle to survive and find food leaves no time
for any other activity, and the Ogryn brain has undergone
a degree of atrophy. They are often thought of as stupid
by normal Humans, and indeed their intelligence and
reasoning capacity is lower. However, their brains are
attuned to survival - fighting and eating - to such a perfect
degree that, on their own terms, there are few races in the
known galaxy that can match them.
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® APPEARANCE

The basic appearance of an Ogryn is that of an oversized
and coarsely-formed Human. They stand 2% -3 metres tall,
and are very heavily built by Human standards. Limbs are
short and heavy, and hands are large and clumsy-looking.

Ogryns have large heads - the thick bone of the skull often
makes them look disproportionately large by Human
standards - with heavy, prominent jaws. It is common for
the lower canine teeth to grow into protruding tusks.
Fighting is natural to Ogryns, and even the friendly
altercations they have among themselves can lead to minor
injuries. Ogryns are almost always heavily scarred, and
broken teeth are common.

There is some variation on the basic Ogryn physique,
according to homeworld. Ogryns from the planet Skraag
(Imperial designation Beta-Entebes III) tend to be taller and
rangier than other Ogryns, with a distinct yellow-brown
tinge to their skin owing to the high concentration of
volcanic sulphur dust in the atmosphere; they are also
renowned for their highly distinctive smell. On the other
hand, Ogryns from Ugglob (Imperial designation Dranno
IV) are shorter and stockier, with larger heads. The high
humidity of this planet’s atmosphere has led to Ugglob
Ogryns developing an astonishing range of warts and other
fungal disorders.

The majority of Ogryns cultivate an appearance which is
in keeping with the mediaeval level of technology of their
homeworlds; skins, coarse cloth and chain mail armour
are common, as is the practice of body-painting, tattooing,
and ritual scarring. Hair varies in coarseness and colour,
and many Ogryns are completely bald. Those who are
chosen to lead Ogryn squads in the Imperial Guard often
adopt military styles, with short hair, heavy boots and
fatigue-style trousers. Some will have their unit badge
tattooed onto their chests, along with victory and
devotional symbols, such as Imperial eagles, skulls and
crude copies of other Imperial insignia. Like other Imperial
Guard troops, Ogryns are enthusiastic collectors of battle
badges, but lacking helmets they often attach them directly
to the thick bone of their skulls.

Ogryns have scant regard for hygiene by normal Human
standards, and the phrase ‘downwind of an Ogryn’ is widely
used to describe atmospheric contamination and other
malodours. Most Ogryns are infested with parasites of
various types and sizes, and certain species are actively
cultivated as pets and emergency food stores. Some of these
parasites are very large - the Scorathian Armpit Louse, for
example, is the size of a Terran rat, and is bred and traded
among the Ugglob Ogryns and others with whom they
come into contact. Races and fights involving these
creatures are a common off-duty pursuit, with up to a day’s
rations being bet on the outcome.

The Ogryns have been known to produce mutants -
although some argue that they are mutants to begin with.
On the basis of Imperial studies to date, the probability and
extent of mutation appears to be almost exactly the same
as that for normal Humans. It is rare in the extreme for an
Ogryn to develop psychic powers.
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® OGRYNS AND THE
IMPERIAL CULT

While the finer points of the Imperial cult probably escape
most Ogryns, their devotion to the Emperor is beyond
question. Ogryns in the Imperial Guard, in particular, have
an almost childlike faith in the Emperor, perceiving him
as an all-knowing, omnipresent force who watches their
every move on the battlefield, handing down orders
personally through the chain of command. The highest
praise to an Ogryn s to tell him that the Emperor is pleased
with him. Coupled with their natural love of fighting and
contempt for pain and danger, this faith in the Emperor
makes Imperial Guard Ogryns capable of apparently insane
acts of bravery.

During the wars of the Horus Heresy, Ogryns served to great
effect in the Imperial Guard forces of both sides. From the
records that are still available, it secems that those who
fought for Horus had been told that they were fighting for
the Emperor, and that the Loyalists were in fact traitors.

Ogryns are particularly impressed by the Commissars of
the Imperial Guard, whom they regard as being in constant
touch with the Emperor himself. An Ogryn will always
show a Commissar the utmost respect, enquiring endlessly
about what the Emperor thought of various things the
Ogryn has done and even offering the Commissar his own
ration in an attempt to gain favour.

e

Ogryn Sergeant with Support Squad

While the Commissars normally confine their attention to
the Human officers of an Imperial Guard force, there have
been occasions, in forces with a particularly strong Ogryn
presence, when an Ogryn platoon has had a Commissar
of its own. The presence of a Commissar will inspire Ogryns
to outstanding acts of reckless courage and self-sacrifice
- after all, as they reason, if they have a Commissar with
them, then the Emperor must be watching them even harder
than usual.

Some Imperial Guard Commissars have made a speciality
of dealing with Ogryns, and have come to understand their
psychology and motivations as much as any normal Human
ever can. These so-called ‘Ogryn Commissars’ are
sometimes regarded with disdain and suspicion by their
fellows, who are suspicious of the Ogryn outlooks and
mannerisms that they have acquired from their close
contact with these huge Abhumans.
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in the native styles of their feral and
-medwval homeworlds. -

WARNING/ This product contains lead which may be harmiul if chewed or swallowed. Citadel Miniatures are not recommended for children under 12 years of ags.

Copyright © 1989 Games Workshop Ltd. All rights reserved.
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® OGRYNS IN
IMPERIAL SERVICE

Like other Abhuman breeds, Ogryns have been taken into
the service of the Imperium, finding niches where their
natural talents and tendencies may be put to the best use.
In the case of Ogryns, this is almost exclusively in the
Imperial Guard.

The Imperial Guard

Every inhabited world in the Imperium has to provide
troops for the Imperial Guard, and the Ogryn homeworlds
are no exception. Indeed, the lure of regular rations and
adventure on worlds whose climates are seldom harsher
than home is enough to keep millions of Ogryns flocking
to join the Guard.

Ogryns generally prove to have an ideal temperament for
service in the Imperial Guard. They keep to themselves
for the' most part, although they have a great respect for
officers - and particularly Commissars - whom they see as
close to the beloved Emperor. Ogryns have little in common
with the other strains of Abhuman, but will co-operate with
all other parts of the Imperial Guard. They can respect
Beastmen for their ferocity and Squats for their hardiness,
although they are never shy to point out their own
superiority in both departments. Ogryns have mixed
feelings about Ratlings; sniping is the lowest and most
worthless form of warfare to the Ogryn mind, but on the
other hand it can pay to keep on good terms with the supply
and quartermaster staff, where many Ratlings serve.
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Organisation

Ogryns do not follow the usual Imperial Guard practice
of raising a whole Regiment from a single homeworld.
Instead, they are attached to Guard Regiments of normal
Humans, according to Administratum instructions. Imperial
Guard Ogryn troops are invariably organised into squads
of five, and all the Ogryn squads in an Imperial Guard
Company are put in the field together, in the same way as
a platoon of normal Human troops.

Each Ogryn squad has a Sergeant-Ogryn leader, who has
been subjected to Adeptus Mechanicus brain-enhancement
biochem, or BONE treatment (Biochemical Ogryn Neural
Enhancement). Ogryn leaders are known as BONEheads,
a title which they bear with considerable pride. BONEheads
are able to be educated to a limited degree in small-unit
tactics and the operation of equipment such as
communicators and weapons like the ripper gun.
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OGRYN RIPPER GUN

Within the Guard, Ogryns are restricted to their own
squads, and do not normally rise above the rank of Sergeant.
Even with BONE treatment, their minds are not suited to
command of a force larger than a squad. Ogryns are
sometimes modified into Servitors by the Adeptus
Mechanicus, for tasks where their size is an advantage.

Equipment

Ogryns in the Imperial Guard are normally armed with the
same primitive weapons that they use on their homeworlds.
Large crushing and cleaving weapons such as maces, axes
and even tree-trunk clubs are common.

They are trained in the use of grenades, but the normal
grenade types are too small for their large, clumsy hands.
Instead, they are issued with a specially-designed Ogryn
frag grenade, which takes the form of a metal cylinder six
to eight inches long and two to three inches in diameter,
with a ring-pull arming mechanism at one end.

BONEheads may be issued with the Fragmentation Autogun
(Ogryn), universally known as the Ripper Gun. This is a
drum-fed, large-bore automatic shotgun firing heavy shot.
Its limited range is no great disadvantage given the Ogryn
preference for close assaults, and at short ranges its effects
are devastating.

Armour varies widely. In general, the supply of advanced
armour types in Ogryn sizes is limited, and most Imperial
Guard Ogryns wear primitive armour brought with them
from their homeworld. This is a2 mixture of chain, plate,
and the hides of exceptionally resilient homeworld
creatures, such as the Armidillian Plate Lizard. Limited
supplies of Ogryn-sized flak and mesh armour are available
to some Imperial Guard Regiments, and this is generally
issued only to BONEheads.

On the whole, Ogryns show a preference for armour which
leaves the arms free to deliver ‘a good, solid belt’.
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Yehicles

For the most part, Ogryn platoons do not use vehicles,
owing to their large size and incomplete grasp of
technology. However, BONEheads do have the degree of
intelligence required to drive a Rhino APC, and some units
of the Imperial Guard have specially converted ‘open-top’
Rhinos for transporting Ogryn squads.

Standards

Although they do not have Command Sections like other
Guard troops, Ogryns often adopt unofficial standards of
their own. These are usually carried by the Sergeant-Ogryn
leading the platoon - and sometimes all the Ogryns in the
platoon are fitted with back-banners. Banner designs vary
widely. As well as copies of regimental standards, Ogryn
banners may feature an image of the Emperor, portrayed
as an Imperial Guard Commissar - a natural symbol of
authority to the Ogryn mind. They also use tribal designs
from their homeworlds.

In addition to their standards, Ogryns often mark successful
battles or individual kills with tattoos, usually based on
the symbols of their homeworld tribe. These may be simple
stripes of colour, or small skulls, usually on the face or arms.

Service Outside the Imperial Guard

The vast bulk of Ogryns in Imperial service belong to the
Imperial Guard, but it is not unknown for them to serve
in other capacities. Like other Imperial Guard troops,
Ogryns can be seconded to the entourage of aRogue Trader,
wearing a tabard bearing the Rogue Trader’s colours and
emblem in addition to their normal clothing and armour.

IMPERIAL GUARD - OGRYNS

On some Imperial worlds, Ogryns are drafted into the
Adeptus Arbites, since their strength, ferocity and imposing
bulk make them effective on a psychological level as well
as in actual conflict. Often in such cases the mere presence
of Ogryns can prevent trouble or bring it swiftly to an end.

Planetary governors and other dignitaries sometimes
employ Ogryns as bodyguards, having found that a squad

‘of these huge Abhumans at one’s shoulder can add a certain

amount of authority to one’s commands. Certain
Inquisitors, too, will travel with Ogryn servants; these
individuals will normally have received BONE treatment.

® RENEGADE OGRYNS

It is known, but rare, for Ogryns to take the field against
the Imperium. The use of Ogryns by Imperial Guard units
serving Horus has already been mentioned, and on rare
occasions Ogryns will serve with pirate or rebel forces.
Once Ogryns have been recruited into the Imperial Guard,
however, their basic training and indoctrination fills them
with a simple but unshakeable faith in the Emperor, and
revolt is practically unknown.
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These are the final two pages of the Imperial Guard army list - they should be added to the list in issue 109.
IMPERIAL GUARD - SPECIAL EQUIPMENT

A character with the Special Equipment Charts optional
upgrade may only roll on the following charts if he does
not take the Standard Equipment option.

The number of rolls the character may make on each chart
is given in the army list. A set points cost is paid for each
D100 roll on a chart, regardless of the result. A character
not taking the maximum number of allowed rolls on a chart
cannot transfer unused rolls to another chart. Duplicate
and unwanted equipment must be issued to other models
or discarded - the character may not re-roll.

To reflect their greater access to special and unusual
equipment, for some character models you may choose to
add a bonus to their D100 roll (or you may take the number
as rolled). The bonus can result in scores over 100, and
the charts have been extended to allow for this eventuality.

Character Type Bonus to D100 Roll
COMMARSAT N o fo D et 20 oo & ates o AT +5
Licutenant. . .« il on e fans wbe's mas +10

CAPEIN e el oy e 2005 b snbe s o s +15
COMMANUET o 25 s s s s s +20

STANDARD WEAPONS
Cost: 3 points per D100 roll

Standard Standard

61-80

Flamer

GRENADES AND MISSILES
Cost: 7 points per D100 roll

Grenades/
Weapons

Grenades/

D100 Weapons D100

29-31 Anti-Plant

Vortex (1)

Except for rare types (quantity specified in brackets), enough
grenades or missiles are obtained to last the entire battle.

EQUIPMENT AND BIONICS
" Cost: 5 points per D100 roll

Equipment & Equipment &

ary Gr
Launcher

CLOSE COMBAT
WEAPONS
Cost: 3 points per D100 roll

Close Combat
Weapon

Close Combat
D100

Jokaerd'.Digiml
Laspistol

107-108

Plasma Pistol

HEAVY WEAPONS
Cost: 50 points per D100 roll

Heavy Weapon D100 Heavy Weapon

(with Crack and

2 other random
missile types)

921120 D-Cannon

Heavy weapons are supplied with targeter and suspensors.
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Various vehicles and items of equipment require an Adeptus
Mechanicus or Servitor model to be included in the force
to act as the equipment’s custodian, ready to recite the
Litanies of Preservation should the equipment be damaged.
Such equipment will only be available if there are sufficient
Adeptus Mechanicus or Servitor models in the force. The
requirements for each type of equipment are given in the
Custodian column on the tables below - the requirements
listed are as follows:

None: No Adeptus Mechanicus or Servitor model is
required for this item of equipment.

Servitor: One Adeptus Mechanicus model or one Servitor
model must be provided for each item of equipment.

Adeptus Mechanicus: One Adeptus Mechanicus inodel
must be provided for each item of equipment.

A vehicle or vehicles must be provided for the Adeptus
Mechanicus and Servitor models in the force, with enough
seating capacity for all of the models. However, the Adeptus
Mechanicus and Servitor models do not need to ride in
these vehicles on the battlefield and the player is free to
deploy them as he wishes.

For example, you bave two Adeptus Mechanicus and four
Servitors in your force; you must provide at least enough
vebicles to seat six models, though this can be in any
combination, such as six bikes, three bikes with sidecars,
a single Land Raider and so forth. Having included the
vehicles in the force, they can then be deployed as you wish
and need not actually be ridden by the Adeptus
Mechanicus and Servitor models during the batile.

Crewmen must be provided for vehicles and support
weapons as listed in the Equipment Profiles. Crew may
be supplied from Tactical Squads, Assault Squads, Adeptus
Mechanicus or Servitors. Guardsmen crews must be
purchased in whole squads; any models surplus to
minimum crew requirements are deployed as extra crew
on weapons of the player’s choice. Due to their surgical
implants, Servitors count as two normal models for crewing
vehicles and equipment.

VEHICLES

MOUNT THE FORCE COMMANDER AND ANY
COMMISSARS ON (points per vehicle):

Points Custodian

Vehicle

Auto-systems upgrade 10 None

Only the commander of the force and any Commissars may
be individually mounted on vehicles.

MOUNT ANY ONE PLATOON ON
(points per vehicle):

Points Custodian

Vehicle

Servitor

The entire platoon must be mounted on the same type of vehicle.

IMPERIAL GUARD - EQUIPMENT AND WEAPONRY

T

e
SUPPORT WEAPONS

SUPPORT WEAPONS (points per weapon):

Custodian J

Support Weapon Points

RAPIERS (points per Rapier):

Multi-Melta Servitor

TARANTULAS (points per Tarantula):

di

Servitor

A Tarantula has two identical weapons.

ROBOTS

0-4000 POINTS
0-4 maniples of 4 robots at a cost of 0-1000 points per maniple
including the program.
ROBOTS (points per robot):
Points

Robot Class Custodian

Conqueror

Robots have programs selected from the following:

PROGRAMS (points per robots):
Points

TACTICAL EQUIPMENT
Item Points Custodian
Teleport Homer (1 max) 20 Servitor

e s s e ==
OFF-TABLE SUPPORT
. 0-1000 POINTS
Up to 1000 points may be allocated to supporting fire from
beyond the battle-zone. See Off-Table Support for details of
spotters and requesting support fire.
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WARHAMMER FANTASY BATTLE is the

world’s most popular fantasy tabletop game. This

profusely-illustrated hardback book tells you

everything you need to assemble armies of 28mm

scale miniatures and fight fantasy battles with them

- including magic, Orcs, Elves, Dwarfs and the terrible

forces of Chaos. A battle can be as large or as small as

you like - from small skirmishes with thirty or so per side

to epic campaigns featuring thousands of troops and fought
over several days.

Warhammer Fantasy Battlais more than just a game; it is a range
of connected hobbies. Aside from the challenges and tensions
of the battles themselves, there is the fascination and satisfaction
of collecting and painting amies of Citadel miniatures, modelling
and conversion, constructing buildings and other terrain features
for battlefields, and running campaigns and competitive leagues
with fellow Warhammer Fantasy Battle gamers. Most areas now
have clubs where Warhammer Fantasy Battle is played, and
further information is available from all Games Workshop shops.

DWARF AL 1y
ONTINGENT _

WARHAMMER ARMIES is one of our most popular publications. This hardback
book contains the official army lists for Warhammer Fantasy Battle, from which
players can choose the component elements of armies for all the major races
in the game. Each illustrated list is carefully designed to reflect the nature of
a particular race, its style of fighting and the type of allies and mercenaries
on which it can draw.




REALM OF CHADS is a two-volume set detailing the core of the Warhammer mythos
- the dread Chaos Powers. Each volume contains full details of two Chaos Powers
along with their followers and servant Daemons, and includes full army lists as well
as extensive rules expansions for Warhammer Fantasy Battle, Warhammer Fantasy

Roleplay and Warhammer 40,000.

#* Skawven

CITADEL
MINIATTIRES

CITADEL MINIATURES produce over a
hundred finely-crafted new figures each
month, both for Warhammer Fantasy Battle
and for Games Workshop's other hobby
games. Citadel’s range of many thousands
of figures are universally used for all roleplay
and combat games, but each model is
specifically designed to be compatible with
the Warhammer Fantasy Battle,
Warhammaer Fantasy Roleplay and
Warhammer 40,000 game systems.

Citadel's blister pack ranges include:
* Fighters %« Elves & Dwarfs

« Orcs * Goblins * Undead
* Monsters * Realm of Chaos

BOXED SETS offer a widerange of “special’ units for Warhammer
Fantasy Battla armies, as well as larger monsters such as Dragons
and Wyverna. The Machinerles of Destruction range offers a variety
of war machines and crews, while Regimants of Ranown are
complete fighting units. The major races of Warhammar Fantasy

Battle are fully represented in each range.

WHITE DWARF is Games Workshop’s monthly
magazine, containing a wealth of information on

Warhammer Fantasy Battla and Games Workshop's
other hobby game systems. As well as full details of
the latest Citadel Miniatures ralesses, White Dwarf
features supplementary rules, hints on modelling and
painting, and news and previews of forthcoming
supplements.

THE CITADEL CATALOGUE, packed with a
vast selection of Citadel Miniatures’ enormous
range, comes in a series of volumes punched
for storage in a ring-binder. Monthly update
sheets are available by post or in Whita
magazine.

WARHAMMER SIEGE adds an extra dimension to Warhammer Fantasy Battle and
Warhammer 40,000 games with its detailed rules for fortifications and sieges. It is fully
compatible with Citadel’s Mighty Fortress, and has an extensive section on castle layouts
and modelling. Siege machines, sappers, supplies, starvation and room-to-room fighting
are all covered, as well as distinctively fantasy elements such as magic and flying creatures.
There is also a complete, ready-to-play siege battle to get you started.

PLASTIC MINIATURES, moulded
in high-impact styrene to the same
high standards as Citadel’s metal
miniatures, are an economical and
popular way to bulld up the rank-
and-file of a Warhammer Fantasy
Battle army. When painted, these
fine quality plastic miniatures are
indistinguishable from their metal
counterparts, and they offer
enormous scope for conversion
and modelling work. Massive
expansions are planned to the
ranges of plastic miniatures.

WARHAMMER TOWNSCAPE contains 38
full-colour card building kits designed for
use in Warhammer Fantasy Battls games.
There is a wide rangeof buildings of all sizes,
from tents to a town hall and from a wooden
bridge to a watermill,

IN THE WORKS - Games Workshop's
fantasy worlds are constantly
expanding and developing, and
Warhammer Fantasy Battle is no
exception. At the time of writing,
Games Workshop staff are working
on the following products of
particular interest to Warhammer
Fantasy Battle gamers:

Empires - a complete campaign
system in which players build their
own fantasy armies and empires.

Plastic Miniatures - further sets of
plastic fantasy miniatures are
currently being tooled. The first set
- Warriors of Chaos - is expected to
be available soon.

Epic Battles - a completely new
system for fighting immense battles
in the Warhammer Fantasy world.
This will be a major release in 1988,

b

THE MIGHTY FORTRESS is a detailed
model fortification specially designed
for use with the Warhammer Siege
rules. Moulded in high-density
expanded polystyrene with a full
complement of plastic gates, doors
and other accessories, it can be laid out
in a number of ways for a variety of
siege battles, and offers almost
endless possibilities for conversion
and modelling.

Warhammer Fantasy Battle products are
available from all Games Workshop
shops and specialist stockists, and from
better toy and hobby shops everywhere.
In the event of difficulty, ar for further
details of our latest releases, send a
stamped, self-addressed envelope to the
appropriate address below:

Games Workshop Ltd,
Chewton Street, Hilltop, Eastwood,
Nottingham NG16 3HY.

US customers please write to:

Games Workshop US,
1220 Key Highway, Baltimore,
Maryland 21230.

AWORISHO P

Copyright © 1988 Games Workshop Ltd.

All rights reserved.

WARNING: Citadel Miniatures’ metal figures cortain lsed which may be harmful if chewed or swallowad. Thay are not toys, and are unsuitable for children under 12.
The Warhammer, Realm of Chaos, White Dwarf, Games Workshop and Citadel Miniatures logos are all trademarks of Games Workshop Ltd.
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DWARF FIRECHROWERS

New details of the volatile and unstable firethrowers of the Dwarf Engineers Guild, and their
equally unstable Dwarf crews.

It is said that the ingenuity of the Dwarf Engineers Guild
knows no bounds, but sometimes they excell themselves
in stretching technology to its limits. There is no better
example of this than the notorious and justly feared Dwarf
Firethrower. This weapon is dreaded by all enemies of the
Dwarven race, and feared by not a few of the Dwarf kindred
themselves.

The weapon consists of a copper-linedbarrel, bound with
iron hoops for added strength against the fatigue caused
by constant firing. One team member holds the barrel of
the firethrower, the other carries the trigger and ignition
mechanism which is connected to the barrel by a flexible
pipe. The barrel contains an inflammable chemical mixture.
Every Dwarf Engineer has his favorite firethrower mix, but
sulphurous compounds and oil feature in most recipies.
The weapon is fired by forcing compressed air or a volatile
chemical into the barrel which then reacts violently with
the inflammable mix. This causes a jet of combustible liquid
to be discharged from the barrel. At the very instant that
the inflammable liquid is shot from the barrel it is ignited
and turns into a searing sheet of flame.

The firethrower is a very dangerous weapon. Quite apart
from its lethal effects on the enemy, it requires great care,
skill and nerves of steel to prepare and fire it. The
inflammable firethrower fuel must be very carefully mixed
in exactly the right proportions and there is always a chance
that the trigger reaction or ignition system may be faulty
and cause a misfire which would destroy the weapon team.
Ever since the firethrower was first invented and rushed
into production in order to root out the Goblins from their
caverns in the Worlds Edge Mountains, the Engineers Guild
claim that the firethrower is still in the experimental stages
of developement. Nevertheless Dwarf warlords keep up
an incessant demand for this useful weapon and have not
yet run out of brave (some would say reckless) volunteers
willing to operate it.

Firethrower teams do tend to suffer high casualty rates,
more often from accidents than enemy action. Indeed, not
many enemies get close enough to firethrower teams to
worry them unduly. Although the career of a firethrower
operator may be short, he is sure to go out in a blaze of
glory. The firethrower operator’s reputation for nonchalant
bravery, reckless courage and contempt for danger is much
admired in Dwarf warrior society and there are always some
Dwarfs who find the image so glamourous that they will
volunteer regardless of the risk.

by Nigel Stillman

Many other Dwarfs simply regard them as slightly crazy.
It is rumoured that firethrower operaters are addicted to
the fumes from the chemicals used in making the
firethrower fuel and that this makes them crazier still. There
is no doubt that a few nutcases and pyromaniacs lurking
in Dwarf society turn up in the ranks of the firethrower
teams, where they can create the most havoc.

Firethrower teams are always stationed on the edge of the
army’s encampment, sometimes separated from the main
camp by a safe distance. Here the teams park their supply
wagons loaded up with barrels of volatile liquid and
construct their huge vats for mixing the firethrower fuel.
Othe Dwarfs do not like being camped anywhere near the
firethrower teams on account of the foul fumes which waft
from their vats, the sleepless nights caused by sporadic
explosions, intoxicated cackling and the ever-present risk
of fire spreading from the firethrower enclosure.

Firethrower operators are easily picked out from the
ordinary Dwarf warrior due to their singed cloths, beard
and hair, strong smell of inflammable chemicals, general
recklessness and morbid sense of humour. No ordinary
Dwarf would dream of lighting up his pipe in the company
of a firethrower operator; that would be courting fate.
Firethrower operators are also often banned from sitting
too close to the bonfire during victory feasts, a frequent
cause of brawling in the Dwarf encampment.

The following box is an addition lo the Dwarf army list
in Warhammer Armies. Dwarf Firvethrowers may be
added to any Dwarf army, and are subject to the
Firethrower rules in Warhammer Fantasy Battle and
the rules for Using Teams in Warhammer Armies.

0-8 DWARF FIRETHROWIER TEAMS

314/13/3/4([(1]2

2 DWARF CREW

1" 4 -3 D3

FIRETHROWER 12

TEAMS PER UNIT: 1-4 CREW WEAPONS: HAND

POINTS PER TEAM: 56 WEAPON
NONE

CREW ARMOUR:
o

OPTIONS
ANY TEAM MAY HAVE:

LIGHT ARMOUR........ 2 HEAVY ARMOUR........ 3
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TERMINATOR MARINE & GENESTEALER

Terminator Armour was
developed for use in
confined spaces, where
the conventional small-
unit tactics would prove
too costly especially
against such deadly
opponents as the
Genestealers...
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iniatures’ metal figures contain land which may be harmful if chewed or swellowed. They are not toys, end are unsuitable for children under 12.

g
3
g
Ambush and counter-ambush. A road 3
gang prepares to attack a tanker escorted
by state police, and find themselves
&% under attack from a group of Sanctioned
s;’é‘; Operatives.
CITADE
MINIATUR

Miniatures supplied unpainted
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TOURNAMENT RULES

BY RICHARD HALLIWELL AND SEAN MASTERSON

Dark Future Tournament Rules have been designed with a number of play options in mind. Primarily, they are a slimmed down version
of the basic game rules, and tournament games run at conventions like Games Day will be played with them. Players may also
choose to use these rules when they want a game of Dark Future without some of the more complex aspects of the main game
system, especially when a large number of players are involved. Tournament games can be played by up to & players.

There are very few rule changes. Miles per hour is replaced by speed factor alone for simplicity’s sake and spinning, rolling and
detailed critical hits are replaced with a sudden death rule - crash and burn. Because the Tournament Rules use a circuit, rather
than rolling track, a player wins by either being the first to complete three laps of the circuit, or by default if he is the last remaining
player with a moving vehicle on the track. For ease of play in these circumstances, initiative is determined by the order of play
moving clockwise to the next player, rather than by speed factor, with exceptions to avoid unrealistic events.

Most of the rules below apply to all vehicles. Some special cases for bikes are included at the end.

Very few examples or elaborations are given. Players familiar with the basic rules should find everything straightforward. Those
seeking fuller explanations of particular rules are referred to the rulebook itself. These Toumament rules should be seen as a summary
of rules used and special cases.

Drivers, to your vehicles!

Players should then position themselves conveniently close to
their starting positions, along with their record sheets and
appropriate beverages.

SET UP

Set up acircuit of Dark Future track sections (which may be made
up from the components of a single game set). The circuit
comprises 7 straight sections, 2 right angle curves and 3 bend
sections laid out as shown below.

One player then rolls the dice to determine the direction of play.
On odd numbers the cars begin travelling clockwise around the
circuit, on even numbers they travel anti-clockwise.

Players place their models on the circuit anywhere within their
starting positions.

Counting Laps

Drivers don’t have to complete consecutive laps in the same
direction. Drivers who travel completely around a circuit in the
opposite direction to the rest of the cars still count it as a lap.

Players always count laps against their starting position. To count
a lap by crossing this line, a driver must complete the circuit in
one direction. A driver who travels two-thirds of the way around
a circuit, then changes direction and travels back to his starting
pasition, cannot claim this as a completed lap.

The Caller

The caller is the person responsible for calling the phases and

Choosing a Vehicle

A maximum available points cost must be decided upon by the
players, who may then spend the points ta purchase any vehicle,
with any combination of weapons, from the list at the end of these
rules. Each player must have the same number of points available.
Ideally, each player should have 10-25 points to spend.

Objective

The first driver to complete 3 laps of the circuit is the winner.
If only one moving vehicle remains on the circuit at any point,
its driver is declared the winner.

Starting Positions

The diagram shows shaded starting positions. The easiest way
to assign these to players is touse 6 numbered cards and simply
deal one out to each player. Alternatively, each player could roll
a dice until they generate a score equal to an unused start position.

ensuring that each one is carried out in the correct sequence.
This responsibility rotates from player to player.

The driver with the lowest numbered starting position acts as
the caller for the first turn. When the player declares the turn over,
the phasing dice are passed ta the player in the next seat (ie,
nearest to the caller in the direction of play), who assumes the
responsibility for calling the phases in the next turn, and so on.

Initiative

In a Tournament game, players take their moves in a clockwise
order beginning with the caller. Where this would cause an
unrealistic result - like a car shunt ramming someone at a higher
speed factor - the players should move in order of speed factor
(highest first) to resolve the situation. A driver who is forced to
move out of sequence in.such a situation does not move again
in that phase.



DARK FUTURE TOURNAMENT RULES - TURNS & PHASES

The Phase Sequence

Each phase should follow this sequence (except for thase cases
explained under /nitiative above):

1. The caller declares any action he intends to use, then moves
the vehicle if he’s going fast enough to do so. Execute the
action after the move, eg move model then shoot; move then
adjust speed.

2. Thedriver of the next vehicle may now declare an action. The
vehicle model may move, provided its speed factor equals or
exceeds the number of the current phase (shown on the
phasing dice). This step is repeated for each vehicle.

3. The phase has now ended. Turn over the phasing dice to show
the number of the next phase.

If the number onthe dice is greater than the fastest vehicle’s
speed factor, the turn ends - go to step 4. Otherwise, start
the new phase by going back to step 1.

4. At the end of the turn, move the phasing dice back to the
number 1, ready for the start of the first phase of the new turn.
The player on the caller’s left becomes the new caller. Go back
to step 1.

How Many Phases in a Turn?

The turn consists of betweén one and six phases. Just how many
depends on the speed factor of the fastest vehicle. The turn only
ends when you reach a phase where no vehicle can move - see
steps 3 and 4 on the list, above. Note that vehicles cannot have
a higher speed factor than 6.

MOVES

In each move the vehicle simply moves from one space to the
next, staying in the same lanes.

Cornering

A vehicle cornering on evenly aligned lanes moves along the same
lanes into the next space. Vehicles cornering on uneven lanes
count the next space by using the dividing lines towards the
outside of the bend.

Remember, vehicles only get to take a move if they are going fast
enough - see step 3 of the Phase Sequence, above.

Players can only change lanes by using a dlrift action.

Changing Speed Factor

Each player chooses a speed factor before the game starts. Once
the game has started, however, they may alter their factor by using
brake or accelerate actions.

The vehicle’s speed factor determines whether or not it can move
in a particular phase. If a vehicle’s speed factor is less than the
number of the current phase, the vehicle cannot move.
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ACTIONS

The player must declare which action is going to be used before
the model is moved. Drivers are allowed to use only one action
per phase. This means, for example, they can’t drift and fire in
the same phase.

The actions which may be used are:

Accelerate: The driver moves the car forward and then increases
the vehicle’s speed factor by +1 or +2. This should be noted
down on the car’s record sheet.

Brake: As for accelerate, but the driver can reduce the car’s speed
factor by -1 or -2.

Dodge: Bikes only may attempt to dodge passives ahead of them.
See Bikes.

Drift: The car drifts one lane to the left or right.

Head-on-Ram: Two vehicles travelling in opposite directions
collide. See Rams.

Reverse: To reverse, a car must be stationary at the start of the
turn. Reverse counts as an action but the driver may also drift
or u-turn. Shooting is not allowed. Reversing cars only ever get
one move per turn. Drivers may reverse on curves but may not
drift or u-turn while doing so. Bikes may not reverse.

Shoot: The driver is allowed to fire ranged weapons or lay passives.
He must declare which he intends to use before he moves.

Sideswipe: The driver deliberately slams into the side of another

.vehicle. See Rams.

Shunt: The driver rams into the back of the other car. See Rams.-
A shunt action is obligatory if the car is going to hit something
during its forward move.

U-turn: The vehicle executes a broad U-turn leaving it facing in
the opposite direction.

Drivers may not make a u-turn if they would come into contact
with another vehicle while doing so. Drivers may u-turn over *
passives.

Vehicles on curves can’t u-turn unless they’re on the edge of the
track, u-turning on the straight section. A vehicle on a straight
section /s allowed to u-turn across the curve.

U-turns by reversing vehicles follow all the rules above.

Timing
Actions are declared before moving, and come into effect
immediately after the car model has been moved forwards.

Actions and Moves

As explained above, players are allowed one action in each
phase. When one vehicle is going faster, the slower vehicle
will run out of moves towards the end of the turn.

When this happens, the driver of the slower car may only shoot
the car’s weapons. In effect, he still has one action - but since
all the others (including dropping off passives) require the car
to be moving, the only option is shoot!

DRIFT

Drivers declaring a drift action move their vehicle forwards first,
and then shift it one lane to the left or right.

Cars cannotdriftif there is another carin the way - this is treated
as a sideswipe - see below.

Vehicles may not drift inwards on curves.
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Drivers employing a shoot action may either fire ranged weapons

or lay passives. We'll look at ranged weapons first.

Fire Corridors

To fire ranged weapons, the driver must have a target vehicle (you
can’tshoot at passives) in his fire corridor. A vehicle’s fire corridor
can be determined by aligning the range ruler against the space
divider in front of the vehicle.

Measuring the Range
When shooting, count the number of spaces between the target

and firer. Include the target’s space but not the firer's. This is
called the range.

If the range is 7 spaces or more, the target is out of range.

“Rolling to Hit
Provided the target is inside the fire corridor and within range,
the player rolls a dice to see if the shot hits. This is a Ait roll.

To hit the target, the firer needs to roll a number higher than, or
equal to the range. If the number is less than the range, the shot
misses. If the shot hits, the firer determines how much damage
it does.

Some weapons are more accurate than others, a few have
hit rofl bonuses or penalties.

Damage

When a vehicle suffers damage as the result of enemy fire, mine
hits or collisions, damage is calculated by rolling a number of
damage dice.

The firer rolls one dice for each hit. This may be modified by the
weapon’s damage bonus or the vehicle’s armour. The total should
be subtracted from the target vehicle's damage characteristic.

Critical Hits

A critical hitis caused whenever the damage dice scores a natural
6. (A natural 6 is a score of a & before any modifiers are taken
into account.) For each critical hit, the driver of the target vehicle
must take an immediate hazard roll on the table’s +2 column.

FIRING PASSIVES
The Markers

There are two types of markers - dummies and real passives.
Dummies are only used to scare other drivers. Players using a
shoot action are allowed to choose -in secret - whether they use
a real marker or a dummy, unless they lay smoke (in which case
a smoke marker is always used).

Deploying Passives

Passives can only be laid in a phase when the firing caris actually
moving (except for smoke which can be laid by stationary cars).
After the vehicle has been moved, the player places the marker,
face down, just behind the vehicle model. The marker must be
placed in this position; players aren’t allowed to put them
anywhere eise.

Contact Zones

When a car moves into a space with a marker, it automatically
runs over it. Even if the marker only occupies one of the car’s
lanes the car will still suffer the full effects of running over it.

Damage
When a driver runs over amarker he turns it face up. If the counter

is a dummy, it doesn't cause any damage and is returned to
the box.

If the marker shows anything else, the vehicle has hit passives.
The player who placed the passives rolls for damage. If the
passives were mines, the counter is returned to the box. Otherwise
the marker remains on the track.

DARK FUTURE TOURNAMENT RULES - SHOOTING & DAMAGE

Head On Ram

When a car is about to take a move which would result in hitting
something which is travelling towards it, a head-on ram occurs.

When a head-on ram occurs, both cars take damage and come
to a halt. This means that the car which caused the ram isn’t
actually moved - the model stays in place.

Add the two cars' speed factors at the point of impact. Each
vehicle takes this number of damage dice.

A bike involved in a head-on ram automatically crashes and burns.
Any car involved in the collision takes normal damage.

Sideswipes

Drivers can sideswipe after their forward move if this brings them
neck and neck with another vehicle.

To resolve a sideswipe, both players roll a dice, and the player
who is actually doing the sideswipe adds one to the score. The
player with the lower score automatically loses 2 damage points.
Where the totals are equal, both cars take 2 damage points.

Opposed Sideswipe

An opposed sideswipe is the same as an ordinary sideswipe but
it happens when the cars are travelling in opposite directions.

Cars may sideswipe on curves. They may even sideswipe inwards
on a curve. However, if the two vehicles involved are staggered

by odd lanes the only car that may sideswipe is the one slightly
behind the other.

The car driver declares the action, moves, and then sideswipes.

The only difference between an opposed sideswipe and an
ordinary one is that it causes far more damage. The winner of
the sideswipe test takes 1 damage dice, the loser takes 2 damage
dice. In the event of a draw both sides take 2 damage dice.

Any bike involved in any kind of sideswipe with a car automatically
crashes and burns.

Shunts

When they Occur

When a vehicle is about to move, and is directly behind another
vehicle, a shunt is the automatic outcome and the driver must
declare a shunt action. A slower vehicle may never ram a faster
one. See the rules on /nitiative when this is about to occur.

The Rammer

Because the space in front is occupied by another vehicle, the
rammer does not move forward. The model stays in place,
effectively losing its move. The players roll for the
ram immediately.

Calculating Damage

Both playerfs should roll a dice, and the driver of the ramming car
adds one to the score. Whichever player has the lower total now
takes 2 points of damage. If the totals are equal, both cars take
2 damage points.

Speed

After calculating the damage, the speed factor of the rammer
should be reduced to the same as the target, and the rammer’s
maove ends.

Bikes
Any bike involved in a shunt ram automatically crashes
and burns.

Stationary Vehicles

Cars hitting stationary vehicles treat the collision as either a shunt
or a head-on ram, depending on which end of the vehicle is hit.
Bikes hitting stationary vehicles crash and burn.
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DARK FUTURE TOURNAMENT RULES - HAZARDS

Hazard rolls are taken as they occur, and a vehicle may be forced
to take 2 or more in the same phase.

Current Speed

Vehicles executing a brake or an accelerate action adjust their
speed before taking any hazard rol/s associated with the move.

Safety Limits

Each hazard has a safety /imit. Drivers encountering hazards at
the safety limit, or slower, ignore the hazard - they don’t have
to roll. Drivers encountering hazards while travelling faster than
the safety limit are forced to take a hazard roll.

The safety limits for the various hazards are:

Hazard Safe Speed
U-turn 1
Dodge (bikes only) 2

Qil 3
Mines 4
Moving along the grid on a curve

Smoke 5
Drift

Drift outwards on a curve

The safety limit for a forward move on a curve is 4. Drivers must
test against this limit after any move which leaves them on a curve.
This means that they must test when they move onto the curve
and after each move while going round. However, drivers moving
off a curve onto a straight section of track don’t test.

Drift moves on curves have their own safety limits. Drivers drifting
on curves test against these limits only once. They ignore the
usual 4 limit for a curve.

For example. A driver drifting outwards on a curve takes only ane
test, against the safety limit of 5.

Hazard Rolls

To take a hazard roil the driver simply compares the vehicle’'s
current speed factor to the safety limit, and rolls on the appropriate
column of the Hazard Table. The results are explained below.

Panic Brake
No effect

No Effect
The driver manages to negotiate the hazard without slowing down
or losing control.
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Panic Brake

Panic braking automatically (and immediately) reduces the
vehicle’s speed factor by -1.

Panic brake results from hazard rolffs caused by obstacles, passives
or carnering deprive drivers of any shoot actions they may have
declared at the start of their phase. Drivers forced to panic brake
after their move may not go on to shoot or deploy passives that
phase.

Vehicles suffering a panic brake result immediately after a brake
action crash & burn instead. This is an impartant rule; it accounts
for the demise of many a rash driver. The rule means that drivers
who can’t brake down to their safety limit as they run into a hazard,
shouldn’t even tr

FACTOR
[

This rule applies only to vehicles which have just taken a move
- it doesn’t apply to drivers taking HE or critical hits in another
player’s round.

For example: a driver takes his round moves forwards and brakes.
Later, during the same phase, the car takes a HE hit and is forced
to panic brake. The driver panic brakes - the car does not Crash
& Burn.

Crash & Burn

Once a vehicle suffers a crash & burn resultit is out of the game.
The moment the result occurs the model should be turned upside
down and treated as a wreck.

Vehicles which crash & burn come to an immediate halt - they
do not'take any more moves, even if the crash & burn result takes
place as a result of an opposing player’s action or move.
Vehicles also crash & burn when their damage points are reduced
to zero. Again, the model is turned upside down and the the vehicle
comes to a halt.

Any collision with a wrecked car is treated as a head-on ram, so
anything that hits a wreck will take as many damage dice as its
own speed factor, and then come to a halt {unless a bike hits the
wreck, in which case it crashes and burns).




Players may control as many bikes as the points allowance to their
game permits. When a player controls more than one bike, they
all start from the same position.

Like cars, bikes occupy two lanes. This represents the amount
of space needed around the bike to ensure its safety.

The manoeuvrability of abike allows it to perform a dodge action
around obstacles on the road. This is explained below.

Bikes can carry only one forward firing weapon and one passive
because of their small size. The forward firing weapon may be
a machine gun or a combat laser.

Movement

Bikes are placed on the board so that the bike’s wheels are over
alane divider and the front of the model base is clase to the space
divider in front of the bike.

Bikes maving alang or off uneven pairs of curved lanes always
use the outside lane divider.

Bikes are allowed to share one or both of the lanes they occupy
- but only with other bikes. Riding this closely to another bike
is not withaut risk. When two or more bikes share lanes at the
end of the move, both riders must take an immediate hazard roll.
The safety limit is speed factor 4 for bikes travelling in the same
direction; speed factor 2 if they're travelling in opposite directions.
Bikes in this pasition are allowed to sideswipe each other if they're
travelling in the same direction.

Stationary bikes, whether upright or fallen, have the normal 2
lane contact zone.

Actions

Sideswipe

A bike may sideswipe another bike moving in the same direction,
if both are sharing lanes before the sideswipe takes place, and
assuming they pass the hazard rol/ for sharing lanes. If they do
not, they may not sideswipe. Bikes travelling in opposite directions
cannot sideswipe. They would both crash & burn if they did.

Each vehicle has a set of four basic characteristics which
determine speed and the amount of damage it can absorb. Some
vehicles have additional special rules. All vehicles have a points
cost which must be paid. Any remaining points may then be spent
eqmppmg the vehlcle with weapons.

CHARACTERISTICS

Maximum Spead The vehicle’s maximum speed factor.

The maximum amount by which the driver
can increase the vehicle’s speed factor with
an accelerate action.

Acceleration

The maximum amount that the driver can
reduce the vehicle’s speed factor with a brake
action.

Braking

When the vehicle loses its last point of
damage it immediately crashes and burns.

Damage

Special Rules
Poor Handling The driver subtracts -1 from each hazard roll.
Good Handling The driver adds +1 to each hazard roll.
Lightweight

from mine or grenade hits.

These modifiers are cumulative. Hazard rofl modifiers are also
compulsory.

BIKES

VEHICLES

DARK FUTURE TOURNAMENT RULES - BIKES

Dodge

Dodge manoeuvres are hazards with a safety limit of 2. A rider
makes a normal straight-ahead move, but only takes up a single
lane, as shown below. Bikes may dodge on curves. Whether the
action is taken on a stright or curved section, the rider is free to
decide which lane to occupy.

The value of a dodge is that it allows the bike to avoid hitting
passives. Riders can only dodge surface hazards. They can’t dodge
other vehicles.

When a bike finishes dodging (it may dodge several times in
succession andin either direction) it is considered to take up two
lanes once more. Riders who panic brake still complete the dodge.

Bike Targets

Bikes can only be fired at when one of the lanes they occupy is
inside the firer's corridor. If both lanes are in the fire corridor the
shot is subject to a -1 hit penalty. If only one lane is inside the
corridor, the hit rofl is made at -2.

Where the target or firer is on a curve, check the corridor using
the template. Only part of the madel needs to be in the other lane
for the bike to count as occupying 2 lanes.

ARMOUR

In addition to their individual characteristics, all vehicles have
an armour rating. The vehicle’s armour rating is deducted from
the damage caused by each shot. Armour ratmgs are as
follows:

Interceptor 4 points on all sides
Renegade 3 points on all sides
Bike 2 points on all sides

Bike Characteristics

5 Point Bike

Maximum Speed 5
Acceleration 2
Braking 1
Damage 9
Special Rules

CARS

The lists below cover variants of the two types of car provided
in the game - Interceptors and Renegades - allowing you to
play Tournament games with different points ranges.

The driver subtracts -1 from any hazard ro/l -

Renegades

The Renegade is rugged, adaptable and fast. It’s possibly the
most populiar car in the world. There are hundreds of Renegade
variants, a few of which are listed overleaf.
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DARK FUTURE TOURNAMENT RULES - WEAPONRY

5 Point Renegade 7 Point Renegade

Maximum Speed 5 Maximum Speed 6
Acceleration 1 Acceleration 1
Braking 2 Braking 2
Damage 12 Damage 12

Special Rules None Special Rules None

5 Point Stripped Renegade
Maximum Speed 6

9 Point Renegade
Maximum Speed 6
2

Interceptors

The Interceptor is another vehicle that has achieved world-wide
success. In the four years since its launch, 50 million Interceptors
have been sold across the globe. Again, there are many variants.
Interceptors are used as prestige sportscars, patrol vehicles and
as the standard machine for most US Ops.

10 Point Interceptor 12 Point Interceptor

Acceleration Acceleration 2 Maximum Speed 6 Maximum Speed 8
Braking 2 Braking 2 Acceleration 2 Acceleration 1
Damage 12 Damage 9 Braking 2 Braking 2
Special Rules None Special Rules: Light- Damage 18 Damage 24
weight Special Rules Good Special Rules None
Handling
7 Point Heavy Renegade 9 Paint Heavy Renegade 15 Point Interceptor 18 Point Interceptor
Maximum Speed 5 Maximum Speed 6 Maximum Speed 7 Maximum Speed 6
Acceleration 1 Acceleration 1 Acceleration 2 Acceleration 2
Braking 1 Braking 1 Braking 3 Braking 2
Damage 18 Damage 18 Damage 18 Damage 24
Special Rules Poor Special Rules Poor Special Rules Good Special Rules None
Handling Handling Handling
WEAPONRY

Weapons Mounts

Note: all weapons must fire forwards unless turret mounted.
e

Turrets (pts cost: 3)
Turrets take up the roof space. They can take one weapon which
is then allowed a 380° fire arc.

Ranged Weapons

Each of the different weapons is detailed below. Special rules give
them bonuses on Ait rolls or damage dice, force the target to take
hazard rolls, or restrict the weapon'’s rate of fire.

Hit Roll Damage Pts Hazard Roll

Weapon Modifier Modifier Cost Safety Limit

+1 = 2

L Machine Gun

Grenade Launcher - - 1 4

+4 3 -

Heavy Laser* +1
* Only fires once per turn
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Passives
Only one type of passive may occupy a single weapon mount.

Mines (pts cost: 2)

A player with amine layer should draw four mine and four dummy
markers at the start of the game. Markers are deployed face down
and are turned over when hit by another vehicle.

Drivers hitting a mine take a Damage roll and a hazard rolf against
a safety limit of 4.

Smoke (pts cost: %)
A player with a smoke layer should draw eight smoke markers
at the start of the game. Smake markers are always placed face-up.

If there are one or more smoke markers in a shot'’s fire corridor,
thé shooter subtracts -2 from the hit roll. Cars driving through
smoke take a hazard rol/ against a safety limit of speed factor 5.

Oil (pts cost: 2)

At the start of the game, a player with an oil layer should draw
four oil and four dummy markers. Markers are deployed face down
and are turned over when hit by another vehicle.

Drivers hitting oil take a hazard rofl against a safety limit of 3.

Spikes (pts cost: 1)
Players with a spike |layer draw four spike and four dummy markers.
Markers are deployed face down and are turned over when hit
by another vehicle.

Roll a dice: on a result of 6 the vehicle takes tyre damage. Vehicles
suffering tyre damage must take a hazard roll against a safety
limit of 3. After the hazard roli has been completed, the vehicle’s
maximum speed goes down to 3. Drivers of vehicles travelling
faster than their maximum speed are forced to use brake actions
to slow down and count the move as a hazard with a safety limit
equivalent to their new maximum speed. Cars only take tyre
damage once. They ignore subsequent spike hits.

—HRD LIE—
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SPACE MARINE!

RULES FOR INFANTRY IN ADEPTUS TITANICUS

By Jervis Johnson and Mike Brunton

Infantrymen are the basic building block of which an army
is formed. They can move into areas that are impassable
to vehicles or Titans and, given sufficient numbers and
suitable terrain, they are capable of defeating even the
mighty Titans themselves.

Infantrymen are organised into stands, representing a
group of 5 warriors, trained to move and fight as a team.

Each member of a stand is armed with a basic weapon,
such as a bolter or lasgun, and is usually equipped with
some form of armoured protection, such as mesh or
powered armour. In addition, an infantry stand may have
one or more support weapons to provide extra firepower,
such as a missile launcher or heavy bolter, as well as
grenades to use in close combat.
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There are five types of infantry stand: Command, Tactical,
Assault, Support and Devastator.

The effectiveness of each type of stand is summarised on
a corresponding Infantry Data Card, containing the
following information:

BASIC
WEAPONS WEAPONS
Bolter Flamer
MELEE GRENADES
FACTOR
+3 Crack
SAVING BATTLE
THROW RATING
1+ 75

Ty

Name: The name and type of the stand.

Basic Weapons: The basic weapon carried by the stand.

Support Weapons: The number and type of support
weapons carried by the stand.

Melee Factor: This represents how effective the stand is
at melee or close combat. The bigher the number the better.

Saving Roll: This represents how well protected the stand
is. If a stand must make a saving roll, you must roll equal
to or higher than this number on a D6 (so the lower the
number the better).

Battle Rating: The cost of the stand in podnts. The higher
the BR, the more effective the stand.

Remarks: Any special rules that apply to the stand.
. ‘F

Two new classes of weapon are added to Adeptus
Titanicus when infantry stands are used: small arms (such
as bolters and lasguns) and Zight weapons (such as heavy
bolters).

Small arms may only be used to attack infantry stands -
they will have no effect at all on Titans or vehicles.

The only light weapon that can be used to attack vehicles
or Titans is the melta-gun. All other light weapons may only
be used to attack infantry stands.
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Infantry stands must be organised into detachments of 3
or more stands. A detachment may not include both
infantry and vehicles.

DETACHMENT COMMANDERS

Command Stands contain the officers and commanders
that are leading a detachment, and are vital for its effective
control.

In the orders phase each infantry detachment that has at
least one Command Stand may be given an order counter
which will apply to all stands in the detachment. If an
infantry detachment does not have any Command Stands
it suffers the penalties of being owi of command.

BEING OUT OF COMMAND

Stands that are out of command may only be given Fall
Back orders or no orders at all.

FORCE COMMANDERS

Some detachments may include a Force Commander. Force
Commanders are senior officers in overall command of all
the detachments on the tabletop. A Force Commander can
be used to allow any one detachment that has lost all of
its Command Stands to be given orders as normal. A Force
Commander can give orders to a detachment wherever it
is, even if it is over the other side of the battlefield. They
are thus very useful, and players should attempt to keep
them away from the main area of combat if at all possible.

DETACHMENT FORMATIONS

Every stand in an infantry detachment must be within 6cm
of at least one other stand in the detachment, and all of
the stands must be joined together by a chain of such 6em
links. E

Sometimes stands in a detachment will become separated
for reasons beyond a player’s control, usually due to the
destuction of a stand by the enemy. If this happens, the

‘detachment must be given Advance orders and must move

into an acceptable formation as soon as possible.

Infantry stands may be carried by vehicles, in which case
enough vehicles must be provided to carry the entire
infantry detachment (ie one detachment of Land Raiders
or Rhinos for a normal detachment of six stands, or two
detachments for a Reinforced Detachment of 12 infantry
stands). All the normal formation restrictions apply to
infantry being carried by vehicles.

%&5"
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DISBANDING

If an infantry detachment finds itself out of formation, or
if some of the stands bail out of a destroyed vehicle while
the rest of the detachment rémain in their vehicles, you
may choose to disband part of the detachment. This
represents the infantrymen scattering and retreating to a
rallying point off the battlefield, making the maximum use
of smoke and cover as they move. Any stands that are
disbanded are immediately removed from play and are
treated as if they had been destroyed (this means the
detachment must make a morale test in the end phase of
that turn just as if the stands had been eliminated by the
enemy). You may disband part of a detachment at any time,
removing the relevant stands straight away.

Although it destroys the relevant stands, you may wish to
use this option to avoid the detrimental effects occasionally
created by the formation restrictions. For example, if you
don’t want to give a whole detachment Advance orders
just to reform with a single stand, the separated stand may
be disbanded (and immediately removed from play),
allowing the detachment to receive a different set of orders.
Or a couple of stands may have survived the destruction
of a vehicle - to. maintain formation, all of the vehicles
would be reduced to moving at the same speed as the
infantry stands. Disbanding the two stands on foot allows
the rest of the detachment to continue moving at full speed.

The sequence of play used in Adeptus Titanicus is left
unchanged, with the following exceptions:

In each segment of the rnovement pbase players alternately
move their eligible Titans, then alternately move eligible
detachments of vehicles, and finally alternately move
eligible detachments of infantry. This means that all Titans,
vehicles and infantry with Charge orders will move before
those with Advance orders and so on.

Similarly, in each segment of the combat phase players first
attack with all eligible Titans and vehicles, and then they
alternately fire detachments of infantry.

SPACE MARINE - ORDERS PHASE

Both players must give one order counter to each
detachment of infantry in the orders pbase of each turn.
The orders chosen apply to all of the stands in the
detachment.

FIRST FIRE ORDERS

None of the stands in the detachment may move. The stands
attack in the first fire segment of the combat phase and
receive 2 +1 modifier on their rolls fo bif.

ADVANCE ORDERS

The stands in the detachment may move up to the advance
rate and may attack in the advance segment of the combat
Dbase.

CHARGE ORDERS

The stands in the detachment may move up to their charge
rate, but may not fire until the charge segment of the
combat phase. All rolls to bit are made with a -1 modifier.

FALL BACK ORDERS

Use a Repair order counter to signify Fall Back orders.
Stands may move up to their charge rate, but must end their
move further away from any and all enemy units than they
were at the start of the turn. Stands may not remain
stationary - they must move at least 4cm.

Infantry stands with Fall Back orders may not attack, but
any attacks upon them are made at -1 to béf as the
detachment is making maximum use of cover during its
retreat.

NO ORDERS

Infantry detachments that have not been given any orders
may not move. They may fire in the advance segment of
the combat phase.
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SPACE MARINE - MOVEMENT PHASE

MOVE RATES

In the same way as a Titan, infantry stands can move at
an advance or charge rate. The distance that an infantry
stand can move depends on how it is equipped.

INFANTRY MOVEMENT
RATE TABLE

Advance Rate

Stand Type Charge Rate

Other

TURNING

Infantry stands may move freely up to the distance allowed.
They may move off in any direction, make as many turns
during the move as required, and end the move facing in
any direction.

CARRYING STANDS

Some vehicles may carry stands (this is specified on the
Vehicle Data Card - a Land Raider, for example, can carry
10 infantrymen, ie two stands). The processes of getting
stands on and off vehicles are known as embarking and
disembarking respectively.

To embark, a stand must have Advance or Fall Back orders
and the vehicle must have First Fire orders. As long as the
stand can reach the vehicle with their advance rate move,
they may embark.

To disembark a stand, the vehicle must have Advance or
First Fire orders. The stand may be given Advance or
Charge orders - it may not fire on the turn it disembarks,
but it may take part in close combat. If the vehicle has
Advance orders the stand may disembark at any point
during the vehicle’s move.
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TERRAIN

Moving through different types of terrain affects an infantry
stand’s rate of movement and may give the stand a certain
amount of cover. Terrain falls into three categories -
difficult, dangerous and impassable - as defined in the
Infantry Terrain Effects Table. Soft cover and bard cover
affect an enemy’s chance to hit the stand in cover, giving
a -1 and -2 modifier to hit respectively (see the Ifnfaniry
Target Weapons Table). Different terrain effects are
described helow.

DIFFICULT TERRAIN

Difficult terrain is any terrain that will slow down
movement, such as woods, hedges and walls. An infantry
stand moving through difficult terrain moves at half its
normal rate.

Infantry stands equipped with Jump Packs may move over
difficult terrain with no movement penalty.

DANGEROUS TERRAIN

Moving over dangerous terrain, such as rivers and cliffs,
carries a certain risk for the stand. Movement is reduced
to half the normal distance and the stand must take a
dangerous lerrain test (DIT).

To take a DI'T, roll a D6; on a roll of 1 the stand has failed
the test and it must make a saving roll or be eliminated
(see Combat for details of saving rolls).

Infantry stands equipped with Jump Packs may move over
dangerous terrain at their normal movement rate. They do

not need to make a DTT provided that the stands do not
[finish their move in dangerous terrain.

IMPASSABLE TERRAIN
No infantry stand may pass through impassable terrain.

Stands with Jump Packs may move over impassable terrain
provided that they do not finish their move in the terrain.

INFANTRY TERRAIN
EFFECTS TABLE

Terrain Cover

Type

Walls Difficult* Hard

Dangerous None

None

Marshy Ground

Dangerous

* Walls more than lcm high count as impassable.

** Make a DTT for every 2cm of cliff that is climbed.




BUILDINGS

Infantry are capable of entering buildings and moving about
inside them. This is often a good tactic, as the building will
provide plenty of hard cover for anyone inside. On the other
hand, a lot of the weapons on the battlefield are quite
capable of destroying buildings, with suitably devastating
results to any stands in the building at the time.

When measuring movement to or from a building, measure
from the nearest edge of the building. It does not matter
if there aren’t any doors marked at the position on the
building model - infantry can enter or exit at any point of
the ground level. Similarly, infantry may fire from any side
of the building, regardless of the presence or absence of
windows on the model.

BUILDING FLOOR PLANS

These floor plans represent in an abstract way the interior
of the buildings from Adeptus Titanicus. For simplicity,
they are split into three levels: first (ground) level, second
level and third (uppermost) level.

“LEVE

Photocopy the plans, cut them out and keep them handy
when you play the game.

MOVING IN BUILDINGS

Whenever an infantry stand enters a building, place a set
of plans on the top of the building and transfer the stand
to the first level. The stand may not move any further that
turn. In subsequent turns the stand may move up or down
one level if it has Advance or Charge orders. Stands on the
first level may leave by being placed adjacent to any part
of the building, but may move no further that turn.

No more than two stands may occupy the same level of
a building. Stands of opposing sides may not occupy the
same level of a building.

COMMAND CONTROL IN BUILDINGS

Stands within the same building always count as being
within 6em of each other with regards to detachment
formations. A stand that is within 6cm of a building, or
is in another building that is within Gcm of a building,
counts as being within 6cm of any stands inside the
building.

SPACE MARINE - MOVEMENT PHASE

L

TITAN STOMP ATTACKS

Titans may make stomp attacks against any infantry stands
that they move over during the movement phase. Roll a
DG for each stand that is stomped; on a roll of 4 or more
the stand is destroyed.

Stands with First Fire orders may make snap fire attacks
before they get stomped, and such attacks will take place
inside the Titan's Void Shields.

VEHICLE OVERRUNS

Vehicles may overrun infantry stands in the open during
the movement phase. The stand being overrun may snap

fire at the vehicle if it has First Fire orders. If the vehicle

survives it may make an immediate close combat attack
and then carry on moving (see Close Combat).

A vehicle may only make one overrun per movement phase.
However, it may stop after the overrun and attack the stand
again in the close combat segment.

There is no equivalent to the repair phase for infantry as
stands are either unharmed or eliminated. Infantry stands
take no action during this phase and it may be ignored
unless there are Titans involved in the game.
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SPACE MARINE - COMBAT PHASE

ATTACKING WITH STANDS

An infantry stand receives one attack from its basic
weapons (not one attack per figure in the stand), and one
attack for each support weapon that it carries.

Infantry stands attacking other infantry stands use the
Infantry Target Weapons Table for rolls to hit. Infantry
attacking Titans or vehicles use the Weapons Table in
Adeptus Titanicus, with the appropriate hit modifiers.

A stand has 2 360° arc of fire for all of its weapons (in other
words it can fire its weapons in any direction).

ATTACKING INFANTRY STANDS

Attacks on infantry stands are handled in a different way
to those on vehicles or Titans. A roll to hit is made for each
weapon that attacks using the Infantry Target Weapons
Table (note that this table is used for all attacks against
infantry targets, including those made by Titans and
vehicles). If a hit is scored, the target must make a saving
roll. If the saving roil is failed the stand is destroyed and
removed from the table immediately, before the next attack
is resolved.

CHOOSING TARGETS

Fire against infantry stands must always be directed at the
closest target that can be attacked. If two or more targets
are at the same range, the attacker may choose which is
attacked.

Burst circles must be placed so that the closest target is
attacked, but otherwise can be placed freely so that as many
stands as possible are under the burst circle.

TO HIT

Measure the range to the target and refer to the {nfaniry
Target Weapons Table o find out if the attack is at shor¢
or long range. Then apply any modifiers for range and
cover to find out the number to be rolled on a DG to score
a hit. If a hit is scored, the target must make a saving roll
or be destroyed.

At long range you may have to rolla 7 to score a hit - which
is rather difficult on a six-sided dice. To roll a 7, you must
first roll a 6; if you do, roll the dice again, with a roll of
4 or more meaning that you have hit.

THE SAVING ROLL

To make a saving roll, the target must roll equal to or greater
than the number shown on its Data Card. If the roll is failed
the target is destroyed.

Some weapons modify the saving roll with a -1 or -2
penalty - this number should be deducted from the dice
roll before comparing the result with the Data Card.

VEHICLES

Infantry stands inside vehicles that are destroyed are
allowed a saving roll as usual. If the roll is failed, the
infantrymen have died inside the vehicle. If the saving roll
succeeds, the stand manages to bail out and should be
placed adjacent to the crippled vehicle - it can neither move
nor fire during this turn.
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MARINES

A Space Marine Devasator Stand attacks a
detachment of rebel Imperial Guard. First, the
Marines fire their small arms (bolters in this case).
The aitack must be directed at Imperial Guard
stand 1, as this is the closest targel. Therange is Ycm,
short range for bolters, and the stand is in the open,
so 4 or more s needed to score a bit (if the imperial
Guard detachment bad First Fire orders, thereby
counting as in soft cover, or Fall Back orders, a 5
or more would have been needed (o bit). A DG is
rolied, scoring 4, which is a bit. The Imperial Guard
stand bas a saving roll of 5+, but bolters have a
save modifier of -1, so a 6 will be needed to stop the
stand from being eliminated. Not surprisingly, the
stand fails to make its saving roll and is removed
Jfrom play.

The Marines next fire their beavy bolter (a suppor:
weapon) at Imperial Guard stand 2, which is now
the closest target - this stand 1s also destroyed. The
Martnes still bave their missile launcher to fire (their
other support weapon), and this can be fired al
either stand 3 or stand 4 as they are both at the same
range. The Marines decide to fire on stand 3 as it
is the Command Stand for the Imperial Guard
detachment.




The Warlord Class Battle Titan is
by far the most popular and
versatile class of Imperial Battle
Titan, and thousands of
Warlords saw action on both
sides during the wars of the
Horus Heresy.

This boxed set contains six
plastic clip-together Warlord
Class Battle Titans, complete
with enough interchangeable
weapons to produce a wide
range of variants.

AVAILABLE

SOON

SR N ining

MODELS SHOWN AT 75% ACTUAL SiZE.- MODELS REQUIRE ASSEMBLY AND ARE SUPPLIED
UNPAINTED. BANNERS NOT INCLUDED.
Capyright © 1989 Games Workshop Ltd. All rights reservad.

CITADEL’
MINTATURES



PACE MARINE - COMBAT PHASE

INFANTRY TARGET
WEAPONS TABLE

Range To Hit Roll  Saving Roll
Short Long Short Long Modifier

12cms 24cm

Heavy Bolter

ssile Launcher:
Frag Missile - 72m - 5+ 0
Plasma Missile =1 o 2CH S 5+ -1

Multi-Melta 12cm 24cm 4+ 5+ -1

TITAN ANTI-PERSONNEL WEAPONS

In addition to the heavy weapons they carry, all Imperial VERY HEAVY WEAPONS”

Titans (both loyalist and rebel) are armed with a beavy
boltermounted in the Titan’s head, designed for use against Macro-Cannon
attacking infantry.

This anti-personnel weapon has the same arc of fire as a
carapace-mounted weapon. It may shoot at any rarget .
within this arc, up to the heavy bolter’s range of 40cm. * Heauvy or very beavy weapons may not be fired by stands
The heavy bolter continues to function as long as the Titan with Charge orders.

is operational.

'% "";“v §
* This is because the stand is making the maximum use of

GRENADES available er.

MODIFIERS TO HIT

The use of grenades is taken into account in the close
combat rules below. They are not used as a separate weapon
during any other part of the combat pbase.

Note that attackers with First Fire orders do not receive a +1
hit modifier when attacking infantry stands.

Rebel Guardsmen shoot a Loyalist Marine
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BUILDINGS

Stands shooting from a building may attack in any direction.
Stands on the first level check their line of sight (LOS) from
any point on the bottom of the building, those on the
second level from any point in the middle of the building,
and those on the third level from any point on the top of
the building.

BUILDING

o

Stands outside a building may attack any stands on the first
level if they have a LOS to the bottom of the building; they
may attack stands on the second level if they have a LOS
to the middle of the building; and they may attack stands
on the third level if they have a LOS to the top of the
building.

Any stand that is in a building counts as being in hard cover
when it is attacked.

Stands may only attack enemy stands in the same building
as themselves by using close combat (see Close Combat).

SPACE MARINE - COMBAT PHASE
HIDING
At the start of the combat phase, a player may declare that
any stand in a building is hiding. Stands that hide may only
attack or be attacked by other stands in the same building,
by using close combat.

DAMAGING BUILDINGS

Weapons may be used to attack buildings in the same way
as they attack vehicles. A weapon may be used to either
attack a unit in a building or the building itself, not both.
All attacks against buildings receive a +1 modifier to hit.
Only critical damage will affect buildings. Once a building
has taken 3 critical hits it will become unsiable.

In the End Phase of each turn roll 1DG6 for each unstable
building, adding 1 to the score for each additional critical
hit over 3. On a roll of 6 or more the building will collapse,
and should be replaced with a ruin (see below). Keep track
of the number of critical hits against the building on a piece
of scrap paper. All units in a building that collapses are
destroyed.

RUINS

When 2 building collapses it does not, of course, vanish,
rather it has been reduced to a smoking pile of rubble.
Instead of removing a collapsed building it should be
replaced with a ruin. Vehicles may not enter a ruin, and
infantry move through a ruin at half their normal move
rate. Any infantry unit in a ruin counts as being in hard cover.

Ruins can be represented on the table in two ways. The
simple option is to replace the model with a pile of small
(washed!) stones that cover the same area that was occupied
by the building. The second option is to convert some of
your model buildings into ruins. This can be done quite
simply by cutting up a building with a kitchen knife and
then painting it with black acrylic paint which has been
mixed with an equal quantity of water.
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SPACE MARINE - CLOSE COMBAT

Stands may only enter close combat if they have Charge
orders. Stands enter close combat by moving into base-to-
base contact with one or more enemy stands in the
movement phase. Stands that have been engaged in close
combat may only disengage and move away from the enemy
stand if they have Fall Back orders.

Stands with First Fire or Advance orders are allowed to
fire on their attacker in the appropriate segement of the
combat phase, but suffer a -1 modifier to hit.

Close combats are resolved as a number of melees, each
of which is decided by a separate melee roli. A stand must
be in base-to-base contact with the opponent they are
meleeing. Two or more stands may gang up to attack one
enemy stand, as long as all enemy stands are attacked by
at least one stand. The First Player is allowed to decide
which stand will attack which enemy stand if there is any
dispute.

MULTIPLE COMBATS

A multiple combat occurs when two or more stands attack
one enemy stand. The player who has more stands in the
melee chooses one as the primary aitacker. Any other
stands involved in the melee are secondary attackers. A
single dice roll is made for all the attacking stands with
any modifiers based on the weapons and orders of the
primary attacker. Each secondary attacker adds +3 to
the roll. If the side with more stands loses the melee, only
the primary attacker has to make a saving roll.

IMPERIAL GUARD

8] [c] [D]
H H
P
HE H H

SPACE MARINES
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Three Space Marine stands with Cbarge orders move
as shown to attack a detachment of Imperial Gucard.
I the combal phase, Marine stand 1 fights Guard
stand A, Marine stand 2 fights Guard stand B, and
Marine stand 3 fights Guard stand D. Guard stand
C is in contact with Marine stands 2 and 3 and sa
must fight one of them; the Space Marine player is
the First Player for this turn, and decides that the
Guard stand will take part in the melee with Marine
stand 3. Three melees will be fought during the close
combat segmeni:

Marine 1 vs Guard A
Marine 2 vs Guard B
Marine 3 vs Guard C and Guard D

To resolve each melee, both players roll 2D6 and add their
stand’s melee factor plus any lactical factors from the
Infantry vs Infantry section of the Close Combat Table.
The player who scores highest wins the melee, and the
opposing stand must make a saving roll to avoid being
eliminated.

If the dice rolls before or after any modification are the
same, both players’ stands must make saving rolls.

MORALE TESTS
Any detachment that loses more melees than it wins during
a turn must take a rmorale test in the end phase of the turn.
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Returning to the previous example, we'll look ai the
melee between Marine siand 3 and Guard stands
C and D. The Guard player chooses stand C as bis
Primary attacker.

Guard stand C bas a melee factor of O so the only
modifier to the dice roll is +3 for one secondary
attacker. A toral of 9 is rolled on 2DG, for & final
maodified score of 12.

The Marine stand bas a melee factor of +2, with
+1 for the detachment’s Charge orders - also a total
modifier of + 3. Fortunately for the Marines, their
dice roll is 10, giving them a final scove of 13 and
winning the. melee.

Guard stand C must now make a saving roll.
Imperial Guard siands bave a saving roll of 5+,
but only a -4 is rolled and stand C is eliminated.
No saving rollis necessary for Imperial Guard stand
D, since it was only a secondary atlacker in this
melee.




The Tallarn Campaign. On Tallarn III, an advance force of Salamander Marines, escorted by a Reaver Class Battle
Titan from the Firebrands Order, encounters heavy raitor resistance in the ruins of the city of Rogsburg. A small
force of Word Bearer Traitor Marines have lured the Salamanders into a firefight while Word Bearer Land Raiders
and Firemaster Titans try to break through the Loyalist force.

Building conversions and Firemaster Titans by Sid. Firebrand Titan by Mike McVey.

The Battle of Nyrcon on Beta Garmon IT. Salamander Marines supported by Warp Runners Titans pin the defenders
“against the bromium refinery on the outskirts of the city. After a hard and desperate battle, the Traitor force, of
Emperor’s Children Marines with Death’s Heads Titans, was completely annihilated.

Titans by Phil Lewis and Lee Dudley, Troops and Vehicles by Darren Matthews

Troops and vehicles by Darren Matthews.

and Tony Cottrell, Buildings by Darren Matthews.



SPACE MARINE - CLOSE COMBAT
CLOSE COMBAT IN BUILDINGS

The only way stands inside the same building can attack
each other is by close combat. A stand can only attack
enemy stands on an adjacent level.

Work out the melee as normal, but deduct -2 from the dice
roll of the attacker (ie the stand that instigated the combat).
The loser of the melee must retreat one level away from
the winner; a stand on the first level may retreat outside
the building. If it is not possible for a stand to retrear, it
is eliminated.

If the attacking stands manage to clear alevel of defending
stands, they may advance into it after combat, outside the
normal turn sequence.

Up to two stands that are adjacent to the outside of the
building may attack any enemy stands that are on the
first level. A stand which is outside the building is not forced
to retreat if it loses a melee against an enemy stand on the
first level.

MARINES GUARD

__’ 1

I

__’2

i

Two Space Marine Assault Stands are attacking a

pair of Imperial Guard stands in a building.
Although the Guard bave First Fire orders, they may
not snap fire as the only way to attack a stand in
a building is by close combat. Note that the Guard
would have been allowed to snap fire if the Guard
stands were on the first level and the Marines were
attacking from ouiside the building.

The close combat is worked out as two melees: Stand

A vs Stand 1, and Stand B vs Stand 2. The Marine
stands have a dice roll modifier of + 3 (melee factor
+4, Charge orders +1, attacking a stand in a
building -2, for a total of +3), while the Guard
stands bave a modifier of 0 (melee factor 0 and rno
other modifiers).

MARINES GUARD

R S

RETREAT

Both Marine stands win their mmelees. Stand 1 makes
s saving roll but is forced to retreat to level 3. Stand
2 fails its saving roll and is eliminated. As level 2
of the building has now been cleared of enemy
stands, both Marine stands may advance after
combat, as shown in the diagram.
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SPACE MARINE - CLOSE COMBAT

VEHICLES IN MELEE

The following special rules apply to close combat between
infantry and vehicles.

" Vehicles must have Charge orders to enter close combat
with infantry, and the infantry must be in the open.

Infantry must have Charge orders to engage vehicles.
Infantry stands in buildings may move to engage vehicles
if they are on the first level; infantry stands on the second
level or higher may not melee with vehicles.

“The melee is resolved as for infantry vs infantry melees,
except that in addition to their melee factor, the infantry
add the factors from the Infantry vs Vebicle section of the
Close Combat Table to their dice roll, while the vehicle
uses the factors from the Vehicle vs Infantry section of the
Close Combat Table.

If the vehicle wins the melee, the infantry must make a
saquing roll to avoid being eliminated. If the infantry win
the melee the vehicle suffers an antomatic hit and must
make a critical hit roli based on the type of grenade carried
by the stand; the crétical bit roll is modified as normal for
the vehicle’s DR.

TITANS IN MELEE

CLOSE COMBAT TABLE

INFANTRY VS INFANTRY

INFANTRY VS VEHICLES

Infantry stand in soft cover
Charge orders.

Each squad over 1 involved in melee.

VEHICLES VS INFANTRY

Unless armed with heavy weapons, the only way that
infantry can hope to harma Titan is by managing to wedge
a bundle of grenades in its vulnerable leg joints. This is by
no means an easy task, especially against a Titan that can
move, and is made even more difficult by the fact that a
Titan can discharge very high voltage electrical shocks
through its legs at random intervals.

Roll 2 D6 for each stand of infantry that is in contact with

the enemy Titan. Add +2 to the roll if the Titan cannot
move for any reason. On aroll of 1-5, the infantry are shot,
stomped or electrocuted - the stand is destroyed and should
be removed from play. On a 6 or more, the infantry have
managed to wedge a bundle of grenades into the Titan’s
leg-joint, and a hit has been caused to the Titan’s legs. This
hit may cause critical damage, depending on the grenade
type - see the Grenade Critical Hit Rolls Table.

GRENADE CRITICAL HIT
ROLLS TABLE

Critical
Hit Roll

Type
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SPACE MARINE - MORALE

MORALE

In the end phase of the turn, any detachment that has had
one or more stands destroyed during that turn must take
a morale fest.

To take a morale test roll 2D6 and modify the score as
shown on the Morale Table. If a detachment contains stands
with differing morale levels, use the one that applies to
the majority of the stands involved. In the case of a tie use
the best morale level in the group.

MORALE TABLE

RESULT

Fall Back Pinned Pass

Stand Type

3 or less 4-5 6 or more

Irﬁj)eriai Guard

MODIFIERS

al

4-6 stands in detachment

* Ignore this penalty if the detachment is in hard cover.

MORALE TEST RESULTS

Fall Back: All stands in the detachment must be given
Fall Back orders in the next orders phase. Any stands
that are out of command are eliminated.

Pinned: All stands in the detachment must be given Fa/l
Back orders or No Ordersat all in the next order phase.
Note that stands with No Orders may not move, and they
fire in the advarnce segment of the combat phase.

Pass: The detachment may act as normal.
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SPACE MARINE ARMY LIST

Space Marine detachments consist of 4 types: Artack,
Assault, Destroyer or Reinforced. The number and type
of stands in each type of detachment are:

Detachment Number & Type Detachment
Type of Stands Battle Rating
Attack 2 Command Stands 440 points

2 Tactical Stands

2 Support Stands
Assault 2 Command Stands 350 points

4 Assault Stands
Destroyer 2 Command Stands 530 points

4 Devastator Stands
Reinforced 3 Command Stands 945 points

3 Tactical Stands
3 Support Stands
3 Devastator Stands

OPTIONAL UPGRADES

One Command Stand per detachment may be upgraded to
a Force Commander at a cost of 50 points.

Any number of Marine detachments may be equipped with
Jump Packs at double the normal Battle Rating for each
detachment. A stand equipped with a Jump Pack has a
Charge rate of 18cm.

IMPERIAL GUARD ARMY LIST

Imperial Guard detachments consist of 3 types: Standard,
Reinforced or Assault. The number and type of stands in
each type of detachment are:

Detachment Number & Type Detachment
Type of Stands Battle Rating
Standard 1 Command Stand 315 points

2 Tactical Stands

2 Support Stands

1 Devastator Stand
Assault 1 Command Stands 260 points

5 Assault Stands
Reinforced 2 Command Stands 630 points

4 'Tactical Stands
4 Support Stands
2 Devastator Stands

OPTIONAL UPGRADES
One Imperial Guard Command Stand (and only one) may
be upgraded to a Force Commander at a cost of 50 points.

All the stands in any number of Assault Detachments can
be equipped with Jump Packs at double the normal Battle
Rating for each detachment. A stand equipped with a Jump
Pack has a Charge rate of 18cm.

SCENARIOS

Infantry detachments may be used in any scenario where
the players decide to choose their own forces using the
points system. Players are allowed to pick any number and
type of detachments, as long as they have the battle points
to pay for them. Infantry are always bought by the
detachment, never as individual stands.

The stands should be represented by the counters provided.




SPACE MARINE - MARINE DATA CARDS

SPACE MARINE COMMAND STAND ‘*\
Yo %

BASIC SUrrFORT
WEAPONS WEAFONS
Bolter Flamer
MELEE GRENADES
FACTOR
+3 Crack
SAVING BATTLE
THROW RATING
1+ 75

r 2
SPACE MARINE DEVASTATOR STAND Q‘*"/ﬂ

e 2
——

<
e

L %

BASIC SUPFORT
WEAPONS WEAPONS
Heavy Bolter
Bolter Missile Launcher

MELEE GRENADIS
FACTOR

i) Crack
SAVING WATTLE
THROW RATING

95

4+

SPACE MARINE TACTICAL STAND

BASIC SurrORT
WEAPONS ‘WEAFPONS
Bolter | |[Mclta Gun
MELEE GRENADES
FACTOR
+2 Crack
SAVING BATTLE
THROW RATING
1+ 65

-"n“
bl

SPACE MARINE SUPPORT STAND

BASIC SUPPORT
‘WEAPONS WEAPONS

Bolter Missile Launcher

MELEE GRENADES
FACTOR
+2 Crack
SAVING BATTLE
THROW RATING

4+

BASIC surronY
WEAPONS WEAPONS
Bolt Pistol None
MELEE GRENADES
TACTOR
4 Melta
+ Bombs
SAVING BATTLE
THROW RATING
4+ 50

The Space Marine infantry counters on page 48 are divided into Imperial Marines
(blue counters marked with an eagle) and Traitor Marines (red counters marked
with a Horus-eye banner). Each counter is marked with the type of stand (eg
Command Stand, Tactical Stand etc) and a number - this number tells you which
stand is which during the game. There is anarrow on top of each counter pointing
in the direction the Marines are facing. Paste the page of counters onto a card
sheet and then cut them out ready for use.

We have also provided some black and white counters for you to make extra stands.
Photocopy these, paste them onto cardand then cut them out. The counters may
be coloured to match those on page 48. Space has been left blank for you to write
in the stands’ identification numbers.

‘g
DEVASTATOR
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SPACE MARINE - GUARD DATA CARDS

IMPERIAL GUARD COMMAND STAND

BASIC
‘WEAPONS

WEAPONS

L"E““ 2 Las-Cannons
MELEE GRENADES
FACTOR

+1 Frag
SAVING BATTLE
THROW RATING

110

IMPERIAL GUARD ASSAULT STAND

SUPPORT
WEAPONS WEAPONS

hspisto] Nonc

MELEE GRENADES
FACTOR
+2 Crack
SAVING BATTLE

RATING

BASIC
‘WEAPONS

Lasgun

SUPPORT
WEAPONS

Crenade Launcher

MELEE
FACTOR

GRENADES

Frag

BATTLE
RATING

25

BASIC
‘WEAPONS WEAPONS

La Las-Cannon
sgun Missile Launcher

MELEE GRENADES
FACTOR

0 Frag
SAVING BATTLE

RATING

R

)

5 5 éﬁ
co MAND

AL

ij:»c
ASSAULT

ﬁi A

E

7UPP0RT
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The Imperial Guard infantry counters on page 48 are divided into Imperial
Guardsmen (green counters marked with an eagle) and Rebel Guardsmen (ycllow
counters marked with a Horus-eye banner). Each counter is marked with the type
of stand (eg Command Stand, Tactical Stand etc) and a number - this number
tells you which stand is which during the game. There is an arrow on top of each
counter pointing in the direction the Guardsmen are facing Paste the page of
counters onto a card sheet and then cut them ourt ready for use.

‘W have also provided some black and white counters for you to make extra stands.
Photocopy these, paste them onto cardand then cut them out. The counters may
be coloured to match those on page 48. Space has been left blank for you to write
in the stands’ identification numbers.
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LAS-CANNON
WING

700214

SHOULDER A
700217

POWER FIST
700220

700222

VAMPIRE
SPIRIT WARRIOR
700202

ELDAR

Designed by Jes Goodwin

MULTI-LAUNCHER
WING

HEAD
700216

700216

SHOULDER B
700218

PULSE LASER
700221

700201

ELDAR TITAN KIT
CONTAINS:
1 Head, 1 Body, 1 Set of
Legs, 2 Feet, 2 Shoulder
Pads (1 of each type), 1
Las-cannon Wing, 1 Multi-
Launcher Wing and 2
Weapons (1 Power Fist &
1 Pulse Laser, or 2 Pulse
Lasers)

TR W

WAR-WALKER WAR CRY BANSHEE i
700204 DREADNOUGHT DREADOUGHT FIELD ARTILLERY
700205 700203 700206

LAND RAIDER
700208

IMPERIAL |

Designed by Bob Naismith,
Mark Copplestone
and Alan Perry

RHINO
700209

i A

CONTEMPTOR CONTEMPTOR FURIBUNDUS DEREDEQ
70021 WITH BANNER 700212 700213
700210

All figures shown actual size. Copyright © 1989 Gamas Workshop Ltd. All rights reserved.
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EPIC INFANTRY COUNTERS
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REGIONAL HEATS ® REGIONAL HEATS ® REGIONAL HEATS '

GOLDEN DEMON AWARDS

Enter your painted Citadel Miniatures at one of the following shops. All entries must be in by Thursday
26th January; judging will take place on Saturday 28th January.

GAMES DAY - GOLDEN DEMON AWARDS

Demonstration/participation games of BLOOD BOWL. DARK FUTURE,
WARHAMMER FANTASY BATTLE, WARHAMMER 40,000, ADEPTUS
TITANICUS, WARHAMMER FANTASY ROLEPLAY and much, much more!

The premier UK Gaming event has been completely restructured and features:

The GOLDEN DEMON AWARDS
The finals of the
NATIONAL BLOOD BOWL and
NATIONAL DARK FUTURE Leagues

The first inteational GOLDEN
DEMON Citadel Miniatures painting
championships,
with hundreds of superbly painted models
on display
Plus all the play-offs for the

OSPREY WORLD CHAMPIONSHIP
WARHAMMER FANTASY BATTLE

tournament

o194 @

THE HEATS

Enter one or all of these categories at this shop. Judging to be held on Saturday
28th January 1989 (entries to be handed in by Thursday 26th January). Three winners
will each be awarded 2 MASTER PAINTER T-SHIRT, 2 £10 GW VOUCHER anrd an
INVITATION TO THE FINAL COMPETITION, to be held in Derby in conjunction
with GAMESDAY ’89 in late May. There you will have the chance of winning a coveted
GOLDEN DEMON AWARD, and thousands of pounds worth of prizes.

THE CATEGORIES

MAX BASE SIZE

Length width Helght
1. SINGLE CHARACTER 27 2" 47
;;. SINGLE CONVERSION 3 3 ;,", Winners of the regional heats will
§. MOUNTED FIGURE 5 3 -y receive a MASTER PAINTER T-SHIRT,
e e A . ¥ | a $10 GW VOUCHER and an invitation
Z‘ ‘:&';X‘lf‘l}%in e '60,," ;",', z: to the GOLDEN DEMON AWARDS final,
9. BLOOD BOWL TEAM 100d oet jsoupd dlorig . to be held in conjunction with
e el i v i v+ | GAMES DAY ’89 at Derby, on May 27th.
All categories bar 7, 8, 9 & 10 can be fantasy or science fiction All models must be Citadel Mini
BRITAIN THE WORLD
- Details available from:
GAMES WORKSHOP SPECIALIST STOCKISTS OTHER STOCKISTS e i COMRRY
BECKENTIAM 292294 High St gOUERNEMOUTH  Wonderworld ~BROADSTAIRS The Games Den OmONOIRAY
BIRMINGHAM The Fallasades ¢ ppIFF Endless Games ~ CAMBRIDGE Bamesand Vil T (CHIADES m"g:?h_ FRANCE 2
BRISTOL 13 Broadweir  cypgTER Toppers of Chester ~ CARLISLE The Games Stofe  CrTADEL GMBH >
DERBY 42 Sadler Gate 1 CHESTER Games & Puzzles CHATHAM Medway Games Centre 2 Hamburg, W. GERMANY

GLASGOW 66 Queen St pARTINGTON Toral Fantasy ~CROYDON Bt e R i Teinin

GIONAL HEATS ® REGIONAIL HEATS ® REGIONAL HEATS ® REGIONAL HEATS ®

HAMMERSMITH 1 Dalling Road  ypgwiICH War and Peace DORCHESTER  Goulds of Dorchester
HARROW 296 sation R4 | BICESTER Another World  EDINBURGH Macs Models FANTASK  Copenhagen, DENMARK o ™
LEEDS 12/16 Gentral Rd. ESDEVIUM GAMES Aldershot ‘GAMES WORKSHOP CITADEL
LINCOLN Ashley Rhodes Laurel Center Mall, USA  AYINTATUIRES
LIVERPOOL 23 Bold St. EXETER The Games Cupboard ‘
NORTHAMPTON  A. Watts & Sons  prvepypy Letiure Garsed KOWA CORPORATION Tokyo, JAPAN
LONDON The Plaza, Oxford St o v o e NEOLUDIC LIEGE Brussels, BELGIUM
MANCHESTER Arndale Centre Computer Leisure Centre ~ GUOUCESTER T:h‘ Model Shop  pypy gas Milano, ITALY .
NEWCASTLE 63 Clayton St.  SQUTHSEA Southsca Models ~ GRAVESEND € Stamp CENie 7\ pGpy GAMES Siockholm, SWEDEN 1/
NOTTINGHAM 34a Frlar Lan¢  gWINDON spoton Models  GUILDFORD The Model Shop
READING 7 Cheapside  WOLVERHAMPTON  Role'n' Play MARROW The Model Shop
oo s e NN A\ ENTRIES MUST BE IN BY
LEAMINGTON $PA
St
SOUTHAMPTON o 23 Bast e ¥
XORR Coonianens LONDON Gamers in Exile

LONDON Orc’s Nest

M YOUR LOCAL SHO. J
PICK UP AN ENTRY FORM FRO. UR LOCAL SHOP TODAY! LONDON (OXFORD ST)

® SIVAH TVNOIDAY @ SIVAH TVNOIDINH @ SIVAH TVNOIDIH @ SLVAH TVN

il THURSDAY 26TH JANUARY

IVAH TVNOIDIY @ SIVAH TVNOIDIY @ SILVAH TVNOIOTA
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Not so much a Complete Encounter as a Complete Campaign Outline
for Warhammer Fantasy Roleplay

by Paul Murphy

IMTRODUCTION

of eighty-odd Orc and Goblin raiders, ready to

march en masse into your campaign area and
cause trouble. Why do you need this? Well, some player
characters are a little reluctant to go out into the Wild and
mix things up with the really-neat-monster-bad-guys
lurking around the edge of the world. It seems these PCs
would rather hangaround town, engaging in dull political
intrigue and the occasional dry-gulching or bushwacking
of an unarmed merchant, than go out and seek their fortune
in a dark, hideously dangerous den of ravening, blood-
crazed manflesh eaters. So here’s a bunch of ravening,
blood-crazed manflesh eaters who will happily go into town
after the PCs and dig them out.

M orglum’s Marauders are a cheerfully vicious band

The Marauders pose some interesting, unusual and serious
challenges for your players, not least of which is how to
stop an organised bunch of at least semi-intelligent monsters
from despoiling, pillaging, and eating everything you hold
near and dear when they outnumber you by at least a factor
of ten. Admittedly, four-score Orcs are going to be dead
meat if they tangle with the Middenheim Militia or a brigade
of the Emperor’s finest, but, since they specialise in
attacking Small Townes - guarded by your average weedy
Small Towne Militia - and being long gone before the cavalry
shows up, this isn’t a problem.

The challenge facing the PCs involves (a) delaying the
Marauders until help arrives, or (b) welding the hapless
farmers into a potent fighting force, in Seven Samurai style,
and beating the Marauders on the field of battle.

Oh, right. Or (c) maintain their self-respect after high-tailing
it to the hinterlands.

Morglum’s Marauders are the Old World equivalent of the
motorcycle gangs which, according to movie lore, terrorise
much of the United States’ West Coast. Ugly, foul-tempered,
and even worse-smelling, they represent the pinnacle of
Otrcish civilization.

Based in an Orcish mountain-range (located conveniently
near to your campaign area), from time to time the
Marauders sally forth from their hidden stronghold to
terrorise nearby Human villages. Though their exact
numbers vary from excursion to excursion, the Marauders
are composed of around eighty Orc foot soldiers, a dozen
Gobbo Wolfriders and twenty or so Snotlings slaves (and
emergency food supply).
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MORGLUM’S MARAUDERS - ORGANISATION

@B The Boyz discuss division of the spotis

ORGANISATION

The Marauders are organised into five units: four of 20 Orcs
and one of 12 Gobbo Wolfriders. Additionally, four or five
Orc teamsters manage the gangs’ three supply wagons and
the 27 Snotlings who pull them.

Top dog is Morglum Necksnapper, an iron-fisted Orc of
fearsome reputation. Beneath Morglum is Bulg, his
lieutenant, followed by the unit-leaders Gaglug Dogbreath,
Sogrodd Stunty-Flayer, Margrogg, Momma and Boggradd
Tusker.

Discipline is efficiently enforced, by Orcish standards -
everybody does what Morglum says or he kills them.

Da Boss

Morglum Necksnapper is a mercenary turned bandit. He
achieved his present position by the time-honoured
traditions of treachery and ferocity, and by defeating the
previous leader, Roglobb Gutripper, in single combat. That
he issued the challenge mere minutes after a Stunty stuck
Grunt in the stomach with a battle-axe only enhanced his
reputation for shrewdness.

In his youth, Morglum regularly fought against the Stunties,
and the Dwarfs’ superior unit cohesion and drill played
a significant part in successive Orcish defeats. He has tried
to impose the Stunties’ discipline on his band - though,
as that kind of organised activity is alien to Orcish
psychology, with only limited success. But he must be doing
something right; the band has been highly successful - and,
as he hasn’t yet been sliced open by a Stunty, no one has
seriously challenged his rule.

Da Vice-Boss

The second-in-command is the aptly named Bulg, a good-
natured (for an Orc, anyway), easy-going kind of Orc.
Intelligent and a fierce fighter, Bulg lacks ambition, and
is quite satisfied with his position. This distinctly un-Orcish
outlook makes Bulg an excellent lieutenant.

Oa StuntifoOOER

The rest of the gang are your average Orcs and Gobbos -
a funloving bunch of bloodthirsty killers out for a
good time.

The Marauders recruit in the same way as the old British
Navy (ie by impressment) so desertion is something of a
problem, but, as the Marauders’ disciplinary techniques are
much more entertaining than the British Navy’s ever were
(and that's saying a lot), most recruits don’t try to run away
more than once.

The Marauders are divided into five units, four infantry,
one cavalry, each with its own particular charm.

Gaglug Dogbreath and Co

These are, obviously, the cavalry. Consisting of 12 Gobbos
on Giant Wolves, their primary job is to make sure that the
Marauders aren’t surprised by an enemy force; on the
match, the cavalry roams far ahead, to the sides, and behind
the column looking for enemy activity. This means that
they often operate out of Morglum’s sight, so Da Boss
affords them a large degree of autonomy.

Gaglug, like many cavalry commanders, is a glory-seeker,
always on the lookout for a chance to do something
incredibly foolhardy and romantic. When encountering
enemy cavalry - even if heavily outnumbered - Gaglug is
likely to sound the charge and artack without hesitation.

It must be conceded that this is remarkably effective when
used against Human cavalry, often comprising of guys
perched on horses which tend to panic if confronted by
Wolves. Still, some day he’s going to pick a fight with
somebody on well-trained horses and get a nasty surprise.

In pitched battles, Morglum uses his cavalry as flankers.
They ride far around the battlefield and attempt to hit the
enemy from the rear, disrupting communications,
panicking the men, and, hopefully, killing or scattering
enemy commanders.

Another function of the cavalry is to round up deserters.
This doesn’t particularly endear the Wolfriders to the
troopers, who are more than alittle disgruntled to be herded
like sheep by stinking Gobbos. Needless to say, the
Wolfriders sleep with their mounts, ensuring that the Orcs
don’t express their annoyance in the typical fashion.

The Wolfriders’ banner displays a stylised wolf ripping the
throat out of a4 horse. Each unit member wears a horse’s
skull motif on a chain around his neck.

Sogrodd Stunty-Flayer’s Gang

These are the Marauders’ shock troops. Remarkably fearless
in battle, their motto is ‘“We never met a Stunty we didn’t
like... WITH SAUCE!”’ Usually anchoring the centre of the
line, the Stunty-Flayers deal more-damage (and take more
casualties) than any other unit.

In reward they receive first choice of treasure (after
Morglum and Bulg) and the best recruits. They also march
at the front of the column, where, as they proclaim,
““Everybody else can eat our muckin’ dust!”’

The Stunty-Flayers’ battle standard is a jet-black banner with
a red lightning bolt slashing across it. Unit members sport
similarly-shaped scars on each cheek (gained during the
gang’s strikingly disgusting initiation ceremonies).
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MORGLUM’S MARAUDERS - ORGANISATION

Margrogg’s Maggots

The Maggots are an unknown quantity: virtually the entire
unit is composed of new recruits. Though Margrogg, their
leader, is a seasoned veteran, he is an untried unit leader,
and Morglum is keeping a close cye on him. In battle, the
Maggots are stationed adjacent to Sogrodd Stunty-Flayer’s
gang, where it is hoped they will benefit by example.

Margrogg has not yet determined his unit’s battle standard.
Experiments with sticking large numbers of insect larvae
on a banner have thus far proven unsuccessful. Margrogg
keeps himself smeared with dung, assuring that he is always
surrounded by swarms of flies (the adult version of his
namesake); his unit has not yet picked up the habit.

Bogradd Tusker’s ’Ogg Boyz

Despite their uncomplimentary moniker, the *Ogg Boyz
are good, steady, uninspired fighters. They follow orders
well, and Morglum considers them trustworthy (as much
as ‘trust’ has any meaning to Orcs). Their reliability qualifies
them for important, but not necessarily glamorous jobs -
guarding treasure, holding a flank without direct
supervision, going off on their own to gather food, etc.

Boggradd’s Boyz have no war banner, but Plonki, their pig
mascot, accompanies them into battle (unlcss, of course,
she’s been eaten and they haven't had time to fetch a new
one). The unit members wear headdresses adorned with
the fingerbones of those they have defeated in battle.

Momma’s Boyz

Momma’s Boyz are without question the greediest and
laziest unit in the outfit. They are an undisciplined rabble,
even for Orcs. On the march, Morglum or Bulg has to ensure
that they keep pace with the rest of the gang. They’re
terrible defensive fighters who will break in the face of
determined assault.

However, tell them there’s loot, booze or food in town, and
all they have to do is take care of those 'orrible ‘'oomans
in the way, and they’ll charge ‘em like sharks in a feeding
frenzy.

As shooting at opponents from a safe distance places little
strain on either the negligible courage or the rapacity of
the Boyz, Morglum has given them the gang’s small supply
of bows and arrows.

Momma’s Boyz’ war banner shows a stylised sun in the
middle of which is a heart pierced by a sword. Each of the
Boyz festoons himself with as much cheap jewelry and
trinkets as he can carry; the more of this tawdry sparkling
stuff an Orc can display, the higher his status with the Boyz.
Theft of a unit members’ ornamentation is common, and
more than once an attack has slowed down or stalled
because the Boyz have stopped to fight over fallen
comrades’ jewellery.

Incidentally, Momma is a male Orc. He tends to react rather
violently to any comments about his name.

The Marauders in action
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MORGLUM’S MARAUDERS - STRATEGY AND TACTICS

STRATEGY aNO TACTICS

ARMY COhESIoN

Morglum’s objectives are straightforward: move in
unchallenged, despoil, pillage and burn, then get out before
any opposition develops. It follows that if his victims show
more spunk and determination than expected, Morglum
will back off and look for easier prey. Except...

See, Orcs have great contempt for leaders who run away
from danger, and this contempt is usually expressed by the
repeated application of pointed objects to the subject’s
torso. While Morglum is immune to that particular form
of contempt, by virtue of his ability to break any Orc who
tries it into tiny bits, he does have to sleep. Thus, he finds
it worthwhile to keep the respect of his subordinates.

So, unless the adversary is really badass, the Marauders will
attack. If they win, finc. If they lose, well, getting whipped
tends to take the edge off even the most ardent bloodlust,
and the Orcs can retreat without shame or dishonour.

In battle the Marauders evince all the finesse and style of
your average heavy metal rock group. Frontal assault is their
meat and drink; sissy manoeuvres, such as flanking attacks
are only to be used as a last resort.

unit cohesion

A single Orc, off by himself, is quite likely to decide that
perhaps this business of wandering around in far-off lands
populated by hostile Stunties, Humans and Elves is not such
a hot idea. He misscs his wifc and pups, he isn't getting
enough to eat, and his feet hurt. Such an Orc may just decide
to chuck it all in and head for home.

Morglum is quite aware of this unfortunate tendency among
his troopers. Thus, as a rule, his Orcs operate in units.
Occasionally, they may split down to units as small as
10-Orc teams, but only the best troopers (Wolfriders and
Stunty-Flayers), and only under special circumstances.

In game terms, this helps the GM who finds himself running
a skirmish between the PCs and large numbers of Orcs. A
unit member is forbidden to go beyond 12 yards (6”) from
the rest of the unit. Orcs beyond this range will not gain
any benefits from the unit leader’s Leadership rating; if
possible they will attempt to get back within this distance
4s soon as possible.

Morglum, Bulg and the Wolfriders may ignore the above.

Morglum likes to keep everybody in sight. Since he’s usually
operating deep in enemy territory, he recognises the danger
in splitting his forces up. It simply makes good tactical sense
to keep everybody in easy support distance of each other.
And it’s not unknown for entiré Orc units to leg it or attack
each other when left unsupervised.

Thus, an Orc unit will almost always be within 48 yards
(24") of another unit. Orc units outside this distance
without special orders will always attempt to get back
within range as soon as possible.

Morglum may order units to go outside this range for
specific purposes, eg ‘‘Stay ‘ere an’ guard dis bridge or I'll
bite yer brains out.” Discipline (ie fear of punishment) will
keep those Orcs on the job for around 2D6 hours; after
that time, however, there is a good chance that the unit
will begin to disintegrate in an amusing fashion.

When 2 unit has been on its own for 2D6 hours, make a
Leadership roll for the unit every two hours (based on the
unit leader’s Leadership rating). If successful, the unit
continues to follow Morglum’s orders. If it fails by less than
30%, 1D6 Orcs are inspired to do something other than
what they were ordered to. If it fails by 30% +, then 2D6
Ozcs slip off. See the Orcish Malingering Table for
entertaining examples of Orcish behavior.

Morgium and Bulg
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MORGLUM’S MARAUDERS - UNIT BEHAVIOUR

unit BENaVIOUR

‘T'his section provides you with a bunch of fairly silly charts
and tables you can use to determine how Morglum’s
Marauders react to circumstances. While these are not
exhaustive (or even necessarily sensible) they may give you
hints on how the Bad Guys do things.

Orcish Malingering Table

Roll a D100 on the following table whenever an
unsupervised bunch of Orcs fail their Leadership roll.

01-14 Horseplay: Several Orcs are engaged in a
fierce brawl, while others place bets on the
outcome. The fighters take D3-1 Wounds during
the conflict.

15-28 Roughhousing: Like Horseplay, except that the
Orcs use weapons. Fighters take D6 Wounds,
bystanders take D3.

29-43 Foraging: The Orcs go off and look for
something to eat. If guarding the supply train,
D6 Snotlings disappear mysteriously.

44-58 Pep Rally: Some Orcs hald a competition to see
who can come up with the best derogatory
terms for another unit. If the other unit comes
within hearing distance, sce Roughbousing,
above.

59-74 Furlough: The Orcs are off somewhere,
catching a Kip. They reappear whenever the GM
sees fit.

75-89 Bull Session: The frustrated Orcs plot to kill
Morglum and take over the Marauders. Note: they
never have the guts to carry it oul.

90-00 Sick Leave: The Orcs decide that they have
contracted some horrible sickness from
exposure to all that unhealthy fresh air and
sunshine. They go to Morglum and make
elaborate pleas to be allowed to go home and
die. Morglum listens sympathetically, knocks a
few heads together, and sends them back to
their unit.

| Leadership Roll

Initial Onslaught Table

Use this table when a unit of Orcs unexpectedly meet
a bunch of PCs.

Make a Leadership roll for the unit and apply the
modifiers listed below. Use the Leadership of the
highest-ranked leader on the spot.

Initial Response

Unit reacts like a well-oiled
machine, immediately doing
whatever is most appropriate.

Succeeds by 30% +

Unit mills around for D6
rounds; then does whatever is
most appropriate.

Succeeds by up to 30%

Unit mills around for D6
rounds; each round D3 Orcs
leave for Parts Unknown.

Fails by up to 30%

Fails by 30% + 2D6 Orcs run away. Remaining
Orcs do something wildly and
entertainingly inappropriate -
charge the enemy, impeach (ie
murder) the leader, etc.

Note: Unless the Marauders are defeated in the battle,
75% of the deserters will be recovered after the fight.

Discipline
When one or more Orcs have been found guilty of some
inappropriate bechaviour, pick one of the following
punishments:

Warning: Morglum boxes his ears, then sends him back
to his unit.

Stern Warning: Morglum clouts him on the head (D3
Wounds - Morglum may not just use his fist), then sends
him back to his unit. The Orc’s prestige goes up a lot in
his unit:

Demotion: Orcis demoted to honorary Snotling. Gets to
pull a cart, and will be eaten if the army runs out of food
before he is promoted back up to Orc.

Fines: Since most Orcs have no money, an Orc is fined a
body part: fingers and ears for light offences; arms, legs
or sensitive bits for serious offences.

Execcution: Typically in some incredibly disgusting
fashion. Have a look at the Spanish Inquisition, and the
Roman and Aztec Empires, for examples.

Just Following Orders Table
Roll on-the following table whenever Morglum gives
orders to a unit. Use Morglum’s Leadership score and
apply the Leadership modifiers listed below. (If the unit
is any distance from Morglum, Da Boss must either go
and give the orders himself, or send a messenger, both
of which take time.)

Leadership Roll Result

Succeeds by 30% + Unit immediately does just

what Morglum wants it to.

Succeeds by up to 30% Unit takes D6 rounds to get
sorted out, then does what
Morglum wants.

Fails by up to 30% Unirt either does nothing or
dithers for D6 rounds and then

does the wrong thing.

Fails by 30% + Unit either panics (2D6 Orcs
run away and the remainder
mill around chaotically);
Jrenzies (everybody rushes off
to find something to kill - even

another unit); or does whatever

the GM finds most
entertaining.
Leadership Modifiers
Morglum is accompanying unit............... +20
Bulg is accompanying unit. . ................. +10
Unit surprises PCs (or both are surprised). . . . . .. +10
Unit has defeated PCs previously............ .. +10
Unit is attacked in flank or rear. ............... -10
Unit has lost to PCs previously. . ............... -10
Unit is separated from rest of army. .. ... .. ... .. . -10
SRR




MORGLUM’S MARAUDERS - STAGING TIPS

StaGING TIPS

When designing adventures around the Marauders, it’s
important to remember that they outnumber and outgun
the average bunch of PCs significantly. The Wolfriders are
probably as fast or faster than the PCs, and although
Momma’s Boyz’ BS is not particularly high, if they all fire
off a volley of arrows at the PCs, somebody is probably
going to get well perforated. In hand-to-hand combat, a
unit of Orcs will, at the very least, challenge the PCs. Two
or more units will mop them up.

To make a scenario fair, the PCs must be able to attack
smaller groups of Orcs and use their mobility and tactical
superiority to the best advantage. Most importantly, they
have to have the option to run away when things begin to
get ugly - in other words, employ guerilla tactics.

Use Maps

To help them do this, you have to provide the players with
fairly detailed descriptions of the terrain area in which
encounters take place. If your scenario revolves around the
PCs trying to stop or delay the Orcs from getting from Point
A to Point B, you should draw up a fairly detailed map of
the area between the two points, so the PCs can pick spots
at which to set up ambushes.

The terrain must be complicated enough to support the
PCs’ actions. Flat, open plains, for example, will not provide
any chance of taking cover or gaining surprise. If the PCs
are spotted, it will be nigh impossible for them to lose their
pursuers. Guerilla tactics are only effective in mountains,
forests, or other places with plenty of annoying choke
points where the PCs can make stands: rivers behind which
they can snipe at the enemy without fear of retaliation, steep
gorges where they can drop boulders onto Orcs’ heads, etc.
The accompanying maps give you an idea of what we're
talking about.

Once you’'ve shown the players this map, they should use
it to plot their overall strategy. Of course, it isn’t detailed
enough for them to lay out their positions for each assault.
However, they could decide to lay an ambush at the only
ford on the big river, block the only pass through the
mounins, or hit the Orcs when they travel down the single
track that leads through the forest.

Notice the phrases ‘only ford’ and ‘only pass’. Here's a
sneaky trick to convince your players of your GMing
brilliance. If you design your map so that the choke points
and best defensive terrain on it are obvious, your players
will almost certainly choose to fight from them. Bearing
this in mind, you can make up smaller-scale tactical maps
of these areas ahead of the game. When the players say,
“Okay, we're setting up at the pass. What'’s it look like?”’
you can smile smugly and whip out your map. We've
provided a couple of stirring examples of such tactical maps
below - you can either use these as they are, or as a source
of ideas for your own maps.

Morglum Has No Idea What He’s Up Against!

It is important to remember that, at first anyway, Morglum
is going to be unsure of the nature of his opposition. If the
PCs attack from one of his flanks, he might reasonably fear
that this is nothing more than a diversion to cover a larger,
more dangerous assault from the other side. Until he is sure,
heis not going to order his entire cavalry resource to chase
after the enemy, nor is he going to leave his supply train
unsupported and send his entire force into unknown terrain
after an unknown number of PCs. Of course, if the PCs are
particularly successful and do too much damage, he may
lose his temper and do just that, giving clever PCs the
opportunity to bushwhack the supply train or lead their
pursuers into an even nastier ambush.

As GM, your challenge is to provide situations which allow
the PCs to pursue such options.
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MORGLUM’S MARAUDERS - ADVENTURE HOOKS

How To Teach Old Dogs New Tricks

Some players, used to the standard encounters which
take place in most roleplaying adventures, might be a
little slow to figure out the guerrilla methods necessary
to beat Morglum. In standard roleplaying adventures,
the Bad Guys come in smallish groups and are
conveniently separated from immediate tactical support,
either by distance or inclination (ie the Bad Guys are
so nasty that nobody else will come to their aid). Players
have come to expect this and are used to heroically
fighting the opposition in glorious, hand-to-hand, to-
the-death (usually the monsters’) combat.

Needless to say, such tactics are not appropriate in this
adventure. Unless they're truly omnipotent, PCs who
heroically plough into combat with Morglum’'s small
army, instead of picking them off in manageable
numbers, are not very likely to be around for Something
Rotten in Kislev. Some players may not realise this.
Others, while recognising the futility of frontal assault,
may simply not have any better ideas. Here’s some tips
to steer them in the right direction.

Orders: If the PCs are part of some military or para-
military organisation, you can take the role of their
superior officer and give them helpful orders like, *‘Use
hit and run tactics; attack isolated units at your discretion
but don’t engage the main force.”

By Example: As the PCs watch, another group of
doughty fighters heroically attack (and are eaten by) the
Orcs. Apart from satisfying the Orcs’ appetite, this
should give the PCs food for thought. If they need
further help, a battered survivor of the fight stumbles
into their midst, gives them sage words of advice, and
then (of course) drops dead at their feet.

The Old Campaigner: Two or three Orc scouts (well
in advance of the rest of the band) have captured a
wagonload of refugees. The PCs kill the Orcs and rescue
the villagers, one of whom is a crochety, toothless,
arthritic, old man, the scarred veteran of a thousand
campaigns, who gives them big helpings of his hard-
won wisdom.

The Last Resort: ““You really want to charge into
80-odd Orcs? Hmm. How interesting. Well, okay, but
first, everybody make Cool rolls...”’

adventure hooks

Sherman’s March

The Marauders have been spotted heading towards a more
or less unprotected town. The PCs, being unfortunate
enough to be in the area, volunteer (or are ordered) to delay
the column until the Empire’s troops can come to the
village’s defence. The village is entirely populated by pudgy
Halfling pacifist bakers who are not the slightest use in a4
fight, so the PCs are on their own.

The PCs now get their chance to dutifully chop down the
picturesque scenery and block the road. They can shoot
at the Orc leaders from heavy cover, make slashing assaults
against the column’s flank and rear, and generally keep very
fit. If they do well, the good guys show up in time to save
the village; if not, they show up after the village is sacked.

Red Dawn

The Marauders have marched in and taken over a small
isolated valley. They’re busy pillaging and making fun of
the poor, helpless villagers and farmers. The PCs get to tie
bandannas round their heads, oil up their muscles, and do
a Rambo number on the enemy - ie pick 'em off one by
one, make hit and run attacks against their supply train, etc.

Expccting little opposition, the Orcs have conveniently split
into units, each occupying a village or hamlet several hours’
distance from the others. The PCs mess up one or two of
these before the enemy figures out what’s going on. Then
the Orcs get together and fall back into defensive positions,
sending the Wolfriders out to track down and destroy their
attackers.

The PCs engage in several running battles with the
Wolfriders, eventually killing enough Gobbos to make them
very unhappy. Morglum gets fed up, burns a bunch of
villages, takes his laden treasure wagons and a bunch of
villagers/slaves/lunch, and heads back to the hills.

The PCs either attempt to harass the retreating column and
rescue the villagers, or they cravenly decide they've done
enough and go home.
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MORGLUM'S MARAUDERS - PROFILES

Morglum Necksnapper

M|WSIBS[S |T |W | I |A [Dex|Ld [Int|Cl [WP|Fel
4 165[55]15]5116[50]3 [50]70([55]65][50]20

Description: Morglum is short and powerfully built.
He sports an impressive array of facial scars (from his
mercenary days), wears a black breastplate and pot
helmet and carries a very evil-looking bartle-axe. He
shows off with a string of dried Stuntie ears worn as
a necklace,

Skills: Acute Hearing, Dodge Blow, Lightning
Reflexes®, Orientation, Ride, Specialist Weapon: Two-
Handed Weapons, Strike Mighty Blow, Strike to Injure,
Very Strong* (* already included in profile).

Possessions: Breastplate (2AP, body), helmet (1AP,
head), magic battle-axe (+ 2 damage: acquired it from
an almost dead Chaos Stunty).

Bulg

Gaglug Dogbreath, Sogrodd Stunty-
Flayer, Margrogg, Momma
and Boggradd Tusker

M|WSIBS|S |T|W)|I|A Dex|Ld |Int|Cl |WP|Fel
45(35]14 | 417 130]1]30]30/20/30]/30]20

BN

Description: They 're your standard motley lot. Gaglug
smiles and talks to himself all the time. Sogrodd is more
audible than noticeable, suffering from severe bowel
problems. Nobody’s too sure what Margrogg really looks
like underneath the layers of filth but they know when
he’s around alright. Boggradd is a true beacon: he has
an enormous nose and a voice that sounds like a
foghorn. Momma is hyperactive. They all dress in leather
jackets and hobnail boots.

SKkills: Flee!/, Ride, Strike Mighty Blow.

Possessions: Leather jacket (0/1AP - arms, body),
hobnail boots, sword, bow & arrows, shield (1AP, all),
several GCs worth of shiny trinkets.

M|WS/BS|S [T |W|[I|A Dex{Ld |Int|Cl [WP|Fel
41651551515 [16{50[3 [50]70[55]65]50]20

Description: Bulg is named after his appearance ana
doesn’t seem to mind. He’s easily identifiable by being
big and fat, with a leering Orc face tattooed across his
huge belly. If you get close enough, you notice the left
ear is missing. Bulg keeps things simple and carries a
notched sword and shield (which sports the same design
as the tattoo).

SKills: Consume Alcobol, Disarm, Ride, Strike Mighty
Blow, Strike to Injure,

Possessions: Sword, shield (1AP, all), dirty loincloth,
cask of grog strapped to back.

27 Snotlings: Beasts of Burden,
Ambulatory Larder

M|WSBS|S [T | W| I |A Dex|Id|Int|Cl WP|Fel

4 [20/20) 1] 1 ]3[3([1|15/15[15[15]15]15

Description: Little, ugly-looking critters.
Skills: Dodge Blow, Flee!

Possessions: None. No way.
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Sogrodd’s Gang: 20 Big 'Uns

M WSIBS|S |T|W | I |A Dex/Id|Int|Cl
4 145125(4 1417 12001 |30]35(20]30(30]20

i

Description: Especially mean and ugly-looking
footsoldiers. They don't feel pain like you and me.

Skills: Sirike Mighty Blow.

Possessions: Sword, shield, armour.

The Maggots: 20 Orcs

M|WS[BS|S | T | |W|I|A
25]3 | 4

Dex| Ld [Int | Cl
20 1 {30 [?"120]30([30]20

o
o
fa

|

AT

* They haven't been i action yet, so nobody's sure what
their Leadership is like - it's up to you (a cheap trick
to help you balance the scenario).

Description: Grunting, snivelling Orc foot soldiers.
Skills: Flee!.

Possessions: Sword, spear, shield, armour.

Boggradd’s Unit: 20 More Orcs

[ [ws|/BS[ S [T [W][1]A Dex|1d [Int] Cl |[WP|Fel
[4l40l2s[3 41712001 30130/[20/[30]30]20

Description: Grizzled veterans of a thousand
campaigns.

Skills: Sleep on the March.

Possessions: Sword, spear, helmet, shield.

Momma’s Boyz: 20 Arrer Boyz

M| WS/BS| S5 |T|W|I|A [Dex|1d |Int| Cl |WP|Fel
403513013 |4 [7120]1]25[30(20]30]30]20

Description: Shifty-looking Orcs festooned with cheap
jewelry and tawdry trinkets.
Skills: Fiee!, Pick Pockets.

Possessions: Swords, bows & arrows, 1GC worth of
trinkets each.

Gaglug’s Wulfboyz

M|WS|BS|[S | T |[W| I |A Dex Id|Int|Cl|WP|Fel

(4 [3002503 1317 1200 1 20 40]20]20]20]20

Description; Ti'piball_v malicious Goblin cavalry.
Skills: Flee/, Ride.

Possessions: Spear, bow & arrows, bits of fluff and old
meat, saddle-sores.

Great Wolves: Gobbo Riding Animals

M |WS|BS| S | T |W][1[A [Dex|1d [Int|Cl [WP|Fel
9ld0]0 3 3 5 30]t[=Jw0]15]5[15]—

Description: Big, ugly, mean-looking doggies.

Possessions: Bad temper, ravenous appetite.
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by JERVIS JOHNSON and GRAEME DAVIS

Humanity is not the only race to have developed Titans.
The Eldar Caurifelliann (‘giant, long-striding warriors’)
are different in many respects from the Titans used by the
Imperium and the Traitors of Horus, but have an identical
battlefield function, broadly similar armament and a similar
humanoid structure.

There are numerous reports of Eldar Titan forces being
involved in the wars of the Horus Heresy, normally arriving

unannounced to take the side of the Loyalists. It seems that
they fought against Chaos rather than for the Imperium,
since in the absence of Traitor forces they would quite
happily engage the Divisio Militaris in combat.

One of the most common classes of Eldar Titan has the
Imperial designation Phantom Class, a corruption of its
Eldar class name Finnaidann (‘swift warrior’). Common
Phantom Class variants include Spectre, Wraith and Shade.

A cluster of blue icons appeared on the holo. Blue for
unidentified. Brannon snapped the comm open.

““Praebete aures, Hornet Group, this is Leader. These could
be our Traitors. Odd numbers will proceed left around the
buildings. Even numbers will follow me to the crest of the
hill. Await my order to fire. Acknowledge.”

The white icons representing the rest of the Fire Wasps force
flashed gold once, and the formation split with parade-ground
precision.

Half of Hornet Group followed Brannon's Nemesis to the crest
of the hill, spread out in arrowhead formation.
‘*‘Moderati will prepare their weapons.”

‘‘Macro-cannon ready.’’

“Plasma gun ready.”

‘“‘Las-cannon ready.”

““Chain fist ready.”

“Iyanden is ready.”

Brannon punched the comm button angrily.

““Who said...?”” At that moment, his Nemesis crested the hill.
On the plain below, a force of Eldar was waiting. There were
three slim, deadly-looking Eldar Titans; dreadnoughts,
infinity-circuit robots and war walkers stood at their feet,
while a small group of jet bikes hovered by the shoulder of
the lead Titan. To the rear, Brannon could just make out a
detachment of mobile field artillery. Even as Brannon took
in the size of the Eldar force, the strangely-accented voice
sounded again.

“Iyanden is gladdened, friend Hornet.”” Something about
the languid tone irritated Brannon, and he tried to keep his
voice level as he replied.

*“This is Hornet Leader. What is your purpose here, Iyanden?”’

“Our purpose is not incompatible with your own, friend
Hornet. We, too, seek those whom you call Traitors.”

‘“This is Imperial business, Iyanden.” Brannon replied through
clenched teeth. ‘““We have not been informed of any treaty
of co-operation.”

““There is none.”’ Brannon was sure he heard a hint of
supercilious mockery in the Eldar’s tone. “‘Our business is
not with your Imperium, either as friends or as enemies.
We seek those whom we seek for reasons of our own.”

“‘Iyanden.” Brannon’s tone was stiff with formality and
irritation. “‘Be informed that this planet is within Imperial
jurisdiction, and that your presence here constitutes a
technical invasion. If necessary, we stand ready to...”

““To weaken both our forces? Such a thing would gladden
those you call Trattors, who, by the way, are approaching.
You will pardon us for the present, aithough we shall be
happy to continue this discussion in a short time.”

The Eldar force had already begun to move off, and the lead
Titan raised its power fist in a casual wave as itturned. Almost
at the same time, a thick spread of red Traitor icons appeared
at the edge of Brannon’s holo-display.

‘‘Hornet Group, this is Leader. Pugna incepia. All Titans will
move to engage the Traitors. Treat the Eldar as non-hostile,
but be on your guard. Those decadents are capable of
anything.”’

As he led Hornet Group toward the Traitors he recited the
Fire Wasps’ Litany of Combat silently, summoning his faith
in the Emperor to overcome his resentment of the Eldar’s
high-handed attitude and clear his mind for the coming battle.
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ELDAR TITANS

Most Eldar craft-worlds have their own Titan forces whose
crews work together with an Infinity Circuit.

The Infinity Circuit is used in many forms by the Eldar,
where other races would use computers and similar devices.
Each Infinity Circuit is imprinted with the character and
memories of a living Eldar through the process of ‘soul-
grafting’ (Failleanam). The Eldar’s body is left as amindless
husk, but his thoughts live on in the Infinity Circuit. Soul-
grafting is seen as the ultimate sacrifice that an Eldar can
make for his people, and the ancestors and relatives who
live on within Infinity Circuits are treated with great
respect. They are revered and marked by the title of Heisich-
Novasmair, which Imperial sources normally translate as
Lord-Pboenix.

The Infinity Circuit of an Eldar Titan is normally mounted
in the centre of the crew compartment, and takes the form
of a large and intricately faceted piece of carrecenad, the
‘soul-stone’ which forms the basis of Infinity Circuit
technology. Unlike their Human counterparts, the crew of
an Eldar Titan is not physically connected to the machine;
smaller chips of stone set in headbands allow the crew to
meld psychically with the Infinity Circuit and the highly-
sophisticated Mind Impulse Units it controls.

Frequently the crew are blood relatives, the descendants
of the Eldar whose consciousness is preserved in the
Infinity Circuit, and a craft-world’s Titan crews are drawn
from a limited number of ‘Titan Clans’ (Fir Caurifel) who
have served in this capacity for generations.

ELDAR - PHANTOM CLASS TITANS

Phantom Titan and Field Artillery

The relationship between the living crew and the Infinity
Circuit in an Eldar Titan is different from the relationship
berween the Princeps and Moderati of Imperial Titans; they
join with the Infinity Circuit to form a single composite
‘mind’ for the Titan, allowing it to handle multiple thoughts
and actions at the same time.

The links between the crew and the Infinity Circuit are
intimate and all-sharing; they know each other totally, and
are marked by their ability to finish each other’s sentences
and thoughts out loud. In any other Eldar, this would be
unthinkable presumption, but Titan crews are known for
the closeness they develop and the eccentricities that arise
from it.

THE PHANTONM CLASS
ELDAR TITAN
Phantom Class Eldar Titans use much of the technology

of the Eldar and, as might be expected, do not follow
Imperial design practices.

The Phantom Class does not use Void Shields. Instead, they
rely on a system of defensive screens, combining
Conversion Screens with Holo-fields similar to those used
by the Eldar Harlequins. These defensive measures make
Phantom Class Titans difficult to hit, rather than giving
them the means to soak up incoming fire; compared to
Imperial Titans, they are somewhat vulnerable to any
attacks that do strike home. When fighting Imperial Titans,
Phantoms tend to employ hit-and-run tactics, using their
speed and agility to work themselves into an opponent’s
blind spot where possible.
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ELDAR - PHANTOM CLASS TITANS

THE ORDER PHASE

THE CONMBAT PHASE

The superior design of Eldar Mind Impulse Units, coupled
with the composite mind formed by the crew and Infinity
Circuit, makes the Phantom Class a very flexible Titan, able
to react quickly to an opponent’s actions.

Because of this, when Phantom Class Eldar Titans fight non-
Eldar, the non-Eldar forces must choose and reveal their
orders before the Phantoms choose theirs.

The normal rules for orders are used if Phantom Class Eldar
Titans fight other Phantoms.

THE MOVENENT PHASE

Because they are designed with a fast, mobile tactical
approach in mind, Phantom Titans behave a little differently
to Imperial Titans during the zovement phase.

EXTREME MANOEUVRABILITY

Phantom Class Titans are extremely manoeuvrable. They
are allowed to make 45° turns during their move as listed
on the table below.

PHANTOM TITAN MANOEUVRABILITY TABLE
Orders 45° Turns/Move

Advance

EVADING

Because it is extremely manoeuvrable, 2 Phantom Class
Titan may be given Evade orders. This is handled in a
different way from the Imperial Warhound Class Titan,
because the Phantom has the added advantage of its
defensive screens. We have provided an Evade order
counter for you to photocopy and stick onto a spare counter
from your Adeptus Titanicus set.

A Titan which is evading is assumed to be moving flat out,
as if charging. It is twisting, ducking and zigzagging as it
goes, to avoid enemy fire, so it does not move as far as if
it were charging in a straight line.

A Titan may not be given Evade orders if:

- it is not extremely manoceuvrable;
- its legs are damaged;
- it may not move for any reason.

An evading Titan moves in the charge segment (segment
1) of the movement phase. It may move up to its advance
distance, but turns as if it had Charge orders. For example,
a Shade variant with Evade orders may move up to 10 cm
and make up to four 45° turns.

An evading Titan fires in the charge segment (segment 3)
of the combat phase. 1t suffers a -1 modifier to hit.

THE REPAIR PHASE

Co-ordinated by the shared consciousness of crew and
Infinity Circuit, Eldar repair systems are highly effective
in locating and repairing damage.

All repair rolls on an Eldar Titan receive a +1 modifier.
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MAXIMUM TO HIT

The Rule of One and Six from the basic game rules is not
used if Phantom Class Eldar Titans are being employed in
a game. Instead, the Maximum to Hit rule is used. No
matter what happens, a roll of 1 is @fways a miss. If you
require a score of 7 or more to hit, roll to hit as normal.
If you score a 6, roll again (this second roll is never modified
by anything), and consult the following chart:

Score Needed To Hit 7 8 19+
Roll required: 4+ 5+ 6

So, for example, if you need a score of 7 to hit, you need
to roll a 6 followed by a 4, 5 or 6.

DEFENSIVE SCREENS

Phantom Class Titans do not use Void Shields; instead, they
are equipped with defensive screens, which are a
combination of Conversion Screens and Holo-fields similar
to those used by the dreaded Eldar Harlequins. Where the
Titans of the Imperium depend on Void Shields to soak up
the energy of successful hits, the Phantom Class uses its
defensive screens to avoid being hit; when a successful hit
is scored, however, it is generally damaging.

When a Titan equipped with defensive screens moves, the
Holo-field refracts and dissipates reflected light, so that the
Titan seems to explode into a storm of tiny multicoloured
shards. The faster the Titan moves, the more scattered its
image becomes, and when it stops moving, the shards seem
to coalesce into a solid shape.

LY

Phantom Titan looming over Squals




ELDAR - PHANTOM CLASS TITANS

In addition to the normal modifiers to hit arising from the
firer's orders, units firing on an Eldar Titan which is
equipped with defensive screens suffer modifiers to hit
according to the Eldar Titan’s orders for the turn. These
are given on the Defensive Screen Modifiers table below.

The Phantom Titan model has a base with a numbered
wheel, like the Void Shield Wheel of Warlord and Reaver
Class Imperial Titans. The wheel on a Phantom’s base is
called the Defensive Modifier Wheel, and is used to keep
track of modifiers to hit arising from its orders. At the start
of the game, set the wheel at ‘0’. When the Phantom’s orders
are revealed, move the wheel up or down by the amount
indicated on the Modifier Increment column of the
Defensive Screen Modifiers table, to display the modifier
to hit for incoming fire that turn. Note that this modifier
may never be more than the Modifier Maximum given on
the table (-3 for Evade orders, -1 for First Fire and -2 for
all other orders), and may never be less than zero.

Defensive screens may not be damaged, only destroyed.
When a Phantom Class Eldar Titan’s defensive screens are
destroyed, turn the Defensive Modifier Wheel so that the
red dot is displayed. The Phantom no longer gains any
defensive modifiers, and its opponents’ rolls to hit are
modified only by cover and by their own orders.

DEFENSIVE SCREEN MODIFIERS

Orders Modifier Modifier
Increment Maximum

% f'ban!om Cli,

DAMAGE

When a Phantom Class Eldar Titan is hit by incoming fire,
roll for the level of damage as normal, but use the following
hit location and body damage tables:

EXAMPLE - DEFENSIVE SCREENS

It is the first turn of the game. A Warlord Titan is firing on a PHANTOM CLASS TITAN HIT LOCATION TABLE
Phantom Class Eldar Titan.

The Warlord reveals Advance orders, giving it no modifier to D6 Location

hit. The Phantom chooses Charge orders, so the player moves
its Defensive Modidifier Wheel to display the number 1. The
Warlord has a -1 modifier to hit (0 for its own orders, -1 for
the Phantom'’s orders).

In the next turn, the Warlord reveals First Fire orders, giving
it a +1 modifier to hit. The Phantom chooses Evade orders,
and moves its Defensive Modifier Wheel 2 places, to display
the number 3, indicating a -3 modifier to the Warlord’s roll

to hit. The Warlord has a total modifier to hit of 2 (+1 for its
First Fire orders, -3 for the Phantom's orders). PHANTOM CLASS TITAN BODY DAMAGE TABLE

Turn 3, and the Warlord decides to Advance, giving it no J

modifier to hit. The Phantom chooses Advarnce orders too. D6 Location Hit
Advance orders have a modifier maximum of 2, so the
Phantom’s Defensive Modifier Wheel is moved down to 2. Its
six turns allow it to weave into cover between some buildings
and turn to fire. Thus, the Warlord’s modifier to hit for this
turn is -3 (-1 for cover and -2 for the Phantom’s orders).

CLOSE COMBAT

WING-MOUNTED WEAPONS

Because of their agility and fast reactions, Phantom Class
The shoulder wings on Phantom ClassEldar Titansareused  Eldar Titans receive a +1 modifier to hit when attacking
as weapon mounts. Wing-mounted weapons have the same 2 non-Eldar Titan with close combat weapons.

arc of fire as carapace-mounted weapons on an Imperial

Titan When a Phantom Class Titan is engaged in close combat,

its defensive bonus becomes -1 for the duration of the close
If a hit strikes 2 wing which has already been destroyed, combat, and the Defensive Modifier Wheel should be
the hit is applied to the body instead. moved to display the number 1.
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ELDAR - PHANTOM CLASS TITANS

R Eidar Phaniom crippies Imperial Warlord

NEW EQUIPNMENT

PULSE LASER

The Pulse Laser, or Pulsar, is used almost exclusively by
Eldar Titans. It is only available to other races when it can
be salvaged from the battlefield.

The Pulse Laser is a Very Heavy Weapon. It fires a burst
of rapid laser pulses. Roll to hit once; a successful roll to
hit means that the target has been caught by a burst. Roll
4 D6 to see how many times the target has been hit. Separate
damage level and hit location rolls are made for each
damaging hit.

For example, 4 Pulse Laser hits an Imperial Titan with 3
Void Shields. The Eldar player rolls a D6 and gets a 5; the
Pulse Laser has caused 5 hits. The first three hits knock
down the Imperial Titan's Void Shields, while the remaining
two hits inflict damage on the target, which is resolved in
the normal way.

‘The Pulse Laser counts as 3 barzels, takes up 3 bard points
and costs 40 points.

Pulse Lasers may only be purchased for Eldar Titans.
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PULSE LASER VS VEHICLES
When firing on vehicles, Pulse Lasers offer two options:

- fire on a single vehicle, rolling once to hit and rolling
a D6 to determine how many shots from the volley hit
the vehicle;

- place the transparent 6cm burst circle where desired
within the weapon’s range and fire arc, and roll to hit
each vehicle covered by the burst circle. Each vehicle
may only be hit once.

PULSE LASER VS INFANTRY

When a Pulse Laser fires on an infantry target, place the
transparent burst circle where desired within the weapon's
range and fire arc, and roll to hit each infantry stand under
the burst circle. Each stand may be hit only once.

" PULSE LASER VS TITANS AND VEHICLES

Roll to Hit Critical Hit
Short long Roll

Range

Weapon Short Long

Burst circle is optional vs vebicle targets.

PULSE LASER VS INFANTRY

Range
Short Long

Roll to Hit Saving Roll
Short Long Modifier

Weapon




ELDAR - TITAN DATA CARDS

USING ELDAR TITANS

During the wars of the Horus Heresy, Eldar Titan forces
sometimes assisted Imperial Loyalists against the Traitors;
since their own race fell to Chaos from within, they will
ally themselves with Humans to prevent the spread of
Chaos. They will also fight Traitor Titans without assistance.

A force may be composed entirely of Eldar Titans, or may
be a mixed group of Imperial and Eldar Titans. Any of the
scenarios in the rulebook may be used with Eldar Titans
making up some or all of one side’s Battle Rating.

Eldar and Rebel Titans may not be part of the same force.

DESIGNING PHANTOIVI
CLASS TITANS

A Phantom Class Eldar Titan has four weapon mounts: Left
Arm, Right Arm, Left Wing and Right Wing. Each arm
weapon mount can hold four hard points of weapons; each
wing mount can hold two hard points of weapons.

Phantom Class Titans do not use Void Shields. They have
defensive screens at a cost of 20 points per Titan.

Use the Phantom Class Movement Rate Table to determine
the Titan’s Advance and Charge movement rates.

Phantom Class Titans have a points multiplier of 6.

ELDAR TITAN
T Tibar Trian ]

SHADE
VARIANT

PHANTOM
CLASS,

LEFT
WING
MULTI-
LAUNCHER
(2)

RIGHT
WING

LAS-
CANNON
(1)

RIGHT
ARM

POWER

BATTLE
RATING

T — —
REMARKS: EXTREMELY MANOEUVRABLE

PHANTOM CLASS MOVEMENT RATE TABLE

Charge Move
Rate

Advance Move
Rate

Number of
Barrels

Phantom Class Titans are Extremely Manoeuvrable.

SUPPORT MISSILES

Phantom Class Titans cannot carry Support Missiles.

DEVICES

Phantom Class Eldar Titans may use any device except
Cameleoline; the defensive screens negate the effect of
Cameleoline if it is fitted.

ANTI-PERSONNEL WEAPONS

Shuriken Cannon are the standard Anti-Personnel Weapons.
mounted on Eldar Titans. Phantom Class Titans carry one
head-mounted Shuriken Cannon.

Saving

Roll to hit _ Roll

Fange Long Modifier|

Short Long Short

Light Weapon

Shuriken Cannon are Light Weapons, and may only be used
to attack infantry units.

DATA CARDS

SPECTRE
VARIANT

LEFT
WING

MULTI-
LAUNCHER

(2)

BATTLE
RATING

960

7

REMARKS: EXTREMELY MANOEUVRABLE
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ELDAR - VEHICLES

ELDAR VEHICLES

Eldar Titans are supported by a range of vehicles and other
forces. Data Cards are provided for the most common of
these, and these special rules will allow you to include Eldar
support vehicles in Adeptus Titanicus games.

WALKERS

The Scurathainn walkers include machines which the
Imperium would classify separately: the larrascurath
(*Questing Warrior’) Dreadnought, the Tannascurath
(‘Spirit Warrior’) Infinity-Circuit Robot, and the
Offigascurath (‘Striding Warrior’) War Walker. Walkers of
all types are treated as Dreadnoughts for terrain effects and
close combat.

DREADNOUGHTS

Eldar Dreadnoughts take the battlefield in mixed
detachments of three machines, made up of two War-Cry
Class Assault Dreadnoughts and one Banshee Class Support
Dreadnought. Both Dreadnoughts are equipped with Jump
Packs (see below).

SPIRIT WARRIORS
The most common class of Spirit Warrior used with Titans
is the Vampire, which fights in detachments of three.

WAR WALKER

With the impressive firepower of its Scatter Laser, the Eldar
War Walker is an effective weapon against infantry and light
vehicles, and is widely used to support Titans.

JET BIKES

Eldar Jet Bikes fight in detachments of six machines. Jet
Bikes with Charge orders are assumed to be flying high
enough to ignore rough ground and minor obstacles, and
may move over difficult or dangerous terrain without
making a Difficult Terrain Test. Jet Bikes count as light
vebicles.

¥ s

Eldar Titan unit badges. Left: the Fir Lirithion (‘Hearts Armoured for Baule') of Iyanden craft
world - a red heart amid black thorns. Cenue: the Fir Farillecassion (*Watchers over Ancient
Wrongs'), of Biel‘Tann craft world - black with an orange iris in the eye and a yellow Infinity
Circuit icon. Right: the Fir Dinillainn ('Protectors of the Fallen') of Saim-Hann craft world -
red with a yellow flare and a black and white yin-yang symbol
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Eldar Titan weapon banners consist of three elements. At the top is the personal badge of the
crew, which usually contains elements of the unit badge. Next, a stylised form of the unit badge
irself is followed by the Phantom Class pictogram.

Left: Lord-Phoenix Fiallthandirel, Fir Lirithion, Iyanden craft world - black on a cream
background, with the heart filled in red. Centre: Lord-Phoenix Galitharion, Fir Farillecassion,
BielTann craft world - the personal symbol is black on an orange square. and the rest of the
banner is cream on a dack blue background, with the eyc on the unit badge filled in orange.
Right: Lord-Phoenix Breilassair, Fir Dinillain, Saim-Hann craft world - the personal symbol is
black on a red circle, and the rest of the banner is yellow on black.

These banners can be photocopied and coloured for use with your model Titans.

oW W

The icon for the Infinity Circuit is an important part of the heraldry of Eldar Titans, and appears
in many variations and stylised forms. Here are three examples - it is usually applied to the
‘forehead’ of a Titan in a pale colour such as white, cream or yellow.

&

Rebel Land Ratders attack Eldar Phantom
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MOBILE FIELD ARTILLERY

The mobile Las-Cannon is an effective support weapon
against vehicles and Titans, and is fielded in detachments
of three. An Eldar field artillery stand consists of one
artillery piece and two crewmen, mounted on a normal
infantry stand. Artillery stands cannot move and fire in the
same turn, but otherwise count as light vebicles.

LIGHT VEHICLES

Some Eldar vehicles are listed as fight vebicles. Their crews
are exposed to enemy fire, so that when a light vehicle is
attacked, the arracking player may choose whether to treat
it as a vehicle or as an infantry unit. If a light vehicle is
attacked as an infantry unit, it has a saving roil of 4+.

For example, an Eldar Jet Bike (a light vebicle) is within
18cm of a Marine Support stand. The Marines can attack
the Jet Bike with their bolters as if it were an infantry target,
or they may attack it with their missile launcher, treating
it as a vehicle target.

In close combat, light vehicles are always treated
as vehicles.




A erucial moment in the Battle of Balthor Sigma. Pussuing fleeing infantry, patt of the Eldar force from Lugannath craft world
_encounters a reserve force of three Titans from the rebel Tiger Eyes Order The Phantom Class Titan flies the cuacrussath banner,

presented by Grand Master Traves of the Loyalist Cockatrice Titan Order as a symbol of allegiance in this action. The blue and

gold of Lugannath’s Iolarion Titan Clan is echoed in the colours of the Dreadnoughts, which come from the related Fallidrion clan.

Titans and Dreadnoughts painted by Tony Cottrell,
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ELDAR - VEHICLES

EQUIPNVENT

ELDAR DETACHMENTS

DREADNOUGHT JUMP PACKS

Some Eldar Dreadnoughts are equipped with Jump Packs.
These allow the Dreadnought to move through difficuir
or dangerous terrain without making a Difficult Terrain
Test.

In addition, Dreadnoughts equipped with Jump Packs may
make a special Jump Move if they have a Charge order. A
Jump Move allows a Dreadnought to double its normal
Charge move rate, but it may only turn at the start of
its move.

LIGHT WEAPONS

Eldar forces employ two new light weapons: Shuriken
Catapults and Scatter Lasers. Both weapons may only be
used to attack infantry stands.

Common Eldar vehicle detachments are:

Saving
Range Roll to Hit Roll
Weapon Short Long Short Long Modifier|
Vehicle Mounted ;
Shuriken Catapult -  24cm - 6+ -1
Scatter Laser 20cm 60cm 3+ 4+ -1

Dreadnought Detachment
Battle Rating 195 poinis
2 x War-Cry Assault Dreadnoughts
1 x Banshee Support Dreadnought

Spirit Warrior Detachment
Battle Rating 165 points
3 x Vampire Spirit Warriors

War Walker Detachment
Battle Rating 195 poinis
3 x War Walkers

Jet Bike Detachment
Battie Rating 210 points
6 x Eldar Jet Bikes

Field Artillery Detachment
Battle Rating 120 poinis
3 x Eldar Field Artillery

You may field mixed detachments of Dreadnoughts, Spirit
Warriors and War Walkers if you wish. A detachment must
consist of between 3 and 10 machines. The Battle Rating
of a mixed detachment is calculated by adding up the
individual Battle Ratings of the machines which make it up.

In the head of the Phantom, three Eldar reclined on
ornate couches, loose-limbed and empty-eyed,
twitching occasionally against their straps as their
minds moved the great war machine. Each wore a metal
headband set with a luminous red stone, shot through
with a shifting filigree of black. At the centre of the
triangle formed by the three couches, a larger piece
of the same stone was set into the cabin floor.

A slight smile appeared simultaneously on three vacant
faces as the renegade Humans came into view. It was
a huge force. Crowds of infantry scurried like insects
by the feet of the lumbering, unlovely Human Titans.
The Eye of Horus glared from a dozen banners,
proclaiming their allegiance to Chaos.

The first Phantom was already dodging as a battery
of weapons came to bear from the Traitors. A hail of
plasma and laser fire cut through the whirling,
multicoloured shards of disrupted light where the
Phantom had been, just as its pulse laser spat a volley
of multi-coloured laser bolts. The flare of void shields
was followed by an explosion as a Traitor Titan lost
a power fist. A second volley of shots smashed into
a building as the Phantom ducked behind it.

Another Traitor Titan met its doom as the searing volley
of a pulse laser cutits legs from under it, but the second
Phantom had stayed still a fraction too long. As its
shape coalesced out of the whirling holo-field
distortion, a macro-cannon spoke, and the pulse laser
was snapped in two like a twig in a hurricane.

The third Phantom was no more than a blur. Its Holo-
field defences scattered its image over a wide area as
it strode flat out, trying to outflank the Traitor force.
A trail of fire followed its disrupted form, but the
Traitors could not find their target.

The jet bikes screamed down on the Traitor infantry
as the dreadnoughts and artillery opened fire on the
foremost of the Traitor Titans. A pair of plasma cannon
vanished in a boiling cloud of vapour, and its legs
ground to a sparking, sputtering halt.

The Fire Wasps arrived just in time to see a damaged
Eldar Phantom charging a ‘Traitor Nemesis. The severed
stump of its pulse laser blocked a scything chain-fist
as plasma vaporised one of its wings, then its power
fist siezed the Nemesis by the barrel of its las-cannon,
the Phantom locked one leg behind the Nemesis’ knee-
joint, and the Traitor Titan toppled and fell.

On the Traitors’ far flank, a pulse laser volley crashed
into the blind side of another Titan, fracturing the
reactor vessel at its heart. Plasma boiled skywards, and
another Traitor Titan staggered crazily out of the
explosion, struck a building and fell.

The Imperial Titans of Hornet Group fell on the
Traitors’ near flank like a thunderbolt, laying down
a holocaust of plasma and laser fire as they advanced.

With the Traitors already weakened by the Eldaz, the
battle was brief.
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ASSAULT
DREADNOUGHT

WAR CRY DREADNOUGHT WAR WALKER

WEAPONS WEAPONS

DAMAGE 1% DAMAGE , 1x
RATING 4 SHURIKEN | RATING SCATTER
CATAPULT ¢ LASER
(right arm) [ (right arm) :
1 x LAS- o LAK
CANNON CANNON

(left arm)

(left arm)

SUPPORT
DREADNOUGHT BANSHEE

prian
!

R
= WEAPONS || WEAPONS
DAMAGE 3 1x i : 1x |
RATING § FLAMER SHURIKEN
(right arm) ) CATAPULT [
(fixed mount
1x 3 S -front)
FLAMER ] .
(left arm)

£11 x MISSILE
LAUNCHER
(left arm)

LIGHT B FIELD
VEHICLE RTILLERY

VAMPIRE
SPIRIT- WARRIOR
ARMOUR

RATING

WEAPONS WEAPONS

DAMAGE

DAMAGE : 15 1x
RATING PLASMA RATING LAS-
GUN CANNON
(right arm) (swivel
mount-

front)

1x
SHURIKEN
CATAPULT

g1 (left arm)

. CANNOT FIRE AND MOVE
REMARKS: E TUR

EVADE ORDER COUNTERS
These counters should be used whenever a Phantom Class Eldar Titan is given Evade orders.

Photocopy the counters (or cut them out) and glue them onto card or onto spare order counters
from Adeptus Titanicus.

NN D DD DN DD
EVADE | EVADE | EVADE | EVADE | EVADE VADE | EVADE | EVADE | EVADE | EVADE | EVADE

NRANEANSEANSEANSE N e N N/ N/ N’
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PAPERBACK SHOP
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MEGA OPENING DAY i3

4th FEBRUARY 1989

FEATURING THE GOLDEN DEMON JUDGING - SPECIALLY EXTENDED DATE!

COMPETITIONS PARTICIPATION GAMES SPECIAL OFFERS

...BUT NO ONE TO PLAY? | |
JOIN

GAMES LINK

THE GAMERS DIRECTORY |
Our National Games Database guarantees to find 'kk'

Players and GMs for the Games YOU play.
... or we’ll send your money back.

'S

6 EARLHAM STREET;
: =, CAMBRIDGE CiRcus,

All Role Playing Games covered.
Quarterly Report of Gamers in YOUR area

Annual Subscription Send for
£6.50 application to:

20% DISCOUNT Games Enterprise,
Join before 31st January 6 Eweford Farm
1989, and pay only Cottage, Dunbar,

£475  mhome




A NEWSFIELD PUBLICATION

"FANTASY, HORROR AND SCIENCE FICTION

| ~ Five Staggering Issues of FEAR,
# the world's foremost bi-monthly periodical genre magazine

Issue One:
International Splatter Punks Skipp & Spector Scream! e Director John Carpenter has seen
@ them, and THEY LIVE! e Exclusive interviews with: Peter Straub, Neil Jordan, Ramsey
] Campbell & Stephen Gallagher e Plus three great short stories from Shaun Hutson,
[ Ramsey Campbell and Nicholas Royle

: Issue Two:
| James Herbert is haunted by success! e Exclusive interviews with Dean R. Koontz, Clive
@  Barker, Christopher Fowler, Shaun Hutson & Sheri Tepper e Features on Stephen King's
(i Dark Tower and Zombies in the movies e Original fiction from: Brian Lumley, Kim
Newman & Stephen Laws

Issue Three:
@ Ilellraiser II: Hellbound revealed — the inside story! e Exclusive interviews with: Robert
B R. McCammon, David Gemmell, Alan Moore, Guy N. Smith, Guy Magar, Brian Lumley &
Clive Barker e Fiction from: Pete (Hellbound) Atkins, Ian Watson & Don Webb

Issue Four:
World Exclusive! Ray Bradbury (part one) reveals his innermost secrets o Interviews with:
Raymond E. Feist, David Cronenberg, Wes Craven & David Lloyd e Features on: Richard
8 Christian Matheson, David J. Schow, Chet Williamson & director Chuck Russell plus Jack
# theRipper filmography (part one) e Fiction by: John Brunner, Nicholas Royle & Simon
|| Clark

HAVE YOU MISSED OUT ON FEAR?
Back numbers are available from the FEAR Dungeon at £2.50 including postage and
packing. Send a cheque or postal order payable to NEWSFIELD LIMITED to:
FEAR Back Issues, PO Box 20, Ludlow, Shropshire Sy8 1DB
Or check out your newsagent for Issue Four, out now!
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QUICK METHODS FOR PAINTING IMPERIAL GUARD
SQUADS FOR WARHAMMER 40,000 BATTLES

: i it 0 :
Sergeant, Medic, Commissar, Captain, Orderly with ba

~ i 4 R Sl e G e & -
Reverse details of Guardsmen and Commissar, showing Death Blade gang insignia and the Commissar skull motifs




This article tells you how to paint your Imperial
Guard models quickly and effectively, ready for
Warhammer 40,000 battles. Most of the models on
these pages have been painted using fast techniques
that give a good overall appearance to a squad.

Once you've bought a couple of boxes of Imperial Guard,
you’'ll want to begin fighting battles with them as soon as
possible. That means you'’ll want to get painted models on
the tabletop without spending hours on all those fiddly
little details that win Golden Demon Awards. For models
that are part of an army, there’s nothing wrong with simple
techniques that give a good battlefield appearance, but ,
which allow the speedy painting of whole squads. This sardsmen showing kil markings on their weapons
’Eavy Metal shows you just how good squads of the — g

Imperial Guard can look with a quick paint job.

I have chosen to paint members of the 9th Necromunda,
the regiment shown on the cover of the Imperial Guard
box and in last month’s White Dwarf. The box cover is
an excellent source of painting ideas, but you may, of course,
choose a different regiment, with its own heraldry and
symbols. The two squads I have painted are a Command
Section and a Support Squad of F Company of the 9th
Necromunda. The units I have chosen are members of the
Death Blades, a gang recruited in its entirety from the
Necromunda Hive World.

-,
uflage pattern uniform and kill-banner on lasgun

i 3 -‘ 16 i
buckle and sbowlder flash

mperial Guardsmen: facial lattoos, belmel markings, b

It’s also possible to produce excellent detailed paint jobs on Imperial Guard models, as
shown by the four photographs below. Unlike the other Guardsmen on this page, these
models have been carefully painted as individuals for display_ =, as well as gaming.

Imperial Guard Beastmen: officer and member of Attack Squad

1z

20 L o
Ogryn with ripper gun and devotional back banner

Ribard Kenick's wounded Grdsmen

Figuras painted by Darren Matthaws, Mike McVey, Sid and John Blanche




W EAVYMETAL

QUICK METHODS FOR PAINTING
IMPERIAL GUARD SQUADS FOR
WH40K BATTLES

The fine detail of the Guardsmen’s badges and symbols
gives the serious miniature painter a challenging job,
especially considering the non-regulation colour schemes
used by so many of the Imperial Guard troops. The Imperial
Guard gives a marvellous opportunity to create excellent
painted miniatures, particularly with customized back
patches and camouflage schemes. Gang and tribal symbols
give you great scope for your imagination, working from
a starting point in the traditional basic imagery of the 41st
Millennium - flaming skulls, tiger heads, crossed swords,
bats, rats, scorpions, eagles and so forth.

However, painting such finely detailed imagery is quite
time-consuming. In this article, I’'m looking at ways of
painting large numbers of miniatures quickly so that you
can get down to gaming with them as soon as possible. This
also helps those of you who are new to painting miniatures
and currently find state of the art paint jobs beyond your
abilities.

The basic colours, washes and drybrushing are applied in
the usual way as described many times in previous "Eavy
Metalis. Both the picture on the box cover and the uniform
guide in last month’s issue of White Dwarf are good
reference sources for painting Imperial Guard miniatures.
There are various methods I employ when adding detail
to models that make life a little easier, and painting faster.
Although an individual miniature painted in this way is not
going to win a Golden Demon Award, the overall effect
of a whole squad painted with similar patterns and
colouring is aesthetically very pleasing.

The numbers below refer to the photographs on pages 74
and 75. Note that some of the numbered models appear
in one of the two main photographs, not as separate
photographs.

Command Section and Tactical Squad: The main
photographs show how a good overall effect is achieved
when the miniatures are seen as a squad. Note the similar
positions of the models’ arms and legs, adding to the unified
effect. By adopting this common style of positioning, you
can imply an overall direction of movement. Arms and legs
placed in a multitude of positions would spoil the
impression. Painting all the models as a group rather than
one at a time also makes it easier to achieve this unit effect.

1 - Commissar: The basic black paint job offset by red
and yellow creates a very suitable militaristiclook. To keep
the brilliance of the red for the collar, cuff, patch and
epaulettes, these areas were first painted white to cover any
overlapping of black. Yellow piping was added to the cuff,
collar and coat, carefully following the edges of the model.

2 - Captain: This particular officer and others of the
Command Section have chosen not to wear the official grey
of the Guard, and have replaced their regulation actire with
much smarter white uniforms. An efficient way to paint
their trousers and gloves is to simply apply a warm brown
wash (using 2 brown and yellow mix) to the undercoated
model, and then, once dry, to drybrush with white. A
brown ink wash can be used on the boots and legs of all
of these models to create a weathered look. Breastplates
of the Command Section models can be treated in a similar
fashion with a wash using a brown and red mix over a base
colour of gold. This picks out the embossed details which
can be further highlighted by a light drybrushing of silver.

3 & 4 - Sergeant and Medic: These models were treated
in the same way as the Captain and Commissar. The Medic’s
shoulder markings were changed to red so that his shoulder
pads could remain white and add to his appearance as a
Medic.

5 - Orderly with 1st Platoon banner: The banner has
been painted on plain white paper and then cut and glued
after the painting was complete. The base colour of yellow
was applied first, and when dry the red and blue diagonal
cross pattern was painted. A white circle was added in the
centre of the flag, which was allowed to dry and then
painted on again to get a good opaque colour. A similar
process was used for the large green wreath; painting a base
version, allowing it to dry and then repeating the job. A
technical pen was used for the leaf outlines. Finally, the
detailed face, wings, honour wreaths, numbers and edging
were painted, with pen outlining where necessary. If you
want, you can use a very fine brush to achieve a better effect
when outlining, particularly on the scrolls and wreaths.

1 made no attempt to render legible lettering on the banner,
as for gaming purposes the overall effect is perfectly
adequate. If I were to attempt a complete artistic rendering
of this banner I would have tackled it in the same order
but with foil instead of paper, and inks for shading the base
colours. Each letter would have been carefully and
individually painted so that the words were legible. To make
all this easier and to make the result more imposing, I would
probably have used a larger flag by removing the banner
pole and replacing it with wire. Although the finished effect
would have been better, I would have had to spend a great
deal of time on it.

The Orderly’s red helmet crest was painted using a base
of Hobgoblin Orange, with a wash of red ink applied for
shading. Pink drybrushing (made from a mix of red and
white) was used for the highlights. The final result isa red
plume. If I had painted the crest with a base red to start
with, the overall efect would have been much duiler. This
also applies to the red used on the officers and Commissar
models. I wanted the red to be very martial and to stand
out against the much drabber Guardsmen - the red ink
shading on the orange base gives me the brilliance I desired.

6 - Guardsmen: The two Guardsmen models in the
Command Section show the tribal deathblade symbol on
their leather cut-offs. A very simplified skull and scroll
shape was used here, and again no attempt was made to
paint the badge detail, with only the basic shapes and
squiggled black lines for the words.

You can, of course, paint this or any other chosen symbol
with greater care if you wish.
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7 & 8 - Details of the Commissar: Skull motifs are
popular amongst Commissars, in particular with those
coming from Death Blade gangs, and they are used
extensively on this model. An easy method of painting a
skull is to use a small brush and to dab a circular shape for
the skull top, with a smaller drawn-out shape at the bottom
of the circle for the upper jaw area. The eyes can then be
dotted in with black.

The Death Blades’ arm patch is also clearly visible here.
All the Death Blade members wear this patch; not displaying
the insignia would be a dishonour to the gang and the
member would have to flee - if he wasn’t shot first. Again,
awhite undercoat is painted on the arm in a small circular
shape. When dry, Citadel Red is added and allowed to dry.
The scroll shape is then painted on as described above.

9 - Heavy Weapons Trooper: The Guardsmen'’s helmets
are painted with Gun Metal. A very fine drybrushed edge
to the peak makes the front of the helmet stand out against
the Guardsman's shades and is a subtle but useful touch.
Also note the kill stripes on the barrel of the trooper’s las-
cannon. T

10 - Helmet, Chest and Kill Markings: To make these
markings stand out, they are best lined with black. This
can be a bit tricky because of the curve of the helmet and
wobbles may tend to creep in. Don’t worry, though: just
straighten the line out by thickening it, and then thinning
it back down to the correct thickness with the original
helmet colour.

All chest plates can be painted yellow, with any red
markings added afterwards. When thoroughly dry,
numbers can be added with either a brush or a technical
pen.

Kill markings on gun barrels can be either white stripes,
or black stripes on a white background - remember,
however, that it can be difficult to work on curves.

11 - Camouflage Striping: Once more, 2 reverse technique
is used. Instead of painting a black stripe and outlining it
with white, it is much easier and quicker to paint a white
stripe and, when dry, add the black stripe in the middle
of the white area.

W EAVYMETAL

12 - Kill Banner: This is made from paper and then glued
onto the gun barrel. The banner is simply painted red with
white dots depicting small skulls (the kill markings) -
remember that it is easier to paint the banner before sticking
it onto the gun.

13 - Facial Tattoos: A variety of tribal markings can be
chosen to suit the gang or tribe from which your
Guardsmen are drawn. Members of the company 1 have
chosen to paint come from the Death Blades gang and all
have two chevron-shaped blue facial tattoos:

These facial tattoos are probably best painted with Citadel
Colour rather than ink, as ink tends to run too much. Larger
blocks of colour are more effective than the sort of tattoo
you would find in real life - a spider’s web might look good
on a real person, but imagine trying to paint such a tattoo
on ten or more models! Painting half the face red and half
white, or adding a black band across the upper lip are
alternative types of facial decoration suitable for models.

14 - Helmet and Face Detail: Helmet markings and facial
tattoos are described above (see 13 and 16).

15 - Belt Buckle: This has been painted white for
maximum visibility, with the wing and head shapes painted
in black on top of a white triangle, as described for the
shoulder flash (see 22).

Ad K4

16 - Shoulder Flash: The shoulder marking is a letter ‘F’
for F Company with a stylised Imperial Eagle motif. This
is best done by first painting on the ‘F’ and then painting
atriangle on either side. When this is dry, paintin the black
lines on the triangles that mark the wing shape.

o [ o

Bases are first painted green and then covered with fine
sand sprinkled onto glue, which is finally drybrushed
lightly with Spear Staff Yellow.

So there we are - some quick and simple solutions to
painting whole units of Imperial Guard models, allowing
you to easily build up a large force of painted Guardsmen
ready for the wargames table.

The other four miniatures shown here are also part of the
Imperial Guard. These models, however, have been painted
carefully with all the details added, showing what can be
achieved with a little more time. These miniatures could
certainly be found as part of an army, but they are also
suitable for display as examples of fine miniature painting.
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17 & 18 - Beastmen: Excellent paint jobs on Imperial
Guard Beastman Officer and Attack Squad Beastmen
models by Darren Matthews. The techniques described
above were used for these models, but were painted very
carefully. Note especially the skin tone blending: ink washes
were used for the shading and Citadel White was blended
in for the highlights, creating a very pale skin tone. White
drybrushing over grey was used for the fur effect -
drybrushing like this is surprisingly easy when used on
rough textures.

Also note the careful ink shading on the officer’s breastplate
and the very effective yellow and black checks on the loin
cloth, creating a contrast to the bland colours of the rest
of the model.

19 - Wounded Guardsman: This miniature comes from
the collection of Richard Kernick. Notice the use of a
Dreadnought part and the larger cavalry base to set the
model off. I was particularly impressed by the 5 o’clock
shadow effect which must have been executed with
extreme care. Well done, Richard.

20 - Ogryn: This Warbammer 40,000 Ogryn sculpted by
Bob Olley is one of the most fearsome Ogre models Citadel
has produced. This model was again painted by Studio
painter Darren Matthews. After the miniature was cleaned
and undercoatied, black ink washes were applied to all the
metal areas. These were then drybrushed with silver to
complete the burnished iron look. The flesh areas were
painted with a mix of chesnut ink and white paint, with
more white added for the highlights. This was then set off
with a simple tattoo stripe applied with blue ink, matching
the blue tattoo on the Ogryn’s left arm.

The beautifully blended paint job on the trousers was
achieved by blending a blue and green ink mix onto the
white undercoat. The camouflage was applied in the way
mentioned above (see 14). The model was completed in
the normal manner to great effect. Finally the devotional
banner was painted on paper using David Gallagher’s White
DwarfCommissar painting as reference, Nice one, Darren.

REALM OF CHAOS CONVERSIONS

Following on from last month’s ‘Eavy Melal, we've got
some more conversions of Realm of Chaos miniatures.

Firstly, however, you may have noticed that some of last
month’s captions were a little chaotic themselves. Before
describing this month’s models, the following notes should
clear up any confusion.

Several of the conversions described were not shown in
the photographs: the mounted Champion of Tzeentch
(conversion described under 5), a Chaos Champion (under
the header Conversions 5 & 6 and listed as Figure G in the
text) and the Nurglesque Mechanoid (conversion 10).
They’ve been shown this month, as photographs number
21, 22/3 and 24.

Well, I hope that’s cleared things up! Now we can take a
look at this month’s miniatures.

21 - Mounted Tzeentchian Champion: A combination
of 2 mounted Chaos Warrior, a Slaaneshi Champion, the
arm of a Tzeentchian Champion and a Dark Future weapon,
with a chain added to make the reins. The extra limb was
pinned in place; glue alone might have held it, but it
certainly wouldn't have stood up to rough handling - the
added structural support is well worth the time and effort.

@
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22 & 23 - Tzeentchian Chaos Champion: The donor
model used as the basis for conversion 25 is shown in 26.
A chain, a Dark Fuiure weapon and a flamer were added
to give the Champion a Warhammer 40,000 look.

24 - Nurglesque Mechanoid: This one is a simple
conversion. [ just removed the donor model’s hand weapon
and added a Dark Future gun. Obviously any Warbammer
40,000 weapon would be equally suitable - the bolters and
Iasguns from the plastic WH40K sets are the most
convenient.

25 to 28 - Nurglesque Renegades: Subtle and pleasing
shades of green can be mixed with Citadel greens, blues
and yellow. Offset with the contrasting opposite colour
of red (green and red being opposite colours in the
specturm), a dramatic result can be achieved.

29 - Tzeentchian Renegade with Plasma Gun: Note the
Tzeentchian symbol painted on the Renegade’s shoulder
pad, and the use of opposite colours (yellow and purple
lie opposite each other in the spectrum).

30 - Tzeentchian Renegade: this heavy weapon-wielding
Renegade is very striking with its contrasting colours of
white and purple.

31 - Fleshhound: To keep the reds on this Khornate
Daemon looking bright, a base colour of Hobgoblin Orange
was used, shaded with red ink and lightly drybrushed with
salmon pink or yellow. The bone colour of the skull, spines
and claws make a pleasing contrast to the main red colour.
As yellow lies next to red in the spectrum, warm tones of
yellows, oranges and creams harmonize well with red.

32 - Nurglesque Champion: This model demonstrates
how the subtle use of inks can create the filthy look of
Nurglesque armour without making the figure look drab.

33 - Nurglesque Champion: More pale greens and deep
reds, but this time offset against the grey of the model’s
robes. Small areas of bright colour can be very effective
when used in this way against neutral tones.

34 - Lord of Change: This Greater Daemon of Tzeentch
has a base colour of blue, offset to startling effect with
yellows and reds. Heavily textural areas such as the features
on the wings can be very effectively painted by drybrushing
with lighter tones of the base colour up to white.

35 - Nurglesque Champion: Another example of using
a contrasting green and red colour scheme, with the dullish
shading of the red reflecting the rusty nature of all things
Nurglesque.

36 - Khornate Champion: This Champion of Khorne has
an overall colour scheme set within the sphere of red. Subtle
ink shading on a white ground created the skin tones, while
red and brown ink washes built the depth of tone on
the armour.

=
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ESDEVIUM GAMES

LOW COST MAIL-ORDER SPECIALISTS —

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

@ Come & see the BIGGEST & BEST

Selection of Games, Rules & Accessories
in the South

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

Car Wars (5JG) £4.95
CW Expansicn Kits 1-6 £3.50 ea., Exp 7-10
£3.95ea.
CW Crash Gity (SG) £4.95
CW Truck Stop (SJG) £4.95
CW Convoy S £4.95
AADA Vehicle Guides | & || £3.95 each
CW Road Sections 1-3 £2.95 ea.
CW Combat Showcasc £3.95
Uncle Albert's 2035 £3.45
Uncle Albert's 2036 £3.45
Uncle Albert's 2038 Calendar £3.45
Uncle Albert's 2038 Update £3.45
Duel Track £9.95
CW Refs Screen £3.85
CW Mapping Sheets £3.95
CW Arena Book £3.95
CW City Blocs 1 £4.50
Mini Car Wars 75p
Autoduel GURPS £6.95
The Road £3.95
Turtofire £2.95
Ultraforce £2.95
Street Fighter £2.95
Gauntlet £2.95
Hell on Wheels £2.95

Starmaster PEM Rules £8.95

Tribes of Crane PBM Rules £9.95

Star Frontiers (TSR) R £7.95
Modules SF1, SF2, SF3, 5F4 £3.50 ea.
SFAD 5, SFAD 6 £3.50 ea., Screen £2.95
SFAC 4 Zebulon's Guide £5.95
Character Records £2.95
SF Knight Hawks £7.95
Module SFKH1,2.3 4 £3.50 ea.
Star Ace (Pace) £9.95
Adventures 1-4 Screen £4.45 ea.
Aliens £7.45
The Last Starfighter £14.95
StarWars APG (WEG) £10.95
Star Wars Sourcebuok £10.95
Star Wars Campaign £5.95
Tatoo ne Manhunt £5.50
Bartle for the Golden Sun £7.50
Strikefcrce; Shantipole £6.95
Assault on Hoth £19.95
Lightsabre Duelling Pack £7.50
Star Warriors Boardgame £14.95
Paranoia 2nd Edition R Hardback £13.95, Soft
Courr £8.95, Boxed £11.95, Screen £3.95, 1st
Edn Paranoia HB £4.95
* Acute Parancia £7.95
Paranoia Excessory Pack £7.95
Double Paranoia (BE Blues/Vapours) £6.95
Send inthe Clones, Orebusters £4.95 ea.
Clones in Space £6.95
HIL Sector Blues £5.95
Vapours Don't Shoot Back £4.95
Alpha Compilexities £6:95
The Computer Alwavs Shoots Twice £6.95
Don't Take Your Laser to Town £6.50
Dr. Who RPG (FASA) £12.50
Lords of Destiny, [ytean Menace £5.50 ea.
Legions of Death £6.50
City of Gold £6.50
Warriors Code £6.50
The Daleks £8.50
The Cybermen £8.50
Countdown, The Hartlewick Horror £5.50 ea.
The Master £8.50
Other Suns (FGU) R£14.95
Alderson Yards £5.95
2300 AD (GDW) RE13.95
Beanstalk £5.50
Energy Curves £5.50
Kafer Dawn £5.50
Mission Arcturus £6.50
Invasion £6.95
Bayern £5.95
Aurore £6.50
Ships of the French Arm £6.50
Kafer Sourcebook £6.50
Nyolekundu Sourcebook £6.50
Cclonial Atlas £6.50
2300 Vehicle Guide £5.95
2300 Equipment Guide £5.95
Star Cruiser Combat Game £12.95

Special Offer

New Arrival

Role Playing Rules
Plays Solo
Boardgame
Miniature Rules

<
*
R
S
B
M

SF-Traveller R, S (GDW)

Highguard, Mercenary, Scouts £4.45 ea.
Robots, Merchant Prince £4.45 ea.
Supplements 2,10,12 £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)

Scenarios

*

Adventures 2-13 £2.95 ea.

Double Adventures 7-6 £2.95 ea.

Traveller Adventure £7.95

Disappearance at Aramat £3.95

Tarsus (Module 1) £7.95

Module 2: Belstrike £7.95

Wanted: Adventurers, Startown Liberty, Lee's
Guide |, Ascent to Anekihor £4.25 ea
Duneraiders, Drenslaar Quest £4.95 ea.

Megatraveller £16.95

Indivioual books £5.95 ea.— Players' Manual,
Releree's Manual, Imperial Encyclopaedia
The Early Adventures (DGP) £5.95

Rebellion Sourcebook £5.95

Referee’'s Companion £5.95

Starship Operators Manual (DPG) £5.95

101 Vehicles (DGP) £5.95

RunequestlliR

Starter Book £8.85

Advanced RQ £12.95

RQ Monsters Book (GW) £11.95

Deluxe Edition (AH) £31.95

Monster Coliseum £12.50

Vikings £16.95

Apple Lane £8.50

Troll Realms (AH) £8.50

Runeguest Cities (AH) £8.50

Gloranthan Bestiary £7.50

Griffin Island (GW) £11.99

Land of Ninja Bxd (AH) £12.50, Gods of Glorantha
(AW) £14.95

Glorantha Genertala £17.50

Book (GW) £11.99

Snake Pipe Hollow (AH) E7.95
Humarv/Non-Human Adventurer Pads £9.95 ea.
RQIl Scenario — Snow Queen (Solo) £5.85
Sceorpion Wall (Solo) £6.95

Ysgarth Rule System R

*

Vol 1 Rolecraft £3.50
Vol 2 Spelicraft £3.50
Supplements 1-¢ £2.25 ea. or £7.95 the set
Ysgarth Adventures £1.95 (Adv. 6) E2.30
Street Shadows, Dark Waters. Black Altars £2.50
ea
Adventures from the Aoyss £2.95
Mini-Systerns: Weres £1.20

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

Call of Cthulhu (Ch)

»

Hardback Rules £16.50

Boxed Rules £14.95

Keeper's Screen £4.50

Death in Dunwich £6.75

Gthulhu Now £11.95

Fungi from Yuggoth £7.60

Pursuit to Kadath, Whispers from the Abyss £8.75
Monhegan Island £3.95

Glozel est Authentique £6.75

Gthulhu by Gaslight £12.95

Dreamlands New Edn £12.95

Spawn of Azathoth £14.95

Terror From the Stars £5.50

Statue of Soreerer/Conjurer £6.95

Green and Pleasant Land £6.95

Terror Australis £11.95

Miskatonic U. Graduation Kit £7.95
Petersen’s Field Guide to Gthulhu Monstars
£10.95

Field Guide to Creatures of the Dreamlands.
£10.85

Cthulhu Book Covers Set £4.50

Other Role-Playing Games

*

*

*

Fantasy Hero (HG) £8.50
Hero Bestiary, Magic ltems £4.50 ea.
Spellbook £6.95
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 £16.95
Fringeworthy (TriTac) £8.95
Invasion US, Rogue 417 £4.50 ea.
FTL 2448 (TrTac) £13.95
Gangwar 2448 £3.95
Star Charts £3.95
Gamma Word (TSR) new edn £13.95, GW6 Alpha
Factor, GW/ Beta Principle. GW8 Gamma Base,
GW9 Delta Fragment £6.50 ea., GW10 Epsilon
Cyborgs £4.95
Old Ref's Screen, Modules 1-4 £2.95 ea.
Gangousters (TSR). Modules 1-5 £2.95 ea,
Gangster (FGU) £7.50
Ghostbusters RPG (WEG) £12.50
Ghost Toasties £5.95
Hot Rods £5.95, Scared Stiffs £5.95
Golden Heroes (GW) £8.95
Legacy of Eagles £3.95
GURPS Basic Se1 £14.95
GURPS Basic 3rd Edn £14.95
Ref Screen £3.95
Character Sheets £3.95
Man to Man Combat £6.95
Ore Slayer £4.50
Fantasy GURPS £6.95
Harkwood £4.95
Conan at Thunder River £4.95
Autoduel GURPS £6.95
GURPS Horror £6.95
Zombie Town £4.95
GURPS Horseclans £6.95
GURPS Bestiary £6.95
GURPS Hi-Tech £9.95
GURPS Humanx £6.95
GURPS Space £7.95
Space Atlas £4.45
Unnight £5.50
Space GMs Pack £3.95
GURPS Japan £7.95
GURPS Supers £
GURPS Swashbucklers £7.95
Battle Maps £4.50
Blank Maps £3.95
Old Stone Fort £4.45
Up Harzburk £5.50
Car Warriors Character Book £4.50
Road Atlas 1 (East Coast) £4.95
Road Atlas 2 (Pacific Coast) £4.95
Road Atias 3 (The South) £4.95
Roac Atlas 1 (Australia) £4.95
Road Allas 5 (Mid-West) £4.95
Road Atlas 6 (Free Qil States) £6.95
Heroes Unlimited Revised (Pd) £13.95
Justice Machine £10.85
Indiana Jones Modules (TSR) 1J1-6 £2.85 ea.
IJACH, Judge’s Pack £4.95 ea.
Judge Dredd RPG £14.99
JD Cempanion £9.89
Judgement Day £3.95
Slaughter Margin £9.95
Giti-Bloek Plans £5.99
Justice Inc. (Hero) £5.50
Trail of the Golden Spixe £3.50
Lands of Mystery £5.50
Killer (SJG) £4.95
Lands of Adventure (FGU) £7.50
Living Stes! (LEG) £17.95
Operation 7 Swords (LEG) £4.95
KVISR Rocks £6.50
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 Se1£8.95
MA1 Children of the Atom £7.50
MA2 Avengers Coast to Goast £7.50
MA3 Ultimate Powers Book £7.50
MA4 The Fantastic Four £5.95
ME1 Cosmos Cubed £3.95
MEZ2 Ragnarok & Roll £3.85
ME3 The Left Hand of Eternity £4.95
Modules MH1.4 £3.95 ea., MH2,3,5-7 £2.95
ea.
MHE £3.50
MHS Gates of What If? £3.50
Accessories MHACT-4,7,8 £3.50 ea.
MHACS £3.95, MHACS £7.50
MHSP2 £4.95 (Secret Wars I}

These are just some of our-games. Our catalogue contains details of virually aif gzmes available in the UK.
Send 20p in stamps & 22p s.a.e. (overseas 4 i.r.c.) for a copy (or free with orders over £6.60)

MAIL ORDER CHARGES: UK/BFPO/Under £14 = Add 60p. £14 and over - post free

Eire & Overseas Surface Mail — Add 30% (Minimum £1.20). Europe Air Mail — Add 40% (migimum £7.40).
Air mail elsewhere - add 55% minimum £1.80) except AH, HPG, MB & HT games — add 100%

Payment in Sterling please
/A it

International Gi

You may phone aorders and pay by ACCESS/VISA

Overseas payment by Bank Draft/UK Bank Cheques/

Historical Board
Wargames

WWIl— Second Fromt

* Raid on St Nazaire § £22.85
World War Il (SPI) £24.95
Aachen (PWG) £13.95
Gommand Decision (GDVV) M £11.95

Bastogne Rules Module £5.45
Barbarossa 25 £5.50

D-Day (AH) £14.95
Fortress Europa (AH) £14.95
Longest Day (AH) £74.95
1944: Pas de Calais (Vang) £23.95
Normandy (SPI) £6.95
Normandy Gampaign (GDW) £9.95
‘Omaha Beachhead (Vic) £15.85
Pas de Calais (Van) £26.95
Panzerleader (AH) £22.95
St. Lo (WEG) £13.50
Onslaugnht (SPI) £15.98
France 1944 (Vic) £13.95
Against the Reich (WEG) £17.95
Amhem Bridge (Att] £7.95
Attack in the Ardennes (GDW) £8.95
Baslogne, Ainhem (SP/) £3.95 ea.
Battle for the Ardennes (SPI) £19.95
Battle of the Bulge (AH) E14.95
Cobra (SPI)£15.95
Hell's Highway (Vic) £17.95
One Page Bulge (SJG) £4.95
Patton's Best (AH) S £21.95
Road 10 the Fhine (GDW) £9.95
Market Garden (GDW) £9.95
Open Fire (Vic) § £27.95
Storm over Amhem (AH) £18.95
Western Front Tank Leader (WEG) £15.85

WWIl — Europa Series
Fire in the East (GDW) £43.95
Play Aid Kit £6.95
Scorched Earth £43.95
Play Aid Kit £3.85
Their Finest Hour (GOW) £21.95
Fall of France (GDW) £33.95
Narvik (GDW)
Play Aid Kil £3.95
Near East (GDW) £14.95
Western Desert (GDWY) £14.95
Desert Pack Play Ad £5.50
Spain and Portugal (GDW) £8.95
Case White (GDW) £14.95
Torch (GOW) £17.95
Europa-By-Mail Play Aid £8.50

'WWiIl — Strategic
Axis and Allies (MB) £29.95
Europe at War (Jedko) £16.95
Hitler's War (AH) £18.95
Spies (SPI) £10.85
Twilight War (SP1) £10.95
Third Reich (AH) £22.95
Trial of Strength (Panth) £26.95
History of the Secand Waorld War (TF)
1 Hitler Turns Against Russia £10.95
2 Hitler's Gounterstroke in France £4.95
Viclory in Europe (Ome) £14.95
World in Flames (ADG) 4th Edn £34.95
3rd Edn £27.95
Conversion Kit (3rd-4th) £21.85

Magazines
Adventurer (MLP) £1.30
Baltleplan £2.95
Fantasy Chronicles £1.10
Sleuth Times £1.55
Nexus £1.60
The Space Gamer (SJG) £2.95
The Fantasy Gamer (SJG) £2.95
The Dragon £3.00, 128 on £1,30
Best of Dragen 5 £4.00
Art of Dragon £10.95
Artof D&D E10.95
Forgotien Realms Calendar £5.95
Snarfquest £6.95
Imagine £1.25
White Dwarl £1.80
Best of Whnite Dwarl Scenarios IIl £2.50
Thrud Special £2.95
Citade! Journals 2 £1.95, 3,4 £2.50 ea.
Citadel Compendium 3 £2.50
Battietechnology (PRP) £3.20
Breakout £2.70
Counterattack (PRP) £6.00
Difterent Worlds £2.60
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36 finely sculpted

Imperial Guard ‘
miniatures, modelled i
in hard plastic, with |
separate arms and
weapons allowing an
! infinite number of i
modelling options. i
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Armoured fighting vehicle conversions
for Warhammer 40,000, by Tony
Cottrell. We will be dealing with
converting and modelling large-scale
Warhammer 40,000 vehicles in more
detail in a future issue of White Dwarf.

Upper Photo: Armoured vehicles of the Imperial Guard. From
left to right: a ‘stretched’ Rhino using parts from two kits and an
added turret; a shop-bought toy tank embellished with Rhino parts;
and a Rhino assembled normally and enhanced with bits from the
spares box.

Middle Photo: A force of Ultramarines advances with Imperial
Hover Tanks. The vehicle on the left is converted from a toy tank
‘model. The vehicle on the right utilizes a Land Raider kit, plasticard,
parts from the spares box, and the added talent of Dave Andrews.

Bottom Photo: Eldar Harlequins assault a disabled Ork
Battlewagon. The vehicle was converted from a World War II
German Tank kit. Note shaded Arcane Armorial shield decal on hull.




