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CITADEL
NEWS

GOLDEN DEMON 1993

Many (hanks po evervone who came
alomg bo the Golden Demon Awanls, Il
was greal m meet o all and spend ihe
day charting shout osar kobhy amd
iming in. with the games
Congratulations o all of the Golden
Dremmon Award wisner. 11 was vomip
haril work twer i last few monihs that
really made the day with the absolusely
szannang display of poimed manisnes.

'EAYY METAL
PAINTING GUIDE

If yomi thidn®y emacy the coenpetion thas
your, oo’ is the limo bo sart proparng
yosar idcas for next yomr's competstion
1§ you are in seed of wome furiber
inspiratios, ihene is no betier way to
elarl tham to take a ok a1 Mike
Mc¥ey's hrand mew “Eavy Metal
Painting Guide, The book in now
almaid resily and promiscs 1o be the
defimitive gunde 1o colkecing. pamming
and gaming with Citale| Miniatures.

Mike hes speni masy mooths paisting
mededs and writing explanaiicns s the
you can benefit (rom his years of
experience as a ministure painter. The
book shomld be in the shops im the mext
coniphe ol months

WARHAMMER ARMIES

Following ibe nelease of Warhammer
Armies — Dwarls, e laiest volome bn
the brand new worics of Warhammer
army lists, the scribes ot the Siudio
have been sel to work preparing ibe
next  Iwo  hooks coverisg  the
background and armbes af the Skaven
and the Updead. Those of you wha
were ol the Golden Demon Awands will
have seen Gary Morley's cxciibag new
range of Undead miniatures and the
boak will cover the full hisiory af the
ding the dark majesty of
e preal Necrosnancet and Liche Losd
Nagash

The Skaven volame will fimally reveal
ihe snciemt secretive masiers of the
Skaven reco - the Thiriesn Lowsds af
Decay mn well as the retam of Grey

Secr Thanguol

DWARF FLAME CANNOXN
Steaight feom (he ralented hasds of
Morman Swalcs and Michasl Perry
comes this beillisnt new Dwarf Flame
Cannon [or Warkammer, Full rulea
T Wi avwcsnms weapos ang il isked
im the mew Warhammer Armies -
Dwarfs ook, amd we hope o bring
you & hattle repon shawisg it
performmance on the tabletop in the near
listure:

2

The madel comes with three crew
(though only mwo ane shawn here) and
i an cesentisl addinom 1o the arfioery
of every Dwarf general,

BLOOD ROWL LEAGUE

For the last few monils a “friendly”
Mioad Bawl leapic has heen nanning a2
the Studio, In a frentied game last
week, Andy "Rat Man® Chambers'
Skavenhlight Scramblers beat Robim
"Underdog’ Dews' buman team The
Deathbends 32 in the finals of tbhe
Mleodwelser Cup. Amid & welier of
accusaliong and thrcals abow game
rigging, Andy’s only commenl was
NEEK! MINE MINE, GOOD GOOD!

k

THE DWARF FLAME CANNON
NEW HIGH ELF BANNERS

MNew fom Chddel Miniatunes is the first rebeass in @ brand new seried of self-
adbesive mimiature banners, The banmers ane full-colows eproductions of the ones
created by the Studio “Esvy Metal tcam snd sre primied on asdhesive hacked paper so
ehat by can be Foldod round a banner-pole 10 make an intam and sunling sddivion
#0 your Warhamemer army. As soon &5 they are resdy, wo will be rebeasing larther

banmncrs in the series
for Crc and Gublin,
Enspire. Drwarf, and
indeed all of the races
of the Warhammer
wodhd

The  bammers  ame
available mow [rom
your local Gamves
Workshop siore oF
Cames  Waorkshap
Masl Cheder
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Muded desbigroed by Kevin Adams

The Great Gargant is the most powerful of all Space Ork
Mekboy inventions. Its vast body houses a multitude of orky
engines, generators and dynamos, which power its frightening
array of awesome weaponry. The Mega-cannon mounted in
its belly and on its arm blast its enemies with massive
destructive power. The Super Lifta-Droppa can pound
armoured enemies into the ground and the Gork head has

massive Traktor Cannons mounted in the eye

sockets to drag its opponents to their certain doom.

- 3
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’ SPACE MARINE TERMINATORS

RS DEATHWING

5 DARK ANGELS IN
SPACE MARINE TERMINATOR ARMOUR

Miniutures disigmesd By Jes Gondw i

The Deathwing are the first company of the Dark Angelﬁ —

Space Marine chapter and are vastly experienced in all ,. nring

manner of war and battle. Their usual role is pinpoint | 3}{?‘ %

strikes by individual squads, putting the fear of the |

Emperor straight into the hearts of his enemies. Only in ."I % :}ﬁ
the face of the most dangerous foes or threat | & o f
is the entire company mustered. ,."III :"~" 1-...,,_

This bosed wet contadng o trumafer sheel or the Deathwing models. J{' """ l-r h
Thee sheet Inclisdes ennugh winged sword symbsols o apply ook 4l 5 e 'I-r
ol the Terminators, [} ‘ ~|"'l

it lyabmrns s sappiest umpaimtmt. womery wnd i il Theoar swahls smpmine %[y ¥ j s
CITALIET  wmsombily, We ropnmesssd thae paris s chomd sl s wilh o rosdslling Laife ] o =
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FELIX AN GOTREK

GOTREK GURNISSON & FELIX JAEGAR
By Bill King

GOTREK GURNISSON

Choirek Gurniason b cermindy the most, or the leas), sucoesalisl
Trall Skiyer in this ape of the worll, His guest o G death @
the hands of o worly opponeni has never heen faltifed, but in
the search he has slain monsiers, Skaven, Ovci. Beaimen sad
Gubline beyosd comnt. He ks been an outlaw in the Fapine
mmall he has Boughd im ihe Emperea’s armées. Rumous has if that
he was oece o member of the Dwar] Eagingcrs Guild, bul
Crek never talks abes his prst ether so confiom or deny ihis
Nuane kmows why he shaved his taemil s ook the Shayer's
Cath and mo-one has ever had the commge 0 &5k, ol even s
humnas besclemam Felix Incgar.

Ciotrek has Been wmsoceesslully seeking & hemic death for
many yeurs now bul seens just oo mighty, w00 ough or woo

Tuscky 15 ie! Hils sy adventures have 1aken him from Tikes
im the south, 1 Morsca in the norb and across il Wesiern Sen
v the bt comtinent of Luostria. 10 is rumsoomed tha i ihe esly
iy ol hin wandering. he vestured into the Chaos Wastes sl
retirned with his axe. This weapom muy be oo of the nesom
Choarek has fived so bong. ls powsr rivals thai of the legendary
Axe of Grimnir, born by the Dwarf High King Thorgrim
Orudyeboarer. Mo Rusesmith has been able to decipher or
duplicaic the ancient runes upon the axe’s blade. No foe has
ever been nble to withaaed jts killing power. Simce acqusnj
the gxe Coteek has hecome all but invingible m baille. The
Trollsbayer bost his eye bolding the gaig af For Diehl single-
e agaime an entine ibe 0F Goblm woll rhier

GOTREK™ WEAPUONS: Gotrel s armed with has double-
handed] nune axe.

MAGIC ITEMS: The only magic
itemn Gotrek camies is Cotrek" s Kiine
Axc, Dewsils Tor this weapon are
Irchasded im s Bcsok

SPECTAL RULES

Goarek ks sbfect 1o all ibe normal
rules lor Slayers, except thal he
always fights akonpside Felin locgar.
He may sever join or Jead o wnit. In
wchliniom, be i affecsed by the special
riule of Guireks eam, This is
described afier Felix, as it affccts
buagh characiemn

FELIX JAEGAR

Tha man, Felix Jacgsr, iv the
wvoungpest son of the wealihy Jegpar
clan of wood merchanis. He was &
sudenl @ the University of Alidor!
wntil he was capelled for killing &
fellow siudent in o duel. Diinkerised
by his family he drified o the wild
lile of & munor poét and politkcal
agitmor uniil the Faaefud snd dusien
day when his destiny becamc
mlertw imed wiik Gorek's, Felis wan
e ol (e inatigsiors of the Winkow
Tax vis in Aldord, a demessitsion
of poblic fecling that mpidly grew
eyond the costrol of i arganisen
and expanded imlo an autbreak of
looting and mob violence s bail that
the Esnpeios win obliged o send his
Lnizgirs o restiire pulilac cudder.



FELIX AND CHTTREE

for i mighty
or Pelix take a
& D, I thes: resi
Wl I i3
tharo hifrrscll

of magic dissip

eal Drwarf catade] of § gt Pes . The do

FELIX'S WEAPONS/ARMOLUR:
magic swond and Light armer

v protects the pair {n
spell which would ot
Nate 1that e save agninst o
trek., it does not dispel (b spell. The spell maght i) gffect
wadels menrby if appropriale

MS: Felin Jax arrics & Hisde of Leaping ¥
gives hm +2 ext

Fedix must shways fi

[ ikvis ihe iwo b

Gioerek s allowed 3 in b . nil the anly
e Doom also
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: hem Felix ¢
ensures ihe
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ANVIL OF DH0M

THE DWARF ANVIL OF DOOM

The Anvils of Doom are ancient devices forgad with prem skill
b ihe Runesmsiths of old in the bowels of Thunder Mesminin
Usimg the energy of ihe volcany®s hean, Kurgaz, the mosl
akiilled of the old e, mefied grosnril in forge the amvils. Ax
they cocled Kurgay himself beat the Rune of Sorcery ondu
cach gleaming smvil

Mo one kpows ho many anvils were forgod before the secret
of the Rune of Scecery was lost, The Dwarl Book of Crudges
reconds how an evil drggon siscked Thunder Moantain and
slew the old Runesmith in a mighty battke which rens the
mountsn span, Daring the devastation the forges of Thunder
Mbowniain were destroyed and many Ropsamiths slain, The
Agvily of Doom ane ancient s valuabbe heirkooma, and the
Dwarls value them more highty ihan any of thelr wber
AT

Runexmlibs wee the Anvils of Doom for making magic ilcis
Mot amvils are cwned by the various simongholds or by the
guilds, and the Hunesmaths make use of these when they need
1, A few anwils are owsed by Runeumiths, but these send 1o be
the sedentary Huncamiths wh redide in the halls of Kaz-s-
Kasnk and the weapon shops of Kark Azul.

The anvils are objects of greal power snd in times of exreme
nesd & Ranesmith con unleavh spells and lightning epon his
foes, 'With o mighty blow of his hammer the Rancsimdil can
rebense the snvil's power, Lighining boles hlast from s sieface
as mighty energies unfurl, the sky dackens with brooding
encryy, and clonds of mubticoloared magi swirl and sparkle in
the air

THE ANVIL IN BATTLE

A Dwarfl Boncsisith may Beisp an anvil o banle, The amvil is
meounted om its own wheeled plarform anid the Runesmith
stands peousdly on iop. The anvil is proiccied by Dward peinds
wiho Bave swenm 10 defesd il 1o the deathe The Dwarf amiy can
use the snvil 1o draw eocrgy from tbe Winds of Megic, the
nebudous soarce of magic power thast Mows over the basilefield.
Wizarnds dmw mpon the Winds of Magic 1o power their spells,
and the anvil ahsceka and sores magical energy in a similat

During the magic phase the Dwasd player is dealt magic cands
fram the power deck scoonding to the novemal nudes described
im Warhammer Baitle Magic. Dwarf armvies are not noemally
sble 1o use these cards except for Dispels and Drain Magic.
Howewer, if ibe Dwarl army incliedes an anvil all the magic
cartds can be e as described below

When ibe Dwarf player is dealt his magic cands he may choose
any Four asd “siore’ them in ibe anvil, which “absorks” ihe
encrgy of these cards withis inebl. The Dwarl player may hold
onto these cards and play them in any subsequent magic
phunes Mobe (hat cards cam oaly be used if they have slready
benn sboned in @ previous magic phese - it is nof poassble o
store and use (he same cand in cos phase.

The smvil can hodd mo more than foer cards and is comidered
fully charged when this Timit bs reached. During any
muhsequent magic phase the Dwaif player can ehoose 1o play
or wiscan] asy cards be hax sioved in onder 1o make space for
mire. IT the Drain Magas card ks played in the magic phase by
either player then all the cands camenily stored in the aavil are
reimved s discanded

Cardls stoeed im the anwil re played on behalf of the Rusesmith
himsell, Rebound and Destoy cands which have heen stored in
the amvil may be played against any enemy spell trgesed n
gither the anvil, the Runesmith, of the anvil gesrds. When
uslng the Destroy Spell card the Kunesmith may sild any
Tmm:ndudmmmmdumulmhhwu] score, bul
may not sl oiher pawer carda ag can wizards, The Escape
card spplies ondy s the Runesmith himseld. II ihe Rumesmith
Fights o Mental Duel and loses then any cards stored in the
e=vil are discanded.

LIGHTNING

The anvil may alvao be wsed b usleash raw power in the form
of 4 Lighining Bolt spell. In effect the Runesmith casis 2 spell
i ihe samse way = 8 wirsd, and all the normal rules for spell
canting apply unbess specificd otherwine. See Warhammer
Raitle Magic for details. In order 0 unleash lightning ike
Ruanesméth mmust have at kast one power cand already stored in
e anvvil. Dearkng hin nem of the magic phase ihe Dvar player
myy unleash the lighining just ad other players may casl o
wpell. One lighining bolt is unleashed for every power cand
expeniled [rom the anvil, Obviomly the grestest sumber of
Eightming balis that cen be unlcashed in this way is therefione 4
Al lightning balts are cast at tnie, bet they can be directed
ug.lrﬂl separme @rgets if you wish. Any power cards umed 1o
cal the lightndng bolis sre removed from e anvil and placed
om the magsc cand discard pile 48 normal for cest spells.

Each lightming strike s worked out sepamiely. Esch bolt has s
range of 24" und sirikes the first larget im i pails. Each bob
infTicts a Srrength & hit and canzes pod | wound but D3

Chariots, war machises, and comparshle comstructions suffer
D3 Stremgth 10 it Mo saving chrow bs allowed, not eves for
magical armour. These details ant exacily the saime s for the
Celestial Lightning spell i Warhammer Battke Magle anid the
wanne nabes spply as for all spell casting. Al lightming bodts can
be dispelled or rebosnded by the enemy by use of ihe
apguopriste magic candy. Nole that & Dispel cand will disped all
lighaning bolts {rom ibe onvil that tem, while a successful
Rebound will also disped any bolis not alresdy cast. Enemy
dispels always work an a 4+, repaniles of the magic level of
the enemy wizand.
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"DWARF RUNESMITH'S ANVIL OF DOOM

ARVIL OUARD

t_}rll}l in Hmses of el need will o Diward Buncsasmith hrillg an Anvil of Doom
o batthe, With-a mighty blow from his hammeer, the Runesmith releases the
Anvil's power, sending billowing clowds of multi-colouned magical eneyy
RUNESMITH nnd blasts of lightning imvo the air
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RUNESMITH'S BANNER
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ANVIL OF DOOM

TOTAL POWER

Thae Tocal Fower cand ropresents energees w0 calachysmic and
difficuall 8o comeral thas they mre potenially disastrows, even to
the Amvil of Doomn. I yom choowe b store (he Totl Power cand
in the anvil the following nales apply.

‘When the Total Power cand is stared in the anvil the Dwarl
player must asnouinee the fact 1o his appoment - the anvil
[Elirws wiih such mncandeicent power that it i visible for all to
seel Al the start of any magie Mnmmﬂm
make o test i ihe Total Power card ks in the anwil. Da. Ir
the nesult 6 a | then eoll another D and consull'ike Tollowing
tahle.

W Hesult

34 Unatide io costral the rolling powes n the anvil
the Kunesmith is forced 1o discharge all the
energy in a mndom, unenntmlled fashion, A
wtorm of lightning rages aboai the anvil as
lignning bolss Ny in all drectiom. Kol a [6 o0
determine the nmmber of lghtning striles tha
wre imleashed. Ench bolt is exacily the same as
 narmial lightning bobl unbesahed by 3 stored
power cand. Boll 3 scadter dice to establish the
dmmrﬂ:ﬂhrﬂchlllhlhn; bodt Each
ot sirikes the fira tarped in i path. Resolve
iha effects of the batis one al & time, they
cannod be dispelled or rebominded. AN maned
cands are discanded and the anvil may ot be
s b woee mere cands thin hattle

Assmming ihe Total Power cand has been succesafilly stored il
maty be e during the magic phase 1o unleash mare lightaing
Balis, The number of holis unlesshed is D6 + 1 Tor each
adiditional sored power cand. Each boli is exacily the same o
already described and can be fired [ any direction the player
wishew, Au the lightnisg bolis nre powered by ibe Totsl Power
cand they casnot be dispelled or rebounded. Once o] Bghining
strikes have been revolved any remabning cands in the anvil are
discarded.

Finally roll a D

vllmnﬁh:mdhmm:pm
cardds nintfl the mext maghe phase.

GUARDS

The anvil ks accompanied by two geards whose job is to
profect the amvil amd 1be Runcamith, These siow Dwarfs ane
apprestice Raneimiths. or close relatives of the Runesmith,
and they are bound 1o their dulks by severe Dwarl cath, No
Drward woud break such an oxth and isost would miher die
tham fisil 10 o ilseir dhaty.

Thie anwil guands ane mdividial Champsons. They must remakn
withis 4° of the pvil snd ore exempi from the normal pursuit
rulies 10 allow them o dis this. The anvil Guard are immune 0
the peychalogy mles while the Runesmith is alive, aml cannog
B brodien either,

MOVEMENT

The Anvil of Doom moves under jts ovn magical power at the
marmal mavement mate of ihe Runesmith

COMBAT AND DAMAGE

The Anvil of Doom s impossible o damage - ull anscks
against it are directed apainst (he Runcsmiih. The anvil docs
mik mttack and has no effect va hand-so-hand fightmg, I ihe
Ranesmith {4 forced to flee he does so with ihe anvil, I
pursued and dy 4 the anvil is d T play,

SHOOTING

The anvil. Runeimith and Champsons ane conshilend 1o be g
almple entity for purposes of skooting, in & similar way 100
chariat. The anvil counts as a large larged for shooting
s and uny hils sconod aguinst i srg randomised
bherween the anvil itelf, the Runesmith sl the Championa.
For gach hit scored roll o D4 and conseh the following chan.
Note thal any hits wored sgainsl the anvil ane immediabedy
discousied - the anvil cannol be barimss)

T Rall Hiits
I The Renesmith
3 The Guands
46 Ayl (discoumst hitd
H‘hmﬂnlﬂh;umm a bl tiwrerwer, o wimilar was
machine, rall 1o de i the R ith, snvil or

jpuards are kit o described sbove, IF hit by 8 war machime with
a templaic, such as & sone theower, ihe umal nudes apply. le,
wny part o the anvil proup withch lies under the iemplae is hit.
Mole that the usual guidelimes apply when deciding if a model
liew wnder o template = | is considened to have been hit if w
Teast half the hate anea ks oovered by the emploie,




E
PLASTIC MODELS

Dwarfs are grim faced warriors who never forgive, never
forget, and never surrender. They are renowned for their fierce
courage on the battlefield, making armies that are as solid as
the rock from their mountain strongholds.

TroopType M WS BS § T W I A L Save
Dwarl Warrior 3 4 3 3 1 2 1 9 5+

This boxed set contains 10 plastic Cliudel Miniatures - 10 Dwarf Warriors AAMAD
Clisdel mininmres gre supplied unpainted. These models require assembly, We ) t'}-' J_j ,N{ =

recommend thm models sre carefully removed from the plasiic spree uing usinble ™ TN
clippers before assemhly and that the modeis are undeicoaled hefore painting with W, HIED -Ig d': LLE@J‘)
Coakel paims, These plaitk Citade] mesmatuses ane moulded in 3 hand seyrene compesnd 1
which s particulsly susable for painting ssd sedclling




GIANT OPEN DAY

SATURDAY 29th MAY 1993

A DAY OF MONSTER BARGAINS IN ALL OUR UK STORES

Games Workshop have recently opened their 50th UK store. As a celebration of
this event, we are going to hold a day of fantastic offers in all our stores,

On this special day, every Games Workshop store will be open from 8.00am® until
6.00pm. There will be hundreds of bargains with many games and books at half-
price and selected blister packs at £1.00 each. You can also use your free money-off
vouchers to make great savings on the whole range of Games

A Waorkshop games and miniatures.

® Siowes i shopping centres, may open @ diffcrend tmes, Please
phacme your lixcal stone fioe up 10 the misie information.

BUY ANY TWD
CITADEL DR
MARAUDER

BLISTER PACKS
AT £3.99 OR
MORE AND GET
ANY £3.00 BLISTER
PACK ABSOLUTELY
FREE!

USE YOUR SPECIAL FREE
VOUCHERS TO GET ANY BLUE
DOT ITEMS IN THE STORE AT HALF PRICE.
BLUE DOT ITEMS INCLUDE:
=, WARHAMMER
R 40,000

qu’:s“_"

ADVANCED
HEROQUEST

AND MANY OTHER EXCITING
GAMES WORKSHOP PRODUCTS.
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GAMES WORKSHOP * GAMES WORKSHOP NEWCASTLE METROCENTRE® GAMES WORKSHOP

OPEN NOw!

NEWCASTLE METROCENTRE

UNIT R14, FIRST FLOOR,
METROCEMNTRE,
GATESHEAD,
NEWCASTLE-UPON-TYNE.

NORMAL OPENING HOURS
Mon, Tus, Wed, Fri, 10am io Bpm
Thursday 10am 1o 9pm, Salurday Bam o Tpm
Games night every Thursday
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SHOP STORES

=

UNIT 1, 30/40
UPPER KIRKGATE

NORMAL OPENING HOURS
Monday = Wednesday 10am ko Gpm
Thursday 10am to Bpen, Friday 10am 1o Gpm
Saturday Sam o 530pm
Games night vy Thursdmy
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GAMES WORKSHOP STORES * GAMES WORK

GAMES WORKSHOP * GAMES WORKSHOP ABERDEEN * GAMES WORKSHOP
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TYRANID ATTACK

AGK

DREADNOUGHTS

By Jervis Johnson

Hidden away in the back of the Tyranid Auack rubebook is a section of rules deseribing how you con use
Chaos Direadnoughis in the game., The mules are necessarily briel (after all, vou don't sctually get Chaos
Drendnought models in the game) and quite o few players have wrilten in to me ssking if 1 coald explain
thee rules in a bit more depth, and also whether it is possible 1o wse any other Dreadnought models with the
game, Never being one 1o bet my adoring public down, I've put togesher this article 10 answer both sets of

questions at the same time!

DREADNOUGHTS IN THE
WARHAMMER UNIVERSE

Ihe Dreadnough is the ultimate form of personsl smmosr.
|mside his glsnt srmour suit, the wearer = o more correctly the
piled = eantrids the Dreadnought's movemenl, armament &l
defemces. [hreadmoughis are 2 common sight on baitlefickds
serons the galasy, heing ideslly sised 1o closs suppont asd
spearheading aizacks in dense 1ermain wheee their ihick atmou
amd heavy weapons are o real advamtape. These chamcieristics
make Dreadnoaphes ldeal for boasding scibons, where thels
relatively small sire means that they are the only armeniped

wetiiele that ean move sboul the namos: cormidon e theegh
the vmall doorways fouess] on @ typical spacecrafl or Tyramid
hiwe ship

Alihesagh emploged hy every race s ile Warlummes A0 KK
universe, Dreadnoughts sne complex machines thal require
apecial materials o constrect and - special skills o palot.
Meveriheless, some are miwe complex than others. Ork
machines are among 1he mus) pramdtive and Llesst relialbsle
Human machises arc solidly butll aml elTicient asd Ehkdar
[vesdnoughts are probably the mosl sophasiicaled af all. The
muin dilferences between goch (ype of Dreadnonght is
described below and 1he specaal gaimang miles for esch type
reflect these viead racial dillerences.

Space Marine Dreadnought

The pidod of & Space Marine Dremlncspht s pol as eedanary
Space Marine bl ome of ibe (Hd Ones - a Space Maring
morially sounded in batile long ago. Bather than being
allirwed 1o die he has been implanced inside the Dreadrought,
Iin nervous system connected direatly wo the machine ioseli
The Space Marine now only exists as o tightly curled and
shrivelled organic component deep imside the Dresminoughi
He boses all sensatbon From his body and relics completely on
the amificial senses of the machine. Spate Maring
Drendnoughts are nften very ancient, sometinies many
thousasds af years ald. They are revered by the other Space
Marines a8 potent wamions and alwo i living eenbodsments of
the Chapier’s proud history.

Chaos Dreadnought

M greal Chiaos Space Marine Champion may be fonanace
enosigh 10 find himaedl implanied ingo a Deeadnoiigin rather
then die ol his wounds, Just as Space Marise Dreadnoughts
commding the harely living resnnams of a Space Marine with o
comples fighting maching, &0 the Chaps Drealnought uses
sophidicabed techonlogy and arcane secreti o probang the
lives of Chaos Champions in machine form. The Cheos
Dveadnoughts derive (mm the ancient time before ihe Himn
Heresy, but many of these machines havo nanatel ander the
warping power ol Cheos into & combimation of bone, metal,
and liveng Mesh, Relstively few survive and ithey are carefully
maistained and repalred by Chaos Dwarf anificiers, If the
Diresdnoughe’s occupant is kilked w asction, the Dreadncaght i
recoversdl and pelarbivhed o house g new Chaos Chasmrion

s



TYRANID ATTACK

Uik Dreadoonght

The Cirk Diveadnoasght i pdined by a Cieeschin whach has been
surghcully ariled st the machine by the combaned efforiy
of nn Ork Painboy and Mekboy. Caeichin are forunaizly very
pealbet and usmally survive the aperaiion o wake up amd find
themselves wined iman s buge metal oy whish ks even b
andd stromger than an Ork's! This is very cheering
wichin whis hsa hadl bo sailer yesrs of beaiimg from his Oik
manlers, and not sarprisingly the power goes b0 his head. In
hadile, Ok Direa ien charpe all lows i
epemy they sec, be il metallic “W
ol of phear spealiem. Forlusatedy, most COrk Dread "’-"I-'IJ"‘- i
equipped with & couple of fearsome ponier claws so that the
Cerebchin can wink ol sonse ois ampl im close oombal snd
then (hopefully) eetile dawn for the rest of the hattle

s

Edilwr Direadmin
Wiratthgmand ae cybhomeie wan
of dead Eldar herocs. Winlibguand  bodies come i@ nusiber
of different sizes mnging from man-sized 1o Dveadnought
Imdeed. Eldar Titans are in o sense lapge
themeselves. The Eldar spisiis are held i &
interiace direcily into the paychic Walihbo
Wenitbpuand usne. The spirits grathaally lose their peroeption
of the material aniverse in o physical reapoci. ¢
secimg’ purely in terim of ions and
Bocass of iheir incressingly psychic percopl
need do have friendly teoaps or paykers neart
anchir or relerence poknt for their percepli
atherwise they become confused mnd =i 1 mly. Because
of 1hir naten:, Wmithgoard make powerful opponents For
doemons, boing in & ¢ daemaomy of the material w
\isemse]ves

s controdlod By (e

.

chic Mux

ACT as an

[ realily

Iyrankl Screamer Killer

The Screamer Killer is of the larger Tyras
c1i- a livimg engine of destruction designed for use i
g actions mnd massed banles. Becusse of its
48, the Scroamer Killer i rosed
all reapects, cven thowgh (¢ s a b
evearure. At close quarers |8 uses Its deadly claws 1o
wping troaph armeour and shreddi

ar 1he
'I-.'-I|

ETEY 10 paees,

werrible, Rasping p
lumgps, @ 3 high frequency scream proskaced by the o

ealire s
vocal conle combine w produce a highly unsiahle bso-plasma

energy halt. This fosms for & split-second in Tfroat of the
Sereamer Killer, beld in place by o Mickesimg ebecirical ficll
penenived asvund the ereaturc’s claws, before it is belched
forth 10 b path scroas the hatilefield and eaplods wilh
Imcandescent fury.

LSING DREADNOUGHTS IN

TYRANID ,‘.I“l ACK

Dreadmoughes may nuw be used ver in Tyranil
Afiack, The Tyras Dvesdnough
Ok Dreadnoughs and Screamer Killers with his l.ll.lr‘"h"'l}.
fivrces, whike Space Marine and Elkdsr boanding partscs may
Include Space Marine vr Ebdar Direaibnoughts rexpeciively.
Whickever slde s wsing ibem, the Dread hi mmsl be
repuesenied by an approprise model, which neally. should be
painsed if you want it to fight effectively! Included with this
article are o sev ol Drepdnosight Daar Cards whicl e il
wl ihe infofms u will meed in order 10 use the
propriate Dread el in Tymanid Anoack

apy

v Dvesinoaght, Ork
he may sdd them o
as desciibed om ihe

forces [ov the game,
Force Lint on the hack pape of e Tyramid Ansck
rulebook, I the Tyrunid player docides 1o use o Dreadnought
livem | cousts mn Three maodels agsinat the aher of mndels
B i albowed o take, rather than just one. For example, sy
tha the Tyramid player i mamber of models
noymal
nalcad, Mol o
may mol lske @
w w0 models

on e b
are capismed
bi

wraiad lirws, while Screamer Kilkers mré spac
tr, ench mode] may oaly be used once per paine

Spuce Marine and Elilar Dreadnoughts

Space M ¢ included with any Space
Marine boanding I-:lll\. anid Eldar Dreadnoughts may e
included with any ng panty. In ooder o inchslo a

hoarding party yom will
i the neles for desigming your own boanding paries
included on the Addidonal Force List on the last page of the
Tyranid Ateack rulchool, and you will need the nuldes for ising
the Elcar i Tymanid Astack from WINESD n ceder 1o use: Eldar
Direadnossghis. Buth Space Marine and Ehlar Direadenoughis
cost 15 poents cach




Moving Dreadnaughts

Dreadmought models are large :.Iul Impeessive, mmll ut first
plance i may appear that they ke up mese o
on the board in Tyremid Attack. In Eact this is not the Gase, anil
slibeauigh the Dreadsought moded is large, you shoald place i
@ the hasrd so that it & centred oa a single square. Thin
sipuare i the one Used For savemen, lise of skght 1o ar Fram
the mxde], combat mnd w0 on

You'll find that althoagh the Dreadaought’s base is slightly
larger than the square 5 is placed in. (beve is sill phemiy of
oot 1 iy models into the djscest sjuares

The Screamer Killer has neved four squanes.

TYRANID ATTACK

rreadponghis And Combal

Most Dresdnoughts can be fued with 5 wids variety of
different weapon cumbinativns. The Dieadnought s dass canl
hurs the guantizy s neles (or the weapons that may be o 10
ihe Direa ghi, Al the end of the day, however, the actual
weapan il for & Dreadnoaght i desermined by the model
iteedl. So if yom have an Ork Dreadnoughi model that ii anned
wilh o liscannon, a heavy baolier, sad two power claws, then
these s the Wespors a1 st e i vou want o includs it ina
pame of Tyranid Attack! When a Drealdaought lires i
fire all the weapons it is carmying, not just omc of them. The
weaposs may be fired all mi the same wrget. or esch may fne
a2 & differen tafgel

All Dreadsoaghits have & bas
listed on their data cand, o whic!
combal yalue of the weapoms tha the Dresdnooght is camying
When a Deesinouga [kghis (s hand-io-hand iat, aild the
Haed- To-Hamd dice For all of the weaposs il & STy iag 10
the Dreadnoughi™s bassc kand-io-handd combal vabae 1 find
it heow ey dice B molls for ihe combat, For example, the
Ok Dveadnough described shove would roll an extra dice for
each of ey power claws, which aleo increase the diee bons 1o
g it a grand iocal of 4D4+2} in haned-to-ham combsl

of s sormal 20010t

Direndnoaghn Life Poines

All Dresdsonghis have nsore than one life point, the sciual
number being listed an the Dveadnought's daa cend. Esch
succesilul aftack cn the Dveadnoughl ivdeces (he bt il
life points it has by one. When all the Dreadsought®s life
podnes have been lost it is destroved and must be remayved
fram play. In sddition, wheasver & Dresdnowghi loses a life
paisd, on of the weapuns i s camyi e sl will
lpeper work. The player in command of the Dreadaougty
sllvwed 1o decide which wespon is disabled, and shomld either
recond this informealion o

ot i pilace 4
ch Weapon so

ihe wonpan s sleal For ikis purpose, and the
exthanced Tunther by paimting the cotton wool with black
red paint to simmlale smoke am fire

woe



TYRANID ATTACK DREADNOUGHT DATA CARDS

SPACE MARINE DREADNOUGHT

Males

Acdd 44 ro the seane of the dice when you aliack a
Laagtet with the Lascannon, However, i soore of "1 on
the dice before the bams i atkded b alwiys o miss

The: Missile Launcher anacks any models adjncent to
the naaln targetwith 2 dica each

MOVE: 4 sqjuares
POINTS: 15
ARMOLUR: i+
LIFE POINTS: 3
HAND-TO-HAND: 2Di+1)
WEAPON FIT:
The Space Marine Dréadnougld may have up 1o two weapons chasen fromy the 1ist below,
Wi Hange Fire  Hand-in
~Hand
Lascannon L] LLEEST]
Miaside Luwncher T2 el 1}
Power Fist & Bidier 24 in 1Dq=23

A Space Marine Dresdnougghe armed with & Power
Ft nikils +2 1o s secne in hanidio-hand combal
Insiead of only 41

ORK DREADNOUGHT

MOVE: 4 squares
ARMOUR: 6+

LIFE POINTS: 2
HAND-TO-HAND:  2D(+1)

WEAPON FIT:

The Ok Dreadnoughi muay have ap o fowr weapais chosen from the lis bebinw.

Weagpan Range  Fire  Hond-to
~Humd

Lascannon 1] 10+ )

LBeavy Bolter af 4D

Heavy Manser f ein ]

Poaer Claw . - 10 (2}

Nobes

Akl o the seore ol the dice when you sitack a
targel with ibe luscannon. However, a score of '1' on
the dice befive the bonas is added 15 nlwaysa miss

The Flumer is an anea effect weapon, aiid siiscks
any madels mdfacent (o the target with 2 lice each)

An Ork Dreatnought srmed with a Power Claw adds
+2 10 ifs scone i hand-1o-hand combat instesd of
only +1.




TYRANID ATTACK

CHAOS DREADNOUGHT

MOVE: 4 squares
ARMOUR: i+
LIFE POINTS: 3

HAND-TO-HAND: 2D+1)

WEAPON FIT:
The Chaos Dveadnonght may have up to three weapons ehistn from the 11 bebiw
Weapon Ronge Fire  Hand-io Notes
~Hand
Balters 24 2D
Heavy Plusinn Gumn 12 1) - The Heavy Plasma Gun fires at gl mesdels along o
7 straight lie of bquares, which may be honeostal,

vertical ar dinganal. All targets are mtacked with 2
ifice cach. The line of fire is blocked o8 soon as it
hits & wall.

Missile Launcher 72 in The Missile Launcher sttacks any models pdjacent
1o b muan ferget with 2 dice each.

Power Cluw . . 1B [(+2) A Chios Direndnoaghi armed with o Power Claw
s +2 4o i1 score in hansd-io-hand combat instead
ol tmly +1

Assault Cannon 36 A1+ - Add +1 1o the seore of each dice when fining the
Asnull Cannon,

MOVE: 4 squares

ARMOUR: e+

LIFE POINTS: 4

HAND-TO-HAND: see below

WEAPON FIT:
The Screnmer Killer ik abways armed with four Cigane Claws and one Bio-Masma Bolr
Wempon Range Fire  Hand-tn MNotes
<Hand
Bio-Plusmn Bol el bl i ] - The Bio-Plauma Boli is an aren éffect woapor, and
armncks adjucent (o the target with 2 dice cach,
Gigantic Claw i H 1D i+2) A CHigantic Claw ndds +2 to the Screnmer Killer's

diee rodl in bunel-bs-hand eomiat,
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TELESALES OPPORTUNITIES

We ire currently secking 1o recruit bright, energetic and
enthusinstic young people 1o work Tull-time as part of the
Sales weam based at our Head Office in Eastwood.

Previous Tele-sules experience is not essentiol, but applicants
must show initiative, eloguence and be of o cheery
ditposition. Equally important is the knowledge of, and
enthusiasm for, Games Workshop's products,

Games Workshop is o rapidly expanding company where
there are plenty of opportunities for career advincement.
Starting salary will be commensurate with age and
experience.

1F you are young, dynamic, and would enjoy the challenge af
Tele-sules, phease contact:

Helen King on: (0773 769731 for an application form.

GAMES WORKSHOP STORES * GAMES WORKSHOP STORES

The Ealcnny
The Octagon Centre

NORMAL OPENING HOURS
Monday = Saburday 5.00 am by 5.30 pm

GAMES WORKSHOP »* GAMES WORKSHOP * HIGH WYCOMBE * GAMES WORKSHOP
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CHAOS DWARF LORD ON

&' GREAT TAURUS

Ministure designed by Alan Perry

The Great Taurus, or Red Bull of Hashut, is a huge monster with
the body of a massive bull and membranous wings like a dragon.
Its hide burns with terrific intensity and its whole body is
wreathed in fire and smoke. When it moves across the ground
sparks fly from its hooves and lightning plays about its feet. It
breathes fire in great snorting bursts and black smoke curls from
its gaping maw. The Chaos Dwarfs believe that the Great

CLITAIIEL
MINEAT (1=

Tauruses were once Chaos Dwarfs and that they were
mutated by the warping power of Chaos into living
bull-furnaces like the statue of

the god Hashut h:mself 4 A n.,l,l

Clande] Mikdaiman o bl tual, Thiv madgh

sssemhip
Wi FrootE .-..| |...- [ | pratieorl ||r|mr] wel g m.-u-; (T
e pepsand e Dt a4 v B wr paitang with U



ACROSS THE RAGING SEA

By Bill King

With the release of the first models for the EIf and Bretonnian fleets, Bill King
takes a look at the strengths and weaknesses of these wind-borne races and
offers his hints and tips for fighting battles with their mighty seafaring forces,

INTRODUCTION

The Bretonnians and High Elves have many things in
common. They ae argushly the two gremicst safanng natkons
im the Koo workl. Bath neikans use powerlal accan-going
feers that eely on the power of the wind for propultion. Balh
Tt prodece sperbatively akilbed senmen

These ssmilarizies sre hardly sumprisieg. Thene is @ kg hesiony
of commumicalin beiwess the people of Bretonmio s ihe
Tk of Ulibsini. lidesd ihe Beclonmans snbénied many of
their deepwater poria from fhe High Elves, including
" Anguille wiily it famous lighthouse, and the humans have
packed wp much af their nastical kare from vhe EIE e

GENERAL PRINCIPLES

Both Elves and Bretomnians ponsess ships that are genevally
{asier than those of asy olher race. The prsce of this preater
specd ix reliance on The vagarbes of the wind, and wpon
vulnerahle sails for propaldion, These facts mode (hen any
oibers should be borne in mind by both EN and Bretonmian
players. The movenent of an cniire flect cam be stopped deml
slmply by o change of wind disection, Coaversely, an EI or
Bretoeminn Neet with the wind i ibs lavoud can esually odl-
MANGEUYTE B8y opposition

Baifing fieets should set up with the wind direction in minsd
Uisually they should aim o sweep from one edge of the ishle

HIGH ELF AND RRETOWNIAN FLEETS PREPARE TO JOIN BATTLE,



ACROSE THE RAGING 5EA

o the ather, keepimg 1Be wind im their sails for & long as
posible. Providing the wind docsn’t change, (he movement of
a sailing feet will resemble o great curving s mund the table.
IF they can keep the wind in their favous, ihes wsillng fests can
wsunlly wir thesr sapérenr speed to diciaie when aid where they
figha, closing al their leisure when they find 2 weakness in thir
appanent's position, moving sway out of range if things go
agains] them

MAGIC AND SAILING FLEETS

In the Known world, Admirals mus take ancther factor ineo
consideration, namely ths even natursl forces such as tide and
wind are subject 1o anothar, mach grester power — magic,
Wizands can bend even the mightiost of soonms o their will aml
thelr power can pose o real thoeat jo o sailing Aeet.

Imagine il you will, a Bretosmian squadvon thil wddesly finds
that the wind has turned against it just &s the Empine’s
wargalieys come inlo range. Under vary (be Imperial Mayer
can close ar his lelsure, approaching Bretonsisn ihips from s
unghe al whach they cannod shood, poasibly even rammang them
il the pange I8 right. Perhaps, il the Imgerial Admin] has heen
cumnbng he is even using Lhe wind 1o chose with his hapless
enemy, All the Bretonmian ships can do 40 counter (s & make
& single furn ot of (he wind, At s critical point in the baitle this
could be devastating. The spell Wird Marter makes this
parsaable,

Or imagine an EW Admiral facing & floct of evil Dark Elfe. As
ibe Dark BN Wizard casts Sea of Glos across the entire
playing arca the EIl Admiral suddenly finds all his ships
totnlly becalmed, withemt a breath of wind o 11 their sails.
The Rluck Ark cun still sail in using s sorcerous power. The
preal monsters of Nagpanoih can move as they will, bt ihe
High FIF Flect can o noiking to respond.

Thee Cirey spell Weal Master con change the dinection of (e
wind al its casies’s whim, The Celestial spell Sea OF Glaia
becalns the entive table. Mothing cam move usder il [T you
are the Admiml of o wiling flect, the importance of these iwo
spells cannot be overestinmbed. Cast at the nght Hme, they cas
win or bose o baitle, You showld do all within yoer power 10
ke this imsu socom). Fsbanately there are ilsings you cun da

Carfiil deplogsent of yonr sailing Teet will enslile i 8 cirummaigain dhe ablemp ar e
Fansear poanihly gpend. A pone deitdad posillon will pay you @ a cleor dissivniege

io mindmdse the chances of thess things
happening. All you meed ie a litle
understanding of the way magic works.

Spelld are discarded when cast and
replenished during the End Phase of the
gamse. |1 you have o sailing flest and vou
pick up o Sea Of Glass spefl you should
tsold it in your hand and never use or
discard it, This way your spponem
cannet pick it up and use il against you

The only way he will ever gabn nocess 1o
it s by killing your magicien amd foecing
you to discand all yoar spells

Suppose however you do niol pick up Sea
O Ciliass and you suspect your opponcnl
et it and [ saving il for uie agains you
st & crucial point, what gan you da? Da
it despaar — sl i ot kost. Yo cun still
disped it il you have & Jade Magsc spell in
your handl. 1 you don's have Sea of Gl
and you pick up o Jade spell daring the
End Phase of vour tum = hold on ! I
may save your eadine et

Alio remember the spell Wisd Muster
can he as usedis] 10 you a5 it s to your emcmy. Yous entire
cunningly ks plan ¢an be negated af & stroke il the wind tima
apainsl you at the wroag time, You can use Wisd Master 1o
weop this. Ahematively you can use the spell 10 mm the wind
nrouml as you need it and take your oppanent by miprise.

Aot it abuve Jiisly maiie
apetly wll gl phe Crdestial
myngic spell S of Glass on u
snll af Ao, The excepiion iv
#lels, b ie apel] Well Storm
iy abapeds A on e redl of 34,
If v warth aovkeg that (f yow
drve i Jade Witard in your
et asd Gl o cam or dispel
welnk o Junde mergie rpall, vom
dre eniied b a de-rall on e
i, A Wigard Lord woniildd
v & | om yonr dice el




Supposing for example be thinks you're going to be sailing
indi the wind mext furn and expedts 1o caich you out becasss of
In. Uinder Ibese cireumniances this spell could be exmemely
handy. sdeed, so wsehal i this spell thal there @8 an argement
for saying that sailing Neets should always take o Grey
Magician, The incressed chance al mccessiully cavting spells
ol your v colour cam make this a vory worthwhile option.

You might think thet all this makes salling feets sound very
viilmerable amld you'd be partially right. You might also think
thai the fact your shaps cam be totalky immnobilised by losing all
their sails is anoiher huge disadvantage — in this you'd be
wrong

True, sails have very poor saving throws bui ihis is not the
whole wory. On karge ships, sails aro not ncarly a8 vulnemable
wi they look. Omce destroyed, unlike almost every other
location, they don’i cause critical hiss if hit agsin, This mesm
thist your foe will never sk your ship by shuoting at lis sails,
and thai every hit landed on a Destroyed Sail location is
wasded.

This makes it very counler productive o keep shooting High
and hoping to hit the sails on a Consair for tuu'nple. IF ihe sails
ot loeation High 5, 6 on 8 Corsir have already boen destroyed,
then yuosr opponent hes o hit location 4 o immohilise your
ship. Thia means he has only a | in 6 chance of hitting tha
location, wod @ 2 in 6 chance that his shots will be wasted by
hintkng an already destroyed location. The odds ae in yoar
favour. 5o, as you can see sailing ships are pol really all chat
wilnerabde nr mmaohiliaticn.

Having looked at the uimilarities beqween the two Beets it's
mow time 1o look at tke differsnces. Let's sian with ibe
resonnians

ACROSS THE RAGING SEA

BRETORNKIAN

CORSAIR |3

e OF il Lowi

Carvair Feaplate, The sl are o locutions 4, 5 gwel & anad 10.a bigh
bt Batr omily @ PR chumer o cuniag dhassige fukeemibng dhey Gl
Hhorlr maving rrtli). Hitwerer ance ame of tee docatlons hat been
dentrared. i chances of cauing furcher dompe dnape drasancalffe,

BRETONNIAN CORSAIRS BREAK THROUGH THE IMPERIAL LINE

W



ACROSS THE RAGING SEA

Thee Brerusion Gialloos usey il Macoonenn an @ defiriive soneen s i ram race forspel and

sl of sl viistoving hradridy apedeil e feosling (gh EY Esgleohip

THE BRETONNIANS

If §wt sre the Admiral of the Breconsian Fleet, you shoild
comsider the specific sirengths snd weaknesses nf every ship
and squadvon in your feet. [1's wise 10 be aware of g good
genenl guideline for Man £ War which is that, if the maporily
of your wespona fime forwasd, ten the bhest formation is line
abreast. If the majority of them fre heoaduide, the hesty
finrmation is lime agerm.

Thie reason fior this s akmpbe. Yiou peed 1o kecp as ciear a fine
of fire s vou gun, while manimising the nunsher of weapom
you can besng tix beat o an enemy. If
all your wespans fire fotward, you
don"t wamt many of your own ships i
fromt af you blocking yomr line of sight,
If your weaponk fise aldewnys, you
dan’t want any af your ows ships
heside you peribng in the way.

With tha exception of the Buccanoers.
the Bretonnian fleet bs armed with
casmons that fire broaduide. lmbeed. the
Bresonaian Galleon bas the mest
powerful beoadside in the geme. It can
bwing an awesome foar gun bateery o
bear om elther side. Al close mnge this
can be lecredibly desiructive.

As far @i the Hretonnian feet
concermod, this means the best
farmalica for Buccanccts, with their
farwand firing catapalis. in Tine abroast,
The best formatian for Corsairs and
Giallenns is fing asicm,

As n Bretonmian Admiral, your isctics
ahould be to lake advantage of your
broadslde  wespons  ml  every
oppodunity. This meass thai, whenaver
possible, you should try asd sail your
ships betwesn iwo coomy squadnons,
thus enabling wow 1o lire oa two
enemies o once. I you are facing a foc
who mses mostly forward fring
weapoes this can be especially deadly.

Wi

¥ou mzy find chal yousr career is a gquest
1o fined & hobe in the ememy line, I you
«cam find a gap bevween squadons und
szl] through it you will gei 1o bring
tivose mighty broadsides bo bear,

Camnoen are the sooret of seddess as 0
Bretonnian Admiral. Your besl bet is to
fine fronm as €loas [m as possible. Massed
firepower weed at close eange provides
wour greatest chance of desirying mos)
enemmice. The <1 saving throw madifer
for firing &l elose range can be
devauiming. You should take advantage
alil.

While your ships are nof utidermanned,
they are peserally wot as well crewed as
Imperial ships ar Ove ships. This can
make hoarding activas difTicul sgainst
sch foes. Conversely, apainst Elves o
Drhwarfs this could be a very viable
option, Generally speaking, sgainst
mure pumseris of cijual namhers of
focs, boapding sctions mre Last resndl
ctics. Ually you simgly can’t affond
w0 spare the orew.

In defemee, iheir deadly haiterics of cangon make (b larger
Bretonnian ships nearly inpossible o board from the side
while ihe guns are imact, Hirmever, yoar ships are ussally
vilnerahbe i being attacked from the fromt and rear. You
shemld be gware of this and pry (o avald letting dhips atiack yoo
[rom either poition.

Ruccansers are often dismizsed av [tle more than cennon-
fodder, This serivusly wnderestimates these usell linle ships
11"s troe that they are cheap bat this docs nol makes them bad

A gt of alree Bretnenin Cornirs snale rowl the edge of b fyperial line in ander 10
vk o Iriple ehose pasge fuvillode wgninad fie hedplrad faperiad Wodfihip
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A lucky ahol fram a catapall can do uniodd damage 1o cocmy
vessels and their two crew counlers can be usclul i boanding
sctions apains esemny crafi who have lost some of their own
AW,

Your best het with Baccaneers is to hold off at loag-range and
boeshand youe esermy, Remember, catapubis can’t fire at closs
rampe amyway, s yos have mathisg 1o gaia fram closiag with
the: enemmy unbesi you imiend o boand. Later in the batle, when
your enemy has heen wom down, yoe can close and initiale #
hoarding sction. Another use fea' Buccaneers {5 an 2 screen 8o
approach behind. They can be msed 10 Block line of sight o
wisiar lerger alips while yom move iowands the snemy. Your
Crongirs and Calleon can then usige pa them |0 pel oo closer
quarion

Corsakrs are the backbone of your floel. They are handy,
relishle. fast and manocuverable. The fact that they operule o
® squadron allows them to bring enormous amousts of
firepower 1o bear, A pasticularly useful wetic is 1o anake u
squadron of Corsasrs round the oulsade of an ememy line 5o tha
ol ihree Corsairs cum fire om one particular ship. There are very
lew foes whi can withsiasd nine casnna batteries firlng a1
et rlamk ramge. With any luck the target vessel will be o the
otam of the briny before it can fre a thed in resposse!

Gialleons are awesame engines of destruction, moe than
capable of holding 1heir own against any compambly sined
crafi. They can pound mosi opponents 1o wplimiers with their
four massed bitieries, Given their enormess nuggedness and
deadly firrpirwer, the best place for them is close 1o the eneimy,
as ahways, preferahly betveen twao foes, Close range is best w
that you gen that <1 saving throw modifier,

MOER ATTACK BY A DARK ELF FLEET, LED BY THE MIIHTY BLACK ARK OF NAGOAROTH.

ACROSS THE RAGING SEA

Ohvemull them, the besd tactics [or your Bresminian feet are o iy
and explon gage in the enemy line, petling in close and uiing
wour grealer firepower against the maximum number of foei.
Fomanstely you have the speed 1o he shile 1o move from long-
mange 0 close ranpe in one phise, providing your sy s all
intact, =0 o swidt sirike is ensily possible. You will probably
only gei ope chance =t ihis s0 the timsing ol your aitscks is
vilnl. Yoo may have 1o expose yoursell 1o scame long-renge fire
80 pull off your attck, bt the risk will be worth i If yos can

THE ELVES
The Elves mre o very specaald fleet, with ceriain mnigue ahiliies.
Whila évery oiher sbip im the Man ©° War gams has w0 fiollow
the nide of move and Then ibool. the BN warhips can nwove,
shoot asd then move again. What ix more, the weapons on the
A shign have s bonger mage than all other Agees,

As an EY Admirnl your seraiegy will be very different from the
Bresonnians. Your banleplan will be shapad by three lacivnc
the range of your weapons, your ships akulity 1o doubile move,
aml their compurative wealmesy in boanfing actices.

Al yossr shipa share e advantage: they are less villeerble 1o
changes in the wind than other sailing ships. Your ability 1o
double move, messs that ¥ou gan tum into tke wind snd stop
with wour fiest merve, then make your single tam oul of it with
yoar mext. Sailing into the wind still impairs your
enasaeuverability but pol ns much & il does the Bretosnians”,

Elves also wse & special range ruler (hal leis them fire three
inches Marther than anyone else, Equally imporamily their
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enormous amosnts of co-ordinated
fiweporaer that Eretonnian Coridin can
For . & sipaairom off Corsairs ar
Wargalley's will all mave and fire
before theit ememy geis & chance 1o
respond. During this period you can
only move one Eagleship or =
Dragonskip. Close up, squadeans will
usually savage indivicual EIf ships, s
you shoald prevent your opponent
genting within range for as long as
poaiibie.

Thai will alten mesn that o will sall
towards your [oe, fire, them fum away.
The tonger you can do this for, the
berier your chance will be of winning
the batile. You can evode your enemics
i loag-ramge (o (ke point where you
cam semd tn your Deagonship and
overcoms e, Evenmmally you may be
cornered by the foc, o showed down by
the wind o the point where yoar o
catch you bel until that happesn, his e
rur will usually be your best tactic. The
emne exception io this ks the Dragonship
bl we 1 comee B (sal later,

The fact that EIf shign cas double move
makes possible another imlercsting
tactic — hiding. They can often move

In shii Fraeple. i Miph LY Eagiehip movn i @ fring promion bifone shovting & e sanesd into positkon, fire and then slip sway

e tharm smrvry o] el e evrver of e dliamad e the Wil con choe sanal refim fire: behind terrain that obscares line of
The Mosssmiering Dragosiis re aim by sl i cover ot 5 phver 'y meat aneeik. sight, niech as an island. Usnally you
ean anly pull this off osce from any

magically propelled hallisa shots
are mnaffected by range, This
means ihey gain no benefit from
fring ot close rampe, and suffer
no pemalty for figing at long-
Tange.

Muosd EIf sbaps are compasatively
undder crevwed for their oast, amd
they lack cannons 1o fire
grapeshil in hoarding actioes, w0
ihey can be vulncrable to being
boarded, I you iake into
comsideration the [t 1that their
weapons are eqmally efTective s
the chosest and ment eatreme of
ranges, and they have the ability
10 monve, fire s meeve sgaln, the
bomes of a sound EN strategy
emerge that can be summed wp in
the phrase - Leep your d|stance.

For most IV ships it is betier 1o
keep the enemy al as long & range
as poasible for as long as
possible. This inctic will enahle
w0 manceunTe and caad spells
n an asempt 1o medise e orews
on ibe opposing ships. You
whowild also remember thai both
Eaglesbipy am] Dragonships are
Mo O War, This means ihat
they move and fire individually
amd canmod Bring o bear the

i

Hawladly Attack. s phis exsmple, e Kl player firey ai the
Caallorm gnd them moyes 17 @i b frens 007 N then saones o
farmhe 37 rorming Y1 a ke gort, and finatly moves fe morr
i el paenn BOF P tbe wima, comag o o dead ifop. AF
sl skt o bai ot Bl pahatie, B 0n GCE dfaie TR deRy
it skl il et il eniver arfock. Tl Gradivon 15 wsally
o i Bk ol P el Al i B r snon e v
W, e Menakahip s Drsk off the atook and s quicddy
sty feidnk



[given position before your opponced gets into o posilson 1o atop
wou, bai shoald the opportanity present itself, consider it. 1T
you have a crippled ship [ might even be wonth using b
CLVET,

EIf Hawhoahigs have a unique special ability. They can make
turne of wp do 90* instead of the usual 457, This lets them
jperform a special circling ansck. They can often mave inta
ramge, shood, 1hem turn awey direcily and put some distance
between them asd their focs. This makes them virually perfect
it and nm miders. Add 1o this the fact that your opponeet willl
wnsally be oo busy worrying showl other langer vessels o
purse ihein amd these crall can be very hasdy indeed ai
wearing down your foe. Since they are forwand firing,

Hawkahips are best organdsed in a line shicast formation

Eagleships are the mainstay of the EIf flests just as Corsir e
the malnsiay of Bretonnian ones, IF yesl are keeping yous floet
together then they are asually best organised in a line asicrm
formation so that they don®t ge1 in the way of esch others
Brcudsfdes. This way they can move in, five, unid move sway
one afler the other,

Ahematively, undike most Beeta, §1"s sonastimes betier for EIf
Fleets to operate separsely, That way your ships can approach
wour foe from boih sides. They have usfficien range 10 be sbie
b comcantral on dny cnemy ship they choose, and then they
can split p o confuse any pursasil. The danger with this is that
waour fleet may be desiroyed piecemeal but this ks less Bkely for
e Ellves than asry olher fleet. They can usually escape sny irp
thery Tall imdor becaise of their great sposd

Dragonships are an exceplion 1o almost all the riles
concerning EIf ships. They zre @ their moss dangeroes when
clome 10 the enemy fleet. In many ways they are the deadlica
ship on the sea. Dirmgoanhips are capahbe of sieply sphitiing

dvrvmial ey w11 waibde o fre ool

Ovir o thee s areenggtlus of s Higih EIY Mewt de e alilivy i covcemtnio Aigh fevely of feepower againg o ingle
turger frow ol pares of the playing area. b this caample, the fmperinl Grestcbip suffers three deruamning

ACROSS THE RAGING SEA

mosl foes im two with their deadly Starblode rams amd
continwing on thelr way virmually unhindered. Indeed it is
perfectly possible for a Dragombdp 1o sink mulikple encnmy
ships im this manner. If i scores sufficsent damage 10 sink (he
opposing ship they sall imo, then they can move on enhisdered
el mum amother vessel,

The very desdlinsis of the starblails b odlen the Deapoisiip’s
undaing. All 0o aften EIf Admirals, driven by an
undersiandahle desire 1o hring ihis devasiating weapon into
play, ||n|p1_l,- #all the Dyagosship inw the beart of the enemy
Neet, hoping for some guick kills. This can be madness. Toogh
though tbey ore. eves o Dragonahip canmed sarvive an
encouster with an entine enemy leet, oa their own

[Difficuld though § may be fo resist ihe tempeation o s jtal
onee, you Khould hold hack thds ultimate weapon 1l the righ
momenl, hopefully after you've worm down yous enemy ina
long and exciting chase. Then you should use it o hit the most
danperoun of your oppoanents ships, hopefully destoying them
insrantly.

An bt word o (e Dvagonship, il 0 becomes locked with an
enemy by ranming it and nal sinking the emensy vesss!
instamtly, bt may be best io board immediately. A pinned
Dungonship s wivally & dead Dengonabip. Board the eneny
whip s caplure i & you can (hen soultle yosr prey imstanily
This will free the Dragonship to prowl again, O course this
nilvice docsa’t apply I yoe are trying vo boend an unieaihed
lrmxperial Greatshep [roe the shde, Those three canmons amd [ive
crew willl probably be the death of you, However, agaimst a
Corsair the presence of your admiral might just shifi the odds
In your favour

Ta recap then. la my opinian your beat plan as a High KIf
Adimiral bs 1o fight & peofonged kit and nen action agales your
ememy, only cloging at
the very end, once
you've warn your fos
dewn. This i o stralegy
that should gramt you
Wy, 5o, & you can
won,  despite  1bair
umilarities the High EIr
ami] Bretonmian Fleets
actuslly require very
different handling.

The Bretonniams best
chance of mccess comes
from & swify sirike that
hrings overwheiming
firepnwer ta bear. The
Elves gresest hope of
victory comes from &
lomg Battle of parsuit
and evasion. However
yoti cam resl ansured of
one thang: whichever al
ibese mighty feels you
choose, vou'll have &
pusd chance of Malning
the seas red wiih the
blood of your esemies.
S0 what e you waiting
fair! — et ol there and
get o grips with those
dogs. May treasuve and
plory cover (ke winner,
and the dacmons il
Chace take the joser.

[
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THE 6th INTERNATIONAL CITADEL MINIATURES
PAINTING CHAMPIONSHIPS

The 1991 Golden Demon winner was
Paul MeCarthy from the Reading store.
Paul, who's been collecting. painting and
gaming with Citadel minialures for
almost 1en years is o big fan of
Warhammer and has armics of High
Elves, Wood Elves and Dark Elves &
well =x sizeable Orc and Dwarl forces.
The Tyrion miniasure that won Paul the
Crobilen Deman Slayer Sword, is actually
the general of the High EIf army that Paul

regularly games with. As you cun sce, the PAUL McARTHY
chioice of bright, clean colours and GOLDEN DEMON
i,|1|g'||1.in5 attention o detail on the jt'l“.‘l!n. CHAMPHIN

armour and horse barding made this
miniature a clear Tavoorite with the
Joilpes.

PAUL McCARTHY - REST
WARHANMMER SINGLE
MINIATURE (READING)

WINNER OF THE GOLDEN
PEMON SLAYER SWORD

As you can see on the
following pages. the
standard of entries into the
1903 compelition  was
higher than ever before, und
the fodges had an extremely
difficult tsk 1 picking out
the finalists, let alone (he
category winners. Well
done all of you, amd =
special  thank you 1o
everyone wha entered the
competition this year, Next
year it might be your tum to
win,

RICHARD HARRIS - REST WARHA.MMHR BATTLE 5CENE
(MANCHESTER)



GOLDEN DEMON 95

MMER 400000 YERICLE (LUT




GOLDEN DEVON 41

WEIL THOMIBON - BEST WARIAMMER 20,000 ADRIAN WATN — SPACE MARINE SINGLE
SINGLE MINIATURE (CHESTEHR) MINTATURE (PLYMOLITH)
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BARRY LITS - VETERAN'S CATEGORY (LUTON)

{wi?‘é'aksm;v-r?‘“ ]
N e

\ |

JOMATHON ROOHE - BEST SPACE MARINE BATTLEFORCE (CAMBRIDGE)




FRANCES ELLYARD - YORK

ROBERT MANLEY - STOKE MIKE POOLE - SOUTHAMPFTON SIAN HOURD - NOTTINGHAM




GOLDEN DEMON 23

MATTHEW STEVENS - NORWICH MAXINE ANDERSON - LIVERPOOL

RICHARD AND GERALD MOORE - NOTTINGIHAM




OOLDEN DEMON 3

JEFF HARROD - MANCHESTER
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CHRIS JACKSON — LEEDS ; NICHOLAS TIMUS '\GHI,-H-E-I,J__!-- NN SINTON - BECEKENHAM




GOLDEN DEMON 93

MARK WALTHAM - ROTTINGHAM

= ADRIAN WINK - COLCHESTIR



I [T the Giant strides

. — MARAUDER—

GIANT

il HUGE AND DEVASTATING
WARHAMMER MONSTER

Moded deshgned by Aly Morrlson

This it & Margudr Minkatue sagert Ui (it ety & degeee of misdelling il This mealel is s
icorerTEled hat poamg on mekprriesood moiclion,

Alarssder Micismaers arr sopwhind impisind. Th ssslel rrjsiivs ssembly, Wy recomewnd dat iy
carchals chemaed s trimmd wiih @ svadelleg Ll b fio aaacrnbiy, o (hat 2o menbel i sl
hrfiorr paerrng i kel pasel

about the
battlefield yelling
and belching,
instilling fear into
even the most
stalwart of
warriors. Immense
size and strength
give him a huge
advantage in
combat. A blow
from a Giant has
no chance of being
stopped by
ordinary armour.
Even if you can
defend yourself
against the Giant's
powerful atiacks
you are by no
means safe. Giants
are notorious
drunkards and
have a tendency to
fall over when
startled, crushing
anything beneath
them.
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ROBIN ETHERINGTON = FHIL RILEY CARL ERANKS - PALUL SMITH - PLAZA
BRICFHTUN MAIDSTONE BIRMINGHAM

SIMON KHTES - LEWCESTER
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B CAMPRELL - SWINDON GARY WARRENER - MIDLANDS ROBIN EWBANEK - GUILDFORD

NICK SIMMERSON - YORK TAMES KARTON — EDINBURGH

WEHE




CHOHLCHEN DEMON 93

JONATHON MIDDLETON - EDINBURGH

VAN BROOKE - LUTON

DAVID ROBERTSON - EDINBLURGGH



GOLIHEN DRMAIN 11

HRIAN SPURGATIS - NEWCASTLE

ALAN HIULL - CARIMFF

DAVE BARLOW - 'RESTON

wisd



ARC-CANMONS, 5 LAS-CANNONS, 70 JETIEES. 19 g NTINALS. 10 F
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VATRIINIE

NIATURE BOXED SETS

e e ———— ] e
'SPACE MARINE LAND RAIDERS ELDAR LEGION |
i ) A T

COMTAINS 120 Gl BOYE AND 18 BATTLEVWADDSS

Each Space Marine Epic boxed set
contains an exciting selection of finely
detailed plastic miniatures for you to
expand your Space Marine armies.

CELADELD
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ASSISTANT GAMES
DEVELOPERS

Games Workshop is offering a unkqoe oppartunity 10 join our stalf 9t the Noctingham studio. We lave three places foe
thee newly cressed rode of Assistant Games Developer, The three seoocssful applicants will be employed on @ maximum
{wa year cotract specifically 1o neiis our design deums to invent and produce new gamies and supplemenis. The work
af the Assistant Games Developens will be assessed over this two year period, ot the end of which we will affer
permanent paces 1o those who have proven sufficiently able.

THE WORK

The work of an Assistant Games Developer s intended o teach you how games are invented, developed and
proshaced. You will begin by assisting our Cinmes Designers and Games Developers. This will mean making mock-ups
af games, books, and cards, working cut and checking points values from army lists. and playing games along with our
design teams. Yes we do wunt you to play games for o fiving! If you prove capable then the work will eventually
expunsd 1o cover all nspects of gumces development and production, including assembling rule books, writing wp nides,
producing White Dwarfl articles, preparing work for printing, secing prind jobs through 1o completion, coondinstion of
model making and production, co-ondinating release dates with White Traurf publication, and preparing suppaning
artiches and adverts, and ... yes the st is endless, that’s why you get two yeans to figere il ot

QUALIFICATIONS

There are few formal qualifications for this position alihough an unguenchable enthusiosm for Games Workshop is an
absolute necessity, A good knowledge of Warhammer, Warhammer 40000 and Space Marine is esseatial too, You
st be between 20 gad 2% vears obd, with some post A-Jevel education. Wi are looking for people with degrees or the
cquivalent, but if you dropped oot of colkege, or ane willing to do 5o 10 to ki up this position, we will corsider yoi.
You must be reasanably literate, with a good commund and understanding of writien English. You must als be
keybisand literste, that s to say vou need io know how 10 e a computer and you need to be comPortablke about typing.
We woald require you 1o have ol least 0 level maths, or comparable or hetter maths qualifications, as o ot of our work
imvolves ealculations or the manipalation of dice probabilitees

THE DEAL

The three people we take on will be provided with lodgings ar our expense, in 8 house owned by the company. We will
ulios provide voo with n bas pass oo get you into work snd back. In sddition you will receive o wage of E6,000  year,

We will assess your work perodically and may ask you to complete specific projocts with a view to yuur sssessment.
Your continsed employment depesids upon a satisfactory work record, and successfiul completbon of any projects you
e riven,

Upon successful completion of your pwo vears s Assistant Games  Developer, we will affer you a wiitable job. We
anticipate that this will be as a Games Developer, but if your skills develop in a specific direction you could become
Clanwes Desbgner, Editor, or Progluction Artist

WHERE TO APPLY

Send us your full CV, togesher with as many detaily as possible about yoor paming experience, the amties you
colbect and your sbilities & & miniature painter, b

Assistant Games Designer
¢fo Simone Greasley
Games Workshop Lid
Chewton Street, Hilltop, Eastwood
Nottingham NG16 3HY
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DWARF DREADNOUGHTS

By Andy Jones

The Dreadnought is the greatest warship in the Dwarf Navy, some would say it is the
most powerful ship afloat. Like the Ironclad, upon which it is based, it is a Man
War. That is where the resemblance ends. This single ship manages to carry more
guns than a squadron of Monitors, has armour plating thal is more than a fool thick,
has an engine that can build up an awesome speed for its size, and still holds a

sizeable crew.

rh\.wlmmp:hh have a unlgque arrangement of buoilers
linkeed B the Pwin paddle wheels ab the side and 1o the
single huge wheel ai the near; which combine o give it
immense speed for a ship of its saze. This armangement
abso makes the Dreadnought incredibly difficult o siop,
as both side and reas Fu\ixﬂl.‘h st be destroved befone
it will grind o a halt. The firepower of & Dreadnought is
extraordinary, and legends well of these vast iron ships
holding up and destroying entine Plrate Flests within the
Black gull ard aff tha sland of Sartosa

These huge armouned p.'.ddbf--;hw:u'l-; are clad In fron
Fl|.l.|I."'|-. which means they can withatarnd a&n enarmous
pounding. The steam-powered swivel turrets can be
hurmed 1o being guns o bear on all sides. As such,
Dreadnpughts ame a powerful addition 1o the Dwarf
fleet, as they can bring devastating cannon fire down
any largets (o the ok, rear or shdis

The nest few pages ghve you all the nales you need lo e
Drrvad neghits. in yoner Man OF War games, together with
a revised Dwarl Fleet lst

DREADNOUGHT RULES

Thie following mibes apply o the Dward Dreadnoughi. In
addition, unless ipn'i!imlh' conkradicied here, all Man
" War game rules anad Dwarf special rubes also apply.

MOVEMENT

The rh.wlnumﬁhl k& dr—mp,rn{ w0 that | can continge fo
mave oven il heavily damaged. If vou look at the
Dreadnought’s templabe you will gee that then ane Iwo
p;uhllr wheel locatiors: one for the paddles mounted on
ther side, and one for the paddle mounded on the back
Even il one of these kocations is destroyed, the second
can sHll manage o take the strain and the Dreadnoaght
can still move, albeit at a redooed rate. I a single paddie
lncation s destroved, the Dreadnought movement rabe is
reduced by half to 37 This means that de Dreadnought
s only immobllised iF both of ks paddle locations ane
destroved, and therefore ks very hard o stop!

Thie Dies .!nu-;lgl'u may turm om the spod, jast like other
a.h_-J.n'.-puw:ru,-d amsd owamed :.h||1-7. #i long as it has its skde
paddies. Once these are destroyed, it miast use the
turning template fo ey like o sailing ship

The Direadnought may move up to 47 backwands. This
takes wp its entire moviement,

The Dreadnnught may ram other ships. To do so, if must
mave al least 37 in a stragght ine towards the targed

COMBAT

In addition o the standard roles, the following \r\-u"r|.1|
coabat mules J.|'-p|t 1o Bhwr [ Dvvacinougha

Broadsides

The Dyeadinocight’s broadsides give it a I dice antack o
left and right each tum while both batterics ame oper
ational, Leskng a single broadside battery will destroy
thee gums at fhat location an both sides of the ship, just as
im thir Man ©F War milebook




MAN O WAR - DWARF DREADNOUGHTS

DWARF DREADNOUGHT

Weapons
2 fowe canm baltery tureets, firing theough W0
2 adt carnon banery turress, firing themigh 507,
2 hivsdside carson battenes.
Al rarnons may mpel bparden.
Special Rules
May mm: ship maiet mervy 08 Seagt 3° in @ giraight Tine
sowarels foe. I congact is madde, S st make a bedmw
il wadied Vi saye; i hae falls cold o dece

1 1 it of Bk {bwe watieeline damag:
I4 2 points of below e waterline damage
54 3 points ol beliry the waterline demgs

eer it buted. 1 Socartion by nollling 5 ar &
mwﬁu s h‘

Turrets

The Dreadnosght’s two scts of turrets, moumted 1o fromt
and reas, operate independently, with each tummet having
a firing arc of 907, This mears that the front right hattery
cam efther fire straight abead or o the right; the rear left
battery can fire either straight abead or to the left, et
Wheeri a turnet i fired bo the side. ibs attacks ane added o
the number of broadside guns fred, Shots from a et
are thereione targebed |0 exactly Hw same way as those
from i broaddskde = From the contre of the ship and not
friam Eha turret’s location,

For example, while it has all of its guns operational, the
Dreadnought may make one of the lolkewing com-
Bination of attacks:

1 It mary fire both fonc-turnets forwarcds, both rear
turrets backward, and two brosdsides (ore bo cach
sidel; this gives it a 2 dice attack in every divection.

]

It may fine one forne-turnet o the right, ome near-
turret o the right, one foneturmet 1o the left, one
roar-tireed do the beft, amd two bmadsides; this
gives it a four dice attack to the right and ket

Theese ate by no s the only attacks it may male, I
serve a3 wxsmples of what s possible. Within the rules
for fire arcs and line of sight ebe, a Dreadnought may
combine its attacks as i likes,

Howwver, note that the befi-hand turrets may not fire to
the right, and the right-hamd turrets may not fre left.
This means that & 6 dice broadside is not allowed, for
trstance. The Dreadnought’s templabe shewes this,

Mamaging the Dreadnought’s Guns

Tarrebs: Each turret is an individial gun position, and
damage to one doesn't affect the others. When a turret
location i damaged, the atacking player chooses which
turret in Ehat Iocation s destroyed = the right or the left

Broadsides: The broadside cannons are mounted in
Ibatberies that run the width of the ship, and each hit will
destroy guns on both sides of the vessel. Therefore, the
first bt on the broadside gun deck location will reduce
both broadsides o 1 dice - the distinction between sides
s mot mache. A secomd hit will disable both bmadsides by
a further 1 dice, desteoying the broadside guns,

DWARF FLEET LIST

The following supersedes the Dveard Fleet List printed in
the Man O War ruliebook,

DWARF FLEET

A Dhward Floet muay consist of the following:

Mien O War: 24+

The et must have at koxst ane Dreadnought to
be your Admiral's Flagship. You may have ofe
Dreadnought for every Tnonclad.

Cost; 200 points per Dreadnought.

The et must have ot least ome Ironclad.

Cost: 150 points per Ironclad,

Ship of the Line Squadrons: 1+

At keagt one squadron of three Monltors. You
may have a maximum of two squadnons of
Monitors for every Man O War in your fleet,

Cost: 150 points per squadron,

Independents: 1+
AL least one Mautilus You cannot have more
MNaiiileises than you have Men OF War.

Cost 75 points per Nautilus,

Admirak: 1
Costr Free.

Bl 0 War Cards: 1+

Coatr 1at card free with the Admiral, subsequent
cards at 25 points per cand.
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THE DWARF FLEET

Jee sen had not gef risen when the first waters seeped through the newly opemed
gludces in the dry dock at Barak-Varr, They rose slowly around tie vast iron hull
that sat resolutely in its cradle: the cradle Hiat had lowsed the Dreadiouglt for the
tiva years it fud taken to construct, The rushing waters (dly furned its great padiies this

way and Hiat, as if testing the tides.

Guitd Engaeer. Hesgtst Craghmon dugged af his feand
and grimned o3 b surceund the soeme wlth mitisfiction.
The aneirnt toaef labowrnd Jumg fir fis doy fa
v, e bame of engineers fad fodivd for mamy hotes fa
Pty Cragbvone’s grvenfest drrn ffo malily.

Barak; Varr, Hhe gorowd nureal streagholid of five Dusef Fleet
ured e patvusry o e Droarf slrongholifs of the Worlds
Edge Mourtains, b seent oy owssels badll within iy
s, Frow it fron doors had jssusd fortlhy it romcimds
il Momitors of the Choarf Warfleels.  Now  hiv
Divedracaigivd el fodnn dnesu,

Prerhays it would eronrt gobd-laden merchaal ships fo the
Flick Glf, or strike i amger igatnst fontfarrdy Orcs inho
trial fo establizk o foothald on e bareks of the Blood
River. He twes remeiiededd of the WoerlTeet ot hosl pist o
unnter i fesr months apo o orieh o rge plirale fleet that
Tand bowre harriissineg alvigpindy anounsd Sarios, What g sight
et honie imes of Teoenclaate, Aongtors aind Nowfilus
berm, stirring @ feree senser of pride fay the o emgimeer.
Crighvo somedfaies wumdernd i he s e onlie Diastef
engirerr wh ey belfeped fo the & of o puite,
wha conlif truty, see beyond the sall derams for better
artillery pieces or steame-posivnal gwrocoplens, I soeml so
Harl didw fatbver, Dvnmigrin Craghnony, o s
death bef, had emtrusind the secred plas for Tea sieel
plabed cersiips fo fein, At St s falber had gone do
Join e avcesdors, i oes Hengist'n bk e carry on e
development programune,
Witlim e af te wvicient h:rr-hlrnd'hn\‘vhrlﬁm
ot from fatlier f som, freon Craybrome b Cragirom
Hie ages = Ley miwech valuuble igtermation, idinling the
vz for the first Drarf shi, the Masilors. When By
Tl firat evmergnal from the Engiroer's winds on the Blood
River, coimtless years ago, o menr ene b afaomed: e
frirdly of ir sge sherne Dusnts conld it b sesr fn sticrdy
prasels of their oum derising, mmmﬁﬂ,
cmfulent There was o relinee o e
elements for e Dl sndars, Jhﬂuﬁ‘b‘mth
slem evpiries i punclelle s peneriug
the hhmbr:n throngh i toaves. Moy comoemebional
D iy bramdel the Croghmom Clim'ed her
acolwirs vocenirie, (f med el e covcriving of such @
combraphion, mad thet crdtos of e Momifors mere regardal
throtphotd Eroarf sockely wih the smr frepidation mul
respert afforded to Trolfsleyers, Murmy enginoers tolfvine
the D ity were ibsolitely sicre. fart Hie Menitors
el et Ronf, weul their crois nene doomed do g quick
trig hethe diekest depihs of the brimp Yol fo Bhelr

sairprise, i Mowitors gatand decisioe ressdis i Heewr fired
enicomitiees ot ey vssels, mio oo it diffeudt fo

. Bedk thae Bt Dl e thae Mlomeitomrs. Thae wesizeds” mntal hlls

e almsd fapssehle to permetrate, sand st teeie dmn
Tatithes Innlterant  dowm, i Dinarf sl
preserated pal proddenes b o brvineg b board them.

Wit the Drewrf el wow fo its ffomey, amd the
Muomitors nwrr oligbging araunad e seas of the 018 Warlid
micking  their mark ow slowesoerer Hhew ran o,
}h;ﬂigm!xmrxmmndhhhgﬂmglm
muwhnghrrfmﬂmrnmrm.rﬂ the Iromefid.

Bigger, better-armal il Hardt it Mailor, the
Trumcdd coan. the fired Pradly ocem-podigy Dramrf warship,
His conteruparsries argual it here sos the Sred renl
eviifienice thal e Cragieore Clan were prfy masd. Vel
ey yeumger Dowrfs flocked fo crean e Iromchede, fured
by prevaiees of bavtle, ghory, hwioirs o frosiene from
armed the sews The ioesomir fircposer ol erusinting
mnd.rgd.hﬂqu_fl‘.’kf ,!wpﬁimd!irﬂfﬂ

wiility e a errific g 1 frimme
nl.l'mwra.wr et it the Dumfrm o o vl
posier fa be meckined ey,

Wient the book comie il fois - possesssom, Hivigusd fod @
prsiew. of stilf grewter thimgs o comies o D] slvigr that
wonlf be i Kiug of the s, amd it ool carry o eefrole
Drmart-holid i endr. Choer e devmdes this iraitial fermor

mred Hardeued inte an embitiows, gel achicorbl
desipn waiy M techindloy already pesded (o the
Muvaitors aond fromchods, While miod big emowgly by carry a
mlile - Dipmrf-fold fo qoer, iF mms buge By oanpne’s
stendfaritz. Hragidt suts comfident that ks nent glips
ot e #ve et atorl coustructions anyschers i i
O Warld, whether an fand or sea. [F sermed the only

it o alvoer expeesiee of budlifbar divess m e face
of appoartnon fram the mone established engimerr's grailife.
For o lomg time e wtited, all the sdelle curriing froows
il e et @ffiient Divwrver modides i satrok of spon-
sorevigr, Sacht i cowrse of action grated agairesl Craghron's
hurracier, but Hesigdst grilied Ins leeth amd devided f pud
gt wifbl e atiis ity Dusorven shamaberds)
of the artstoerecy, After comeing bo bves wl o
b f el Dovenfs that Hengia? secrefly thougivt sene
tarimied with ELf Woost (e coull s noother iagson for
thir Defurriowr or mameresindl, Crigbeome bisiped s
Mipgrin  Sterflrsimer, e secent | inftritor of Pe
Steelfwimaner forture, Mumgrun sormes @ dour as the
ricxt D, il keny ovl whips To boor. He proced @ guick
Tesermer, afthongln rasle il taues, wud Craghrome s fim as
Hhie pynty fos Phae prafisabion of fris dreame Biet Mastyrion ol




his e desigres, and refused fa be swspnd fy Cragbnme
Al whout the srne foe it Cragivon compleded lits mene
drsigrs, his rich protont unpeilad s aum design for te
Mawhilves, & subrirside marsiip, Mumpeon Fad pockly
prival be s ragh amd ncpapeatiomal even by Hengiet's
shandaris, @il i soemanl ifit the WoraifiTus sas something
of a joke fa confound the ather doubting mgiocers; here
was i mpiritor el il imdeod punge fo Bt ocam el
= atmal thsems proesad do come bck ap gt

Ahlfough armesl with mgesins . olockinerk - Invpedoes,
Musgrim’s Namdilies Jookad destinad fo o life of ridicule.
Murlor creis: svre refuctant fo iy Baeer bed ad teis
merre fooean of draeed amd, gieen @ choiod, sl reorurts
ctindrd fo man the greal guns of i Imnckeds. Mungrin
tovts at it ol duss P 40 recrundt e first Dimaroen swh-
matrimmers, [ o oy by prablichy ehaBening the oot
uf ta *Sewanlf”, the mosd famos Dinareen. Mondfor, lo @
Pubie, i slaking kb ontire famdy fortine oo the
ouelcoiie, el Mirgran mumrped o perssnie M rashest
Dhsef aidars 2 efimb aboard e Nombiles

Fifteen neinutes later, in froml of o brge assenibled crosnd,
it s all oper: the Semoll” lay [ishing o porf, black
emuke hithesinggy from o paping foqedo hale in ber sile,
vl e v clmging o greces of nireckepe. Mirigrun
wts o Damrven foero amd Cragleont sralfonnd s aeser-
varbioms and qunprahubited fis protéed on @ brudy radical
v Epreessiow design,

The ‘Saranll” evacomiicr craniod sach an finlenest in e
wlaps, tart more money s wde sveilable o Heagfst amd
Iis emegimarre. He was fimally aldle fo put his plivs o
epwerabiont. He fold Its biokers that his s ool foavr
otwer fhe mighty [romclads, Desifig i in speed,
firrpoter el erdlicranie. He mamad @ the Divadmoughie,

A [TWARF DEEADNOUGHIT SUTTCRTIE By MOSTIORS. AND A RAUTILLS ATTACE A DARE ELF FLIET.

sl e by mannitdbre off il rinction beger oo

A Jowd croabiing aud growenfoy drese Craglroie from feé
reverie, aind i paze sefuraed to the [ished slip, ds the
rigimy sviters [iftesd (8 clonr of (05 crodle. Adbbough e had
wvery ftith fot lies Drief arnd esbed dlesiynte, i mever Sifod lo
prerprise Iing mhem Dy constructions acturlly foaled,
Here {f oas, the first Direadnowght, fladting i te dock,
The gadherd engineers tewr it tieer habs amd eheensd
wncharacteriziic breviiy an the grom sea doats o ihe dock
began fo opem. Gowts of smeake poined front e four
smokpsiacks as the porerfiol rgpdmed bt bowels of thee
grond prssel startod with o deaferring roar. As it huilt up
steamy the Deeadnpinght's higgr Mafroalie musioel-tureis
begun fo rofate fo port amd starbaied” 25 the conmplex
mertmiom ey fested for frulls. The oessel sl s
Fraige bk forivards fatoarids Hat openn st ared ifs captain
et i bty seugle note o the foghorst in salute, The call
wnts tuker g by U squasdnowss of Moattors sl Tromclals
ar rest in B maititory dockward, amd soom e endfne ise
s eehoimg fo e diatfirming blest of w bl sirens

Hearing footstegs sppreosching. Hegist tuoned do see on
extrowedy portly D, bedecked i brald anid splerdour,
appuacking ki This sus Adwbel lronfisl, First Sl
Lol of the Dwarpen Fiects. He pelted Hengist on b
shoubder umdl grimand broadly al him, showivg & mowthfil
of Brokest ool Iromfist s e veferan of g s
baiples, meul bure e scar d proee 0

“A proud dey for i, Crngbvow™ He saisl gruffle. “This
Wil - e Ehvoafraaniige ~ wll? suredy estnhlish our flects 2
et D e v donrld ™,

Lovkirg @l e oasl bulk the Diroednowght
Cragbons dite’t dowbd that this wis surely true:




MAN O WAR MINIATURES

The Man O War game is supporied by a range of Citadel Miniatures boxed sets,
making up all the famous fleets of the Warhammer World, Each box contains
either a single mighty Man O° War — the biggest warships on the seas — or a
complete squadron of Ships of the Line. Each set comes complele with plastic
masts and flag-poles, plus a sheet of

full-colour sails and pennants for

the models in

the hox.

The Mam O War Bretonatan boxed sers congist of
3 Buccaneers, 3 Comairs and a mighty Bretonnlan Galleon,

HIGH ELF DRAGONSHIP

The Man € War High EIf boxed sets convist of 3 Hawkahips, 3 Eagleships and a mighty Dvagonship,
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CHAOS DWARF
ARMY LIST

BY RICK PRIESTLEY

This month we present the Chaos Dwarf army list. OF course, there's still a bit
maore work to do on it, testing out the new weapons, and finalising details, so if
you'd like to write in with your comments it isn't too late! Next month we hope
to publish the Chaos Dwarf magic cards which are curently under
development, and the rules for Chaos Dwarf Blunderbusses (no room in this
issue sorry!). The Blunderbusses will have special rules you can use the

standard hand gun rules for now.

Like all Worhammer army lists this one has been designed
a0 1hat you can choose an army 1o 8 presel poinls valee
agreed upom by your apponent and yoursell. There is nio
upper limit 1o the size of & Warhammer army, bul one
thousand points is probably the smallest size thar will
enable you 1 field o battboworthy force. Two thowsand
poinds is sufficient o give you a baitle thal will last an
entire evening, while three thousansd poinis is esoagh o
fight o batibe ihat will last the hest part of o day

It 5 & good kdea o oodlect armees m blocks of a theoend or
five hsndired poants, starting with. say, a one thousand puhilll
core foroe then adding hlocks of five husdred points at a
tme. This alkews you time 1o paint the models and iy them
out an the tahletop before dechding what 10 inclusde nexi
Chaaos Diwarfs can wse Chiaos or Ore and Ceoblin allics, ond
can ulso use some of the Ore and Coblin toops directly in
the form of subjugated tribes, If you alresdy have these
armics you can build up a wable foroe of Chads Dwarls
uite quickly, and them docide whether o expand the anmy
with more Chsos Diwards ey,

Before the game both pleyers agroe upon a points valse for
the battle. This will usually be the same for both sides (eg
2006} poinis & shde). You may choose up Lo the agreed
poinis wonhy of troops from the Chaos Dwarl list, iscluding
up o 25% allics from the approprisie Warhammer Armics
lists 4 you wish. Your opponem chooses his troops fnom
the Warhammer Arnsies lisl for his anny, The iotal valae of
your grmy may be up 1o the agreed points todal. nd in
practice it may be a few poinis short simply because i is
impossible s find something 1o spend the odd peint on. A

small points difference between the opposing armiies
makes no difference to the outcome!

THE ARMY

The army list is divided imo five sooion from which yoo
may chooss your roops: Charcten, Unit, War Machines,
Munsiers and Allies. You are permitied 1o spend naly a
centain propartion af your tolal poinis on each of thesg
calegories m described under Army Selection o the slari of
the list. Por example, the Cheos Dwarl smy can spend o
masitum of S0% of its poinis on characiers. These
Himitathons ensmarg that the armics ane reasomably halaseed
and do ni have a predominance of choracters, war
machnes, of large moniners

wrtmi



CHADS IWARFS

CHARACTERS

‘The points vou are sllowed 10 spend on charscters includes
the valog of ibe charmcter’ weapons ud equipment, and
incluiles maphe armwar, magic weapons and other magic
items. I also includes any creature the character rides,
whether a sieed or @ big monster, If (e chamcier rides in o
chariot then (he points value of the chariol mnd ils crew i
alio inclsded in with the Characters points allowance.

Note that if you choose & monster or & charjioa for &
charscter (o rde, you must neler to the Momster section of
ke list ar the 'War Machines section of ke list far details of
poimts values, profiles, crew, elc. Don't et this confuse you
— the points vahie of theie mensiens and chariots counts
towands the palmts yon are allowed to spemd on charachers;
their podnts cosl diss ot count wands the poimts you e
alrared 1o spend om momsters o war machines.

There of tw types of Chaos Dwerl charocter: Sorcerers
and Heroes, There wre three types of Henoe Champions,
Heroes and Loads, OF these three types; Heroes and Londs
may be given any of the eyquipment described in the
Fguipmem List, as well as monsters, chariots, and magic
itemy as described in the srmy list itsell. Champlons,
however, are purchascd fo include in your units.
Champions always fight with the unks they belong ta and
they are armed and armoured exactly like the ordinary
roaps in he unit, except that they may have one mogic
jecim in nddition, The paints valise of teir equipnsent may
b fotind on the Equipment List in the same way an other
characiers, buil remember you do not have o free choice.

A characier can curry appropriate maghs ilems chosen from
the mugic item cands in Warhammer, Warhammer Batile
Magic or which have been printed in White Dowarf or the
growing number of Warhammer supplemonis. The points
valwes of magic iems is printed on 1he cands themselves
together with the rules. The maximam number of magic
Mems & chameter can have is restricied (o between one and
for, as indicased in the army It

Npee that some magic ltenms ean only be wsed by specific
races af by specific types of charcter. For example, 3 scroll
can only be used by a wiznrd (called Sorcerers [n the case
of Chacs Drwarls). These restsictions are indicaled on the
cands themselves, Chaos Dwarls cannot e magic iems il
they can oaly be osed by Dwarfs - the magic of crdinary
Dwarts is completely opposed 1o that of the Chacs Dwarfs
andd will aol work for them., Chaoa Thwarfs con use any
ltems thnt can be employed by Choos, but not items
restricted o & follawer of one of the four Chios gods
Khome, Treenich, Slaanesh or Murghe. The Chaos Dwarfs
hawe their own Chaos god, Hashut, who is completely
aastinet and unigoely mssociated with Chaos Dwarfa

UNITS

The Unats section of the army lis describes ibe troops ihat
form the bulk of & Chaos Dwarf urmy, Troops are organised
imo units which must be o least five models and can be
bigger. The size of the unit includes its leader, andard
bearer, musiclan, and champaos if it has them.

Al umits are sssumed 1o have a leader equipped in the same
way & his troops and with identbcal characberistics. The
lenier codts the same poinis o an opdimary trooper and oo
separabe accousd s made of them in the army lisa.

Standard bearers and musicinns ane asumed 1o be armed
with the same weapons and equipment as the ordinary
troopers and fight n the same way, Minor differences |n the

- actual equipment carried by tbe models may be igmored,

Starelard bearers and musicians cost doubls the points of an
ordinary trooper. See the Warhanuner rulebook for
umplcfemlﬂou how these froops work.

Some units are permitied mugic stundards. These are
covered in the Warhammer Battle Magic supploment nd
are included as magic ftem cands. [T you include a magic
standard with a umit the points value of the smndond is pan
of 1he unit’'s cosl,

Units are permitted Champions — herole individools
amangst the rank and Tile troops. A anit’s Champion is
always oquipped exactly like the erdinary lroopens except

that he may also curry one magic ilem. Note that the points
cost of the Champion comen from the pednes allocaied for
chamcters, and not unie

WAR MACHINES

War Machines includes all the astillery anid other machines
used by the Chaos Dwarfs, This section of the amy list is
compleicly straighitfarwand, all you have 1o do is chowse the
witr” machines you want up 1o o maximum of 23% of the
polmis value of your smyy,

MONSTERS

Muossbers ore beasts beoaght abong 10 fight heside the army.
They Include captive monsters goaded imo fighting and
monsiers which have been magically bound by spells of
phedience, Monsters chosen as mounts for characters are
NOT included in the poinis allocation for mansters, they
are inchoded im ik points for charncters insiead,

ALLIES

Chaos Drnwarls miay melude 8 proponeon of allies wonh up
10 25% of the army s polnts value. Chaos Dwarls are
perimiticd two types of allies: Chas, smd Ores & Coblins.
You ean include either or both al these in pous army i ¥ou
wish.

Ta chisose allies refer 1o the Warhammer Armies lia for
ithat ruce, You may choose forces from the Charncters,
Units. and War Machises sections of those army fists. In
the case of the Chaos Hist you may also choose Dactvors,
You may not choose moasters or further allies from the
allied lists,



When choosing sllies you may igmore Ihe mormal
resimictions on sy selection. This is the section al the st
of ench list which defines ihe proponion of poims which
may be apent on 1he ssmy. For example, in the case of an
Ove & Croblin sy you con nosmally spend 0-505% of you
points on characters and 255+ potnis on units (ealled Mobs
in the case of groenskine), In the case of allies these
propanions sne igeoced. yoo can spend your pointy freely
between the categoeies

However, you are still hound by any other restrictions
reganding the namber of unils, inclirion of special troogs,
eic. For example, in the Ore & Coblin [t you must have n
Maob of Savage Cves to entitle you 10 & Savage Chio
charsster. You do mot need o include n General for your
allkes, though you may choose a General charagier i you
wish. An allied Cencral docs mod coant as the army s
eneral and is treabed os if he were 8 subondinale charscier.

Naote. The parngroph afave abaut choosing allies (r b
af all armies which way have allies, ncliding the
Entpive ol Migh Efver. The anuy seleciion resinichions
are always ignored when choosing allies, although
acher imtermal restrictipns amed cowdintans do comiimie i
applys

This i cowsmon sense really (f vow phink sbosr i i the
narmur! aroty felection pereennges were folfowed the
poinrt avatlmble for specifTe characiers or war machises
woile be impospibly iy mod extremmely IPeianeg o
work owl (g, characters wiald be g fe 255 of 25% of
yowar armry ' potrts vl Ot anber hoed, i wowkd

CHADS DWARFS

e very ailly o allow players i frclisle, say, Goblin
Fanahicy withour bvving the Mol iy asemally belong
pol Stmilarly, b woald be arfair e allow o plover i
feave pwer ales of Big 'Lien wien oo b ary e oy
harve ome! I ihe cone off Ores and Gobling your msi
fnctude ar least one Mod of o greenskin race befive you
el Biry elther chonrcters or wir mumelimes of fat roce
fiee e Elre & Crobalin Warkamaier Armes Dok |

PRESENTATION OF PROFILES

Profiles are presented bn ihe nosmal way for Warhammier
crcatures. The movemsnt chersctenistac (M) does nal take
into sconust any deductions lor smour which may "W‘l."
See the Warhammer roleboak For detalls. Saving thnoras for
mmour are mot inchaded on ihe profiles as these muy vary
depending on whatl smour you choose to buy.

Cavalry have twa prafikes: one for the rider and ose for the
mount (ghamt walves in the cose of Hobgoblins, for

exampleh

M = Movemeni WS = Weapon Skill
B5= Hallisie Skill 5 = Sempth
T = Toughness Wom Wonds
1 = Imitiative A = Alncks

Ld = Leslership




CHADS DWARFS

LIMITATION OF CHOICE

For the most pari there are no exira limits imposed
regarding the mumber of iceaps, units, of charscters you can
buy, However, there are some limitations and these ase
indicated along with the pertinent army List emiry. For
cxample, you may only ever inclute one General medel
regandless of how big your srmy 4.

ARMOUR

“The saving throw of oo i mot given on their profile s it
is inclined to vary in some cases. Saving throws are
summarized below,

EQUIPMENT LIST

The following list gives all the psunl weapons in the
Warhammer pame. We have incloded thix list so you can
chaase weapons for your characier maodels withou
consubting the Warhammer nulcbook, We have provided o
complese fis for the sake of reference and comparisan, bia
Chaox Dwarl charscters are not permitted 1o use all the
items on i lrems marked with an asteriz (*) ore Bol
avaflahie to Chaos Dwarfs or Ball Cemaurs, those marked
with fwo msterikes (**) are not availshbe to Chans Dwarfs,
Bull Centsurs or Hobgobling.

ARMY SELECTION

Charscters  0-50%  Up 1o half the points value of the army may be spent on characters. This includes the
‘st of monsters ridden by o chameier. g _ '

Units 255+  Alleastaquanier of the tolal points value of the armmy must be spent on anits. This does
niot Enclude the cost of Champrivas. who coant s characters and are paid for o of e
puaints allacated for charaeer,

WarMachines  0-28%  Upiooa quancr of the points valug of the army may be spent oo war machines.

Monsiemn 0:25% Upnnwﬂhmqufﬂmm on monsters, This does not
inchude the cost of monsters ridden by characiers, which must be paid for out of the
paints sllocsted for characters,

Alllies G25% uartes of the value of the. e spemt on wen from
e e ST B e o
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CHAOS DWAREF
ARMY LIST

CHARACTERS

Your Chaos Drward army may include up to 30% of its polnts value a5 characters chosen from the list below. Your
armyy must always include 8 General, but otherwise you are free 1o choose as many or as few characiers us you wish,

1 CHAOS DWARF GENERAL

LORD 160 paints

SORCERER LORD I2H poinix
Your srmy must include a General to lead i In ihe case of
Chaos Drwarfs the General can be elther o Lord or a
Sorcerer Lord, He represcnts & mighty servam of the
Masters of Zharr-Naggnind, or perhaps even one of the
Mussers

themselves.
FROFILE M WS HS 5 T W I A Ld
LEMREY 7T 4 4 3 3 F 410
SORCERER
LORD I 4 3} 4 3 4 5 310

EQUIFMENT: Hand weapon - axe, mace, club eic.

WEAPONSIARMOUR: The Geneml may be anmed with
any combination of weaponarmour allowed 1o any of the
oo fypes in the sy B and inchided on the Equipment
List. See the Equipment List for podnes valises.

MAY RIDE: The Genernl nusy ride a monster (see (he
Maomster List for points valees). The wsual mount of a
Chasos Drwarf of great imponance b ciher o Lansmasu or o
Gireat Taurus.

MAGIC ITEMS: IMNhe General b & Lond character he may
carry wip oo throe maghe Beme. 17 be v a Sorcerer Loed be
may carmy up bo four items. Magic itens are chisen from
the u,ppmpri.u: cards as described in Warhammer Battle
Magic.

0-1 BATTLE STANDARD
CHADS DWARF 98 poknts
EULL CENTAUR o 156 poiinis

If you wish your army may incliede a baitle standard
togeiher with its bearer. The bearer can be either 8 Chaos
Drwarf af a Bull Centaur

PROFILE M WS BS § T W 1 A ILd
CHAOSDWARFA 5 4 4 4 1 -
BULL

CENTALUR - 3% 4 3 4 2 4 3 9

EQUIPMENT: Hand weapan - axe, mace, club elc, and
haitle stancland.

WEAPONSIARMOUR: The Banle Sandand Bearer muy
be armed with any combination of weapons/armour
allowed 10 @ny of 1he tmop types i the Ha and Included on
the Equipment Lise. See the Equipmen List for podnis
values.

MAY RIDE: If the Battle Standard Bearer 15 0 Chaos
Dewarf be may ride a monster (see the Monster List for
jpodints valses). The usual moum of o Chaos Drwarl of greal
impanance is etiber 8 Lommusu or & Grest Tatiris.

MAGIC ITEMS: The Haitle Standard Bearer i a
Champion chamcter and is therelore entitlad 1o one magic
item a8 described in Warhammer Banle Magic. This may
bbe & magic standand, effectively mming the army’s banner
inam & msagie battle banner.

0-1 BULL CENTAUR LORD ... 38 poinis

Your armyy may inclade o Bell Cenaar Lord - the most
powerful of all the mighty rece of Bull Centaors and mosl
trusied of all captains of the Masters of Zharr-Naggnend

FROFILE M WS B 5 T W 1 A Ld
BULL
CENTALRID B 7 6 5 35 4 &6 3 10

EQUIPMENT: Hand weapon — axe, mace, chib ac,

WEAPONSIARMOUR: The Bull Centair Lord nay be
e with amy combimation of ralbowed 1o
any of the woop 1ypes in the list and included om the
Equipment List. See the Eqaipmeni List for points valoes.

MAGIC ITEMS: Ax a Lord chamcier he may casvy op 1o
three maghe items chosen from the appropriste cands as
described in Wiarhammer Battle Magic.
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HEROES
CHADS DWARF oo 104 posinits
BULL CENTAUR - 232 polnts
HOBGOBLIN ... &4 paints

The arevy sy inchude as masy Heroes as you wish within
the pormal limitations of the points available. Hobgoblin
Hemes may only be included if your army also has af least
one unit of Hobgobling; if your army contains no
Hubgohlin wnits then it may not inchade Hobgablin Heroes,
Heroes represents greal capains amongst the Chaos
Dewarfs, the most wrusted and the mightiest of all the
servants of the Sorcerer Lords who are the Masiers of
Zharr-Naggrund, lis the case of Hobgoblin Heroes these
represent trihal leaslers amongst their treacheroas kind,
individualy whose sense of cunning and instingl for
suzrvival mark them out from the bulk of their craven mee.

PROFILE MWSBS 5 T W I A Ld

CHAODSDWARFI & 5 4 5 2 4 3 o

BULL
CENTALR B §F 3 3 5

HOBGOBLIN 4 5 5 4 4
GIANTWOLF 9 4 & 31 1

S-4 10
N e |
- A

e B

EQUIPMENT: Hand weapon — axe, mace, club ete.

WEAPONS/ARMOUR: A Hero muay be armed with any
combination of weaponw/armour allowed b uny of the
troop types in the list and incloded on the Equigment Liu.
See the Bauipment List for poines valies.

MAY RIDE: A Chaos Dwarf Hero may ride o nsonsier (see
ihe Manster List for poists valees). A Hobgohlin Hom may
ride & ghant widl (+4 podnis),

MAGIC ITEMS: A Hero characier may camy up ko fwo
magic items chosen from the appropnate Warhammer
magic ilem cards. See Warhammer Battbe Magic for
details.

CHAMPIONS
CHADS DWARF e e 48 parimits
BULL CENTAUR e 1066 paimis
HOBGORLIN ..o ossmsssimssssans 17 paliits
DRG a R 33 paints
BLACK ORC ..., 42 palnts
GOBLIN oo iomesmiimsienee 15 prtinin

Any unit may inclide o Champion armed and equipped i
the same way as the rest of the unit. See the Equipment List
for deiails of points costs. Champions represem especinlly
strong or skilled individuals, lierally the best fighicr i the
unit! A Champion can be the umit's leader, but dossn’t have
10 be, and many playens peefer 1o have o separsie keader and
Champéon model,

PROFILE M WSHS § T W 1 A Id
CHADSDWARF 3 5 4 4 4 1 3 2 %
BULL

CENTALR £ 5 4 5 4 1 4 3 9
HOBGOBLIN 4 4 4 4 31 1 3 1 4
ORE 4 4 & & & 1 23 277
BLACKORC 4 5 4 5 4 1 3 2 3
GOBLIN 41 4 431 325

EQUIPMENT: A Champlon is always armed and

equipped in the sene way as the rest of the unit. See the

Eaipusent List for paints values.

MAGIC ITEMS: A Champion may carry o dingle magie
iiem chosen from the appropriate magic item carda. See

Warhammer Baltle Magic for detabls.

CHAOS DWARF SORCERERS

SORCERER ..., 59 points

SORCERER CHAMPION ... 121 peints

MASTER SORCERER .o 219 points

SORCERER LORD ... A28 paints
Your army may include any number of Chaos Dwarl
Sorceners within the limits of the points available. Chaos
Dward Sorcerems are important mensbers of thelr mce, il i
they who organise snil direct the Chacs Draarfs, The most
powerful of all are the Masters of Zharr-Naggrund whe
meet at the Temple of Hashot to make their plans of
eangues,

FROFILE MWEHS § TW 1 A ILd

SORCERER 3 4 3 3 3 | 3 1 %

SORCERER 34-3 & ¥ ¥ 3 1 9
CHAMPION

MASTER A .43 4 5§ 7 4 29
SORCERER
SORCERER 3 4 1) 4 5 4 5 3 o
LORD

EQUIPMENT: Hand wenpon - axe, mace, club eic.

WEAPONSARMOUR: A Sorcercr may be armied whth
amy combination of weapansfurmoar allowed 1o any of the
troop types in the list and incladed on the Egquipmeni List,
See the Bquipmemt Liss for points values.

MAY RIDE: A Choos Dwarl Sorcener may ride o monsier
(see the Monster List for polete values). The lavouared
masnd of impartant Sorcerers is either a Lammasa of a
CGireat Taurus,

MAGIC ITEMS: A Sorcerer is entithed 1o magic ieins
chosen from the magic ilem cards a8 deseribed in
Warhammer Butile Magic. A Sorcerer may have one flem,
a Sorcerer Champéon (w0 iems, 8 Master Sorcerer thice
Iserm, and a Sorcerer Lond four items



CHAOS DWARFS

UNITS

The Chaos Dward army 5 bualt from o core of Chaos Dward warrior: grim and eniel, confident in their saperiority over
the bedser mees of the world, Your ammy most comain ot beast 25% ol its points value a5 umits chisen from the list
below, it may include more if wou wish, Mote that your army muost include ar least one unit of Chaox Drward Warriomn,
bat in nther respects ¥iua ure Iree to choose amongst the units o8 indicated.

I+ UNITS OF CHAOS DWARF
WARRIORS SS— T T
Yomr mrnvy massd include a1 leass ome unit of Choos Drwad
Warriors aed may include mare if you wish. They form the
backbome of the army: stundy, arrogaml amd dependable,
ey pegand all foes with contemgt and are unierly loyal
ihee @il Masiers of Ehasr-Naggrmid

PROFILE M WS BS 5 T W 1
CHAOSDWARF 3 4 3 3 4

A Ld
1 2 & 9

EQUIFMENT: Chaos Dnwarls wear heavy armour insde
from metal scales amd carry shiclds. They carry hand
weapons and brutal double-handed saes with hesvy
cleaving hiades.

SAVE: 4+

CFTIONS: One wnit of Chsos Dwarls mey carry o magic
standard. This may be chosen from the appropriate magic
cands and its cost s indicaved on the card jnsell. See
Warhamumer Baitle Maogkc for details

CHAQS DWARF
BLUNDERBUSSES —...— 14 poleis per madel

Your army may inclade any member of anits of Chaos
Diwuefs wiil Blusderbusses. The blunderbuss is an unnsos]

andd deadly weapon with o shodt range bul devastating

effect, expecially against massed unarmeured targeis,

PROFILE M WS BS S
CHAOSDWARF 3 4 13 3 4

T W T A L4
Loadal 8

EQUIPMENT: Chacs Dwarfs wear heavy armour msde
Irom metal scales. They are armed with a blunderbuss amd
hand weapon

SAVE: 5+,
OPTIONS: Any uwrits of Chons Dwarfs  with

blupderbusses may be equipped with shields ap an
achlitbonal cost of +1 podnt per mosdel.

BULL CENTAURS ... 41 points per moded

Your army may in¢lude any number of units of Bull
Centaurs. Bull Centairs are ammogant and erwel creatures,
untetly dedicaied 1o the Masters of Zharr-MNaggrand and
thasr I'u.'-tril!}irnv d.r:l.l:.' Haskut ihe Father of Durkoess,

PROFILE MWSHE 5 T W I A Ld

BULL
CENTALRS 3 4 3 & 4 T 2

[
L=}

EQUIPMENT: Bull Centaurs wear Hght smmour and carry
shiglds. They are armed with brutal double-handed axes
with heavy cleaving blades.

BAVE: 5+,

OFTIONS: One unit of Hull Centaurs may carry a magic
stamdurd, This may be chosen lrom ihe approgriate mogic
cards and its cost is indicated on the card itell, See
Warhammer Battle Magic for details.

HOBGOBLIN

WARRIORS .. v & palnts per model
Yomr army nmy inclhule any namber of umits of Hobgohlin
Warnors. Hobgohlins ane sneaky, dastrasful crestures whio
rely upon the prosoctbon of Chaos Dwarls 0 prevent other
greensking ancking them. Although cowandly, they are
higger and meaner than ordinary Gobline. Hobgoblins are
cunning am) malicious lghiers (oo, am in large niumbers

they are dangemins oppEonems.
FROFILE MWSHB § T W 1 A 14
HOBGORLINS 4 X 3 3 3 4 2 1 @&

EQUIPMENT: Hobgohlin Warriors camy a haml weapon
anif shsehl

BAVE: b4,
OPTIONS: Any unlts of Hobgobling may be equipped
with light ammour at 8 cosi of 1 poini per model
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HOBGOBLIN
ARCHERS £ 172 pobiits per model

Your army may include any number of units of Haobgoblins
armed with bows, Hobgoblins favoer the bow s it allows
them 1o aitack their enemics from a disesnce,

PROFILE MWS B 8 TW 1 A Ld
HOBOOBLINS 4 3 3 3 3 1 2 1 @

EQUIPMENT: Hobgoblin archers carry 4 hand weapon
i bow,

BAVE: Nooe

OPTIONS: Any units of Hobgoblin archers may be
eqaipped with light smwur at a cost af +| point per model.
Any units of Hobgoblin archers may be equipped with a
ahield a2 a cosl of -+ 12 posnt per model.

HOBGOBLIN
WOLF RIDERS oo 14 pimts per model

Your army may inchude any nanher of waiis of Hobgohlin
Woll Hiders.

FROFILE MWSH5 8§ T W 1 A Ld
MOBGOBLINS 4 3 3 3 3 1 2 1 @&
CIANTWOLF 9 4 0 3 3% 1L ¥ 1 3
EQUIFMENT: Hohgohtin Wolf Riders carry o shield and
are armed with hand weapons.

SAVE: 5+

OPTIONS: Any anits af Hobgoblin Well Riders may be
eqquipped with Hight anmoar 818 cost of 42 points per model,
Ay units of Hobgoblin Wolf Riders may be armed with
ahort bows ot 5 cost al +1 poant per model.

SPECIAL RULES: Hobgoblin Woll Riders can skirmish
as described in the rules for skirmishing troops in the
Warkammer nelcbook.

-1 UNIT OF
BLACK ORCS e ® poilis per meodel

Black Orcs were hred by Chiaos Drwarfls in an sttempt 1o
impeeve the Oine bresd and produce a race of slave warriorns,
The experiment went wiong and the Black Orcs rebelled,
nearly destroying the Chaos Dwerls and the Tower of
Zharr-Naggrand. Only the betrayal of the Hobgoblins
halted the Black Ores, and sinee that time the Chaos
Dwarls have chosen 1o rely upon the craven but easily led
Hobgoblins raber than the powerful bat independently
minded Black Owes, Mot all the Black Ores were wiped out,
and a few remain in the service of the Masters of Zhar-
Maggrand, though they arc pot permibied to enter the city
isell,

FROFILE
BLACK ORC

MWEES § T W 1 A Ld
4 4 3 4 4 1 2 1 E

EQUIPFMENT: Black Orcs wear light armoar and carry o
hamd weapon
BAVE: fis.

OPTIONS: The wnit of Black Cres may be armed with one
of the fallowing: double-handed weapons (42 points per
mosdell, halberds (42 points per modell, spears {+1 paint
per model) or an addithenal hand weapan (+1 poant per
maodel). The unit af Black Ores may carry shiclds (+1 poind
per model ),

ORCS 5 U2 puints per model

The Choos Dwarfs keep many Orc and Goblin tribes
enalwved in their dark workshops and mincs. Some of the
tribes which live in the Mountaing of Moum goard the
moumiain passes for thelr Chiaos Draarf mesters. Though
these iribes are rebellpus the Chaos Dwarls employ the
Haobgobline 1o keep them in Fine.

PROFILE M WS BS & T W I A Id
ol 4K ¥ % 41 21 7

EQUIPMENT: Orcs carry o band weapon.
SAVE: Nope,

OPTIONS: Any units of Ores may be equipped with Light
armoar 3 &n sdditional cost of +2 polsts per model. Any
umits may be equipped with shickls a8 a cost of +1 painl per
model. Amy unils may be armsed with one of the following
wenpons: either a double-handed weapan (+2 paints per
miodel), u halbend (42 points per model), a spear (+] point
per model), an additional hand weapen (+1 poiat per
maxdel), or & bow (42 points per mesel).

GOBLINS 1 112 poimls per model

Thousands of Goblins Isbour in the mines of the Plains of
Fharrduk apd throughout the speawling Chaos Dwarf
Empim.wmpnﬂmhuthlllivnmdnxh
litthe consequence that the Cheos Dwarfs drive them into
badtle in their thousands, throwing them upon the enemy
haaibe fines meredy to tire the foe snd blant his attnck.

PROFILE M WS BS 8§ T W 1 A Ld
GOBLIN £ 23 331 318

EQUIPMENT: Gohlins carry a hand weapon,
SAVE: None.

OPTIONS: Any units of Goblins may carry shickls af an
adiitional cost of +172 poiat per model, Any units of
Gobling may wear light srmour o4 sn ackitional cost of +1
paimt per model. Amy units may be armed with ope of the
following weapons: either o double-handed weapon (+1
point per model), a halberd {+1 point per model), spears
{+172 poant per modeld, or short bows (+1/2 point per
model)
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WAR MACHINES

The Chans Drwiarfs are great anificers and sorcerers and their war machines are huge and powerful. Your army may
imclude op to 25% of its points value as war machines chosen from the following list.

EARTHSHAKER CANNON . 140 points cach
Youir army inay include sy number of Earthalakers. Each
Eanthshaker has a crow of theee 1o opersie the weapan and
defiend it il necessary,

FROFILE M WS B85 8 T W 1 A Ld
CANNON R |
CHAOSDWARF 3 4 3 X» 4 1 2 1 %

Slaximmim
Range Stremgih Waounids  Save
- Vou may gues
EAKRTH-
SHAKER 12-487 7 o3 4

EQUIFMENT: The crew ane amasd with hand weagom
SAVE: 5+

DEATH ROCKET oo, 75 piskints ench

Your army may inclode any number of Desth Rockes,
Each rocket has a crew of two Dwarls 1o operale the

WP
FROFILE M WS B 5 T W 1 A L4

LAUNCHER - « 732
CHADSDWARF 3 4 3 3 4 1 2 1 %

Blaximim
Strengih Waounds  Save
You may guess =%
LAUNMCHER 487 5 (4% 2

EQUIPMENT: The crew anc armed with hand weapons
SAVE: 5+
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MONSTERS

Up 10 a guarser of the points value of the army may e spent on monsters. This does ot inclade the cost of mensters
ricdiett by charncters, which must be paid for out of the points allocated for characters.

CHIMERA o — i . 250 poimis

PROFILE M WS BS § T W 1 A Ld
CHIMERA B 4

o 7 & & 4 0 B

COCKATRICE e 150 psints
PROFILE MOWsS BSOS T W 1 A Ld
COCKATRICE 4 3 0 4 4 1 4 31 ®©
DRAGON

[ R LI TS VPSP A5 poams
T o S S e _ B0 i
Emperor Dmpms s e TSl painis
PROFILE MWSHS 8 T W I A Ld
THRALON 6 & 0 6 8.7 87 7
GREAT

BRAGON £ 7T 0 7 1 R T BRR
EMPERDR

DRAGON & E O R A R o8 9 9

GREAT TAURUS ... —.—.— 215 points
PROFILE MWSHS 5 T W 1 A Ld
CRTTAURDS & & O & 6 5 7 4 B
GRIFFON oo 158 poinits
PROFILE MWSHBS 8§ T W I A Ld
GRIFFON 6 5 0O & %5 5 T 4 B
HIPPOGRIFF ..o 145 proimts,
PROFILE MWSBS 5 T W 1 A Ld
HIFRGRIFF &8 5 0 & % § 6 3 &

HYDRA 225 polnts
PROFILE MWSHS § T W 1| A Ld
HYDRA § A 0 % & T N 56
GIGANTIC SPIDER —..... ... 50 puinis
FROFILE MWSBS 8§ T W [ A ILd
QIGANTIC

SMDER [ AESE T N S LA S - S
LAMMASU et 200 poaits
PFROFILE MWSHS § T W 1 A Ld
LAMMASU & & D & 7 § 6 3 8
MANTICORE .o oeccecs 2080 puints
PHROFILE MWSBS 5 T W 1 A 14
MANTIOORE 6 % 0O 7 7 3 4 4 §®
WYVERN 180 pabnts
PROFILE MWSBS 5 T W 1 A Ld
WYVIRMN w5000 5 6 4 4 1 3

GIANT SCORPION ... 50 points

PROFILE M WS BS § T W 1 A Ld
GIANT

SCORMON 3.0 5 4 4 7 2
SWARMS 100 podmts
FROFILE MOWS BS 5 T W I A L4
RATS & 3 o0 ¥ 2 § 1 35 10
FROGS 4 3 0 3 2 5 1 35 10
LIZARDS 4 20 3 2 5 1 '5S A
BATS By 0 3 : 58 1 3 ‘I
SERFENTS 3 3+ 0 4 2 35 1 53 W
INSECTS

SHDAERS 4 3 0 3 2 35 1 32 1
SUTHEPIONG 4 3 0 4 2 5 | 2o
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CHAOS DWARF EARTHSHAKER CANNON

The Eanhshoker cannom s 0 massive weapon of
destruction and ane of the most deadly weapons in the
arsemal of tbe Chaos Dwarlu 18 fires o heavy shell full of
powerful cxplosive, When the shell lands it smashes ino
the ground, burying itsalf deeply belore it explodes,
creating devastuting shock waves. As well as blowing s
target npen, the shockwaves of e explosion are so strong
that nearby models are knocked o the ground. Troops
close 1o the blasi will be far 100 shocked by the impact o
fight, or even lo move. All they can do is |3 on the ground,
dazed and confissed, umiil they recover their senses.

Thie Enrtbishaker cunnon's shots are wosrkbed oat im ike same
way wi shots from a wone theower. You will need the
standard missile vemplate with the bobe in the centre, the
artillery dice, and ihe scatter dice,

First phvot the cannon so that it ks peinting i the direciion
yin whah 1o fire. Mow declare how far you want to fire the
Esnhshaker shell, As with stose throwers, you miust do this
withowl measering, guessing (he range as accuraiely ns you
can. You mist giseis o distance of between 127 and 487 -
wou canmol guess bess than 127 because the barrel can only
be depressed by a certain amount. Once you have made
your guess place the missile icmplae directly over the spoe
you have estimsiod.

Tu see where the shell lands roll both the scatter and
mntillery dice. If the scatter dice rulls & HIT thea the shell
lands where you hove abmeed b IF you mll an amvw then
the shell veers off in the direction indicated.

17 the artillery dice mlls & MISFIRE then something has
gone wivng — roll a D4 and eonmle the Earhshaker Misfine
Chart below, A misfine roll putomatically cancels ot the
whale shot regurndbess of the scalter dice resalr. I you roll
number on the arillery dice then this is the divtance in
imchies the shell veers ol targel ns shown by the armow on
the wcatler dsve. Move the template the distance indicated
i the direction shown by the arow. I you redl o HIT on
ihe scatier dice then ibo nuimbers are ignored: & number
stmply indicabes that the: shot has not misfired.

DAMAGE

Once you have catablished where (he shell lands damage
can be worked out, Any model ihad lies direcily usder the
haile im the semsplate is hit sulomatically, Note that oaly one
rrainded can ke withis the hole and if there i any doubd, it is
the model usder the exact centre of the emplate which is
hiit, Models whiose bases lie under the rest of the templuic
e hit o the D46 roll of £+, As with sione throwers this isa
matter of judgement and comman sense. A good rule of
thumnhb i that u model may be considensd a potential hif if
ot lenst hall it base area lies under the lemplate, while
misdels whise bases are only toeched or grared can be
Ignumed.
e you have worked oul which models have been sruck
by thse exploding shell work osi damage in the normal way.
Roll for esch target to determine if you have caused
damage, the exploding shell has a Serength of 7. A
ing hit from an Ennthshaker cannon causes D3
hist @8 most creatures have oaly one wourd i is
ot allways necessary 1o make this dice rodl. This abslity 1o
inflict several wounds a1 once on u lurge larget does,
however, make the Eanthshaker canmon extremely useful
against big monsicrs.

g Womnds  Save
__ youmaygwess  Stremgth Wounds  Save

1248 7 03 -4 Modifier

The Eanbwhaker cannon is massive and extremely solid
As & result [t has o high Tosghness and is difficuli o
damzge.

Maove Teughnes Wimimnes
L T £

An Enrthahalier canson can be moved by iis Chacs Dwarf
crew Bl 37 per urn 5o long & it has » full crew of three,
Loss of crew members reduces the mavemen! rute

. The Earthehaker cannis canmol move and
[ire during the same nim, other than (o pived on the spod i
aim al ity gl

If crew are lost the Ennhshaker cannon’s mabe of fire may
be nffected. 1T o simgle crowman {8 slain the cannom can
continue 1 fire normally. T two crewmen are slain the
remaining crewman may fire, but il takes him a complete
turm 1o load the cannon, which may therefore only fire
every other turn. This i in addition 1o any penalty imposed
Iy & misdire resubt. Shoubd all the crew be slain the weapon
Is useless and may ot fire,

EARTHSHAKER!

In addition to the damage i causes the Earthshaker shell
Hiterukly shakes the ground when it lands, causing troops 1o
fall to their knees and drop thelr weapons, The arca
affecied by the Eanbahaker shell s established by rolling
2036, This establishes the mdivs of the Earthshaker effect
measiered in inches from the point of impact.



CHADS DWARF WAR MACHINE RULES

Any models within the range of the Eanbwhaker effect may
b vempornrily thrown o the ground and disorsentabed by
the hlast. Roll & D6 and consult the Earthshaker Chan
belovwy, The resuli spplies 1o all troops within ibe aea

| CUAKE? Troops are thrown 1o the grousid and
may neither mowe, show, light of do anything o
all im their following tem.

RATTLE! Altlionigh severely rutiled by the shaking
grounid the wroops slay on their feel. In the
Tollewing turm movement is at hall rale and roops
may ool shoot. Troops may fght normally in
hand-1o-hand combal, War machinegs such as
cannons and sione throwerd may shaoog on the D6
rall of o d+

v
wm

6 WiAM! Bracing themselves againsd the shock
wavies ihe troops suffer mo i1} clleces and ane ready
1o maove andd feghd as normal

The shock waves affect models from bath ddes. U is guike
likely for enme members of a uidl 10 be aflecizd while
otlsers age nuol. In this case the emtine wnit is bound by any
mavement penalties i apply, but onky modcls actuadly

within the Esmhshaker™s effect mnge suffer the sheiting or
fighaing penaliies. This may mean fhat some models can
shoot or fight while other members of the some unit are
mabie 10 do s,

¥ o wnit is hroken while some of it members ore sulTening
from o Queke or Ranle resull then any models wifering
muveiteni penaliies are destoyed ausomalically, while the
rest Tloe a8 their normal rate. 1F & unil purstics while some
al s member are wifering o Queke or arde resali then
the pursult is worked oul s normsal and the move, shoot
andl fighting penalties cesse o apply immedistely.

CHAOS DWARF
DEATH ROCKET

The Deeath Rockel 18 o Giendish invention of the Chaos
Drward Sorcerers., I consisis of o tubular rocket packed full
of w chemical propellant synthesised from the abumdan
raw materials of the Plain of Zharr. The propellon
chernicals are highly unstshle and extremely toxic, mnd the
slaves that wirk in the rocket fpotonies of Zhar rarcly Lasi
for long, The poisenous fumes and deadly chemicals
inevimably kil
ithose liscky
enough nol o be
invalved in ope
of ihe regular

eaplosion
Althowgh ihe
Chaos  Drwarfs

have huill and
luumched some
eatremely large
mckets, they
have nchieved the
greatest socoss
wirth the small
batlefield
weapon kmowT ik
he Death Rocket.
This s abowl
seven or  eight
feet long and s
packed full of
propellant ]
comisins g small
explosive charge
ab its tip amd s
stabilised in Migh
by means of finy
af the rear.

Diespite the gramsd
ambitions of the
Chaos  Dwarly”
capariments,
thetr mckets have
Aol proven very
relinble Chne
especially large




mocked, o huge thing as high as o fower and known as the
H of Hashut, went di Iy off course and
almost hit Fhorr-Maggrusd insell, eventually landing on o
Coblin camp, blowing & crater in the plain of Zhare
hapdreds of yards aeross, Forumately on this occasion
Iintle damage was done, Gobling excepled, but the Chaos
Dwarfl Sorcerers wisely decided 1o confine their
experiments do the distant amd mosily uninhabited Howding
Wastes wi the south.

The Death Hocket carries an explosive charge, at doe 1o
I umprediciable matere i does poi always explode when
ihe pocket lands, Sometimes the rocket will smash into the
groand and simply bary itsell withow exphoding. On other
ocecaspons the rocket will hin the ground and spin round
madly belore it propellom splugiers lmao life once more
caarying the mcken afl in o new direction, A mcket which
gres wilid in this way can sometimes bop and skip across
the haitlefield, chamging direction several tmes before it
explodes,

The Dieath Rocket™s shats ane workied ol in the same way
a4 ahots from o wone thrower of the Earhahaker canson
already described. First pived the laaneher so thae i is
psnting in the direction yoa wish to fine, then declare how
Tar you wanl o fire the rockel, guessing ihe range as
sceurately s you can, The maximum range you are
permiined o guess is 487, Once you have made your guess
place ik missile iemplale directly over the spot you have
puested.

T see whete the rocked lands roll both the scatler and
antillery dice, I ibe scarier dice rolls a HIT then the mcket
lands where you have aimed it If yoa rall an amow then
the rocket veers off course and lndds in the direstion
indicated,

I the: urtillery dice molls o MISFIRE then somscthing has
gone wroag = roll a 6 and consult the Death Rocket
Mbefire Chart opposite. I you mll a number on the anillery
dice then this is the distance i inches the sbell veers off
target & shown by (e srow on ihe scatser dice. Move ihe
template the distance indicated in the disection shown by
the arrow, I you roll & HIT en the scaner dice then a
eumbers ware on the anlllery dice i ipmored (a number
wimply indicules (et the shot has not misfined),

DAMAGE

The rocket only cuwses damage when it explodes; it imflicts
o damage if it merely sirikes the ground and shoots off in
asother direction. Once you have established where the
rocked e e cam be worked oul. Ay model
that lies directly under the hole in the remplate bs hit
augomatically. Mote that only one model can e withan the
Ieode and if theree bs any doudt i is the model which lies
under the exact centre which is hit. Ax with sone throwers
andd the Eanthshaker canmon models whose hases fie under
tha rest of the eemplate ang hit an the Dé rodl of o 4+

Once you have winkoed cutl which models have been struck
by ibse explodding shell wiark oal damage in the nommal way.
Roll for each target 1o determing if you have capsed
damage, The eaploding chell his a Strengih of 5, A
damaging hil from a Desth Rocket couses D3 wourds, but
ax most creatunes have only ene wound it ik not always
necesiary kb make thas dice rall.

CHADS DWARF WAR MACHINE RULES

Mandmum Hange
you may puess  Strenpth  Woands  Save
48" -] Dy -2 Modifier

Thee rocket launcher asell i solidly buill and difficult i
damage. It has o profile 2 thiwn below snd has 3 woands,
However, becanise of the explosive nature of the mackecls,
every time o woumsd b sulferod mll o Db Un ibe seore of a
£ the [amncher explodes and is desiroyed wogether with i
crew,

Maove Toughpess  Weunds
> T ¥

A Denth Rocket lsuncher ¢an be moved by jis Chaos
Dywarf cew a1 3° per tum so kong &4 it has 8 fall erew of
twa. I7 one erew member is alakn movement (s reduced
proportionally (ie, halved). The Death Bocket canpat move
amil fire duzing the same fum, other than 1o pivet oo the
W by i o s jarget.

If e crewman is slain the weapon may continme 1o fire
pormally, Should both crew be slain the weapon is wseless
and may not fire.
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UK MAIL ORDER

OUR TELEPHONE HOTLINES ARE OPEN

9.00am — 6.30pm Monday to Friday
and 9.00am - 1.00pm on Saturdays

NEW FOR JUNE!

Mow for Space Maring, an exciting range of epic boxed
miniature sets. Eleven sets of plastic miniatures packed In new
design boxes, and priced at £5.99 sach.
Choose from: Space Marine Legion, Space

’ S AN Marine Land Ralders, Space Marine Tactical
S P _J* / ‘E Company, Ork Horde, Ork Invasion,
L1

Y Stompars, Chaos Horde, Eldar Leglon,

E g Eldar Warhost, Imperial Guard
WARHAMMER ARMIES and Squat Warriors.
DWARFS

The inlest volume In the Warhammer Armies series
includes the background and history of the Dward
roalma, their ianguage, cullune and myslerhous
runle magic. There is a full army st with Sotalls of
all Dwarl war machines and sven special
characters such as Thorgrim Grudgebearer, and
the Troll Stayer Gotrek Gurnisson, plus a gripping
Ibattle scenario ot the very

pates of Karak Eight

Poaks. =

(o | L] o [ | L™

S UK MAIL ORDER ==

O LB bdail Owchpr Holines S opan S 0ays 4
wostk, and you can pay by Visa, Accass or Swilch

{0T73) 713213, Monday lo Friday
batween 8,.00am and 6.30pm
Saturdays 5.00am to 1.00pm

H you'no posting your oider, please send it 1o;

GAMES WORKSHOP MAIL ORDER SERVICE,
CHEWTON STREET, HILLTO®,
EASTWOOD, HOTTINGHAM NG16 JHY.

O you can fax tha oedar through on (0773) 530155

[LL. ORDER & 0773-713213 MAIL ORDER @ 077:
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Wit Aotk o iy Feoeil mauws o Wiee D, of from fhe Chsded Wrishees
cmm:ﬂwm:.yﬁ“u;wwmm_mamnwwumuw POSTAGE & PACKING
{poaage aral P
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it e Anceand

¥ YO Nl 1 D Card, o o plece B0

POSTAGE & PACKING

UK & WFPO: A (750
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by crw i, FAI il B Chubrgated B o0t 4 bt Bee
W mn PP 02 800
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Shgnatura:
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WARHAMM WARHAMMER 40,000 MINIATURES

A ARRER T WEW! SPACE WOLF RUNEPRIEST
84 TEFIREMATOR ARMOLUR o8
VEAFFALIME R IATTLE L CiTee
SPACE WOLF LONG FANGS £250 pacn
VEAFHAMMER APMIES — THE DWPAE (1]
: T = WOLF GUARD TERMINATORS 299 sach
WARHAMMER ARMILS - i ELW 54
HEW! DEATHWING TERRINATORS BOXED SET N
WARHAMMER ARMIES - ORCS & GOlunS a0 [Cortarm 5 Deatmeny Tarmanaiors and & Ond Angel nansfar sheal |
HEWT WARHAMUER ARKRES - [RARFR T TEALERATOME 2896 such
DEATHWING TEMMBATORS £2.90 auch
SAVAGE ORCS
WEWE SayAGEH DieC OidAND 4.3 amch MA D'Wﬁﬂ
NEW BAVAGE O ARFER BOYE ©1 nach
MAN CrWAR 488
CHADS DWARFS
MEW? BUEL CENTALME §TANDAIND BEARER il ] H'ﬁ“ u wn“ EuxEn “rNIATUHES
FEW! CHADS CWARF ROCKE T LAUNCHER (L] IMPERIAL SMIFS
MEW! EAFITHSHAKER CANHON Ei488 IMPERLAL GREATSHE 450
CHALE DVWAIF COMMAND £, mach IMPERIAL WOLFEHIFS [BO0% OF 31 a5
CHACES DWW AXELEN 11,58 fach IMPERIAL WARGALLEYS {BOX OF 3) 120
CHAGS DWAIF WITH BLUNDERBUSS 1.5 mach DWARF SRS
CHACH DWAIF BULL CENTALIRS AR mach DWARF IRONCLAD 00X OF ) T
CHADS DWAI LOTD MIENNG GREAT TALRLIS [ ] DAATEF MCMITORS (OX OF 3) E40
DAWARE NALITILLIS (B0 OF 35 Pl
DWARFS
HEW! DWARF DREADNOUGHT [
WEW! WARF THUNDERERS £1 smch
WEW! [WWARF LONG BEARDS £1 aach P L
B ey HIGH ELF DRAGOMSHIP phow
EALARE THIROHE OF POVWER BOXED ST =y HAH ELF SRAWREHIF B0 OF 1) 0w
e e IOk ELF EAGLESHIP (80X OF LT
ERVARF AL RERS K BRETONMIAN GHIPS
[WARF 0N BREAKERS £1ah BRETOMMIAN GALLECH £L00
[IWARIF CIRLAN LN & CHEW £4.50 BAETONNUAN CORSAR (BOX OF 1) 1]
BAETOMMIAN BUCCANEERS (BOX OF 3 e

OTHER WARHAMMER MINIATURES
DARK ELF 5HIPS

NEWS GOTREK & FELI £4 59 T pai

N THE EMPERCH MO GMFFON - HEW? DARK ELF GOOMMILAWERS (BOX OF 2 FeL]
Ay CANATE T e Do b MW DWARK ELF DEATH FORTAESS (10X 5F 1) 0.3
MARALITIER (BANT Filss EAN LA AP OF MBIy TH plasms phons
MEW! 10H ELF BANNERS

Pack of 5 pel-adhunied GOk Basners| 4]

WARGAMES SERIES

WEW1 HOALUS HEREEY 1408

WARHAMMER 40,000

WARHAKMER 40:000 Craom
WILRHALMER 40,000 VEHITLE RAMNLIAL o
WATRHAMMER 40,000 BATTLE MANLIAL Einom
WARHAMMER 40,000 COMPELATION 0
WATHARMUER 40,000 COMPENDILIM (alR

IL ORDER @
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SPACE MARINE

ENMACE WATINE B

ATUES OF THE iIMPERILE Cragn
[Sgmcn Musres nd the iopensl Geard)

REMNEGADES |Chacg and [tar prmas] e
DA & SOUAT WARL DR (alE ]

EPIC BOXED MINIATURE SETS

MEW! SFACE MARME LEGIDN %
MEW! SPACE MARRE LAND RAIDERS -1 )
MEW! SPACE MARME TACTICAL COMPANY 555

B ORI
MW A NV ASION
NEW! STOMPLRS

NEW! CHAQS HORDE
W ELDAA LEGION
MEW! ELDWA WARHOST )
WEW! MPERIAL GUARD [T
WEW! BOUAT WARFICES s

GREAT GARGANT
GREAT GARGANT -

WHITE DWARF SUBSCRIPTIONS COPYRIGHTS AND TRADEMARKS
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GAMES WORKSHOP * GAMES WORKSHOP * BOLTON * GAMES WORKSHOP

OPEN SOON:!

Unit 25,
First Floor Gallery
Shipgates Centre
NORMAL OPENING HOURS

Maonday — Saturday 8.30am o 5.30pm
Thissday 9.30am o Bpm

GAMES WORKSHOP STORES » GAMES WORKSHOP STORES
SIHOLE dOHSHHOM SINVD » SIHOLS JOHEXNHOM S3WVD

UNIT 415, LEVEL 3/FOOD
CCIUHT THURROCK
LAKESIDE SHOPPING
CENTRE
TELEPHOME: 0708 867133

e | HURROCK
HORMAL OPEMING HOURS DOCK =
Moncluy - Thurschey 10um i Ao LhKESIDl-
Friday 10w B fpm
Saterdmy 10am W 7.30pm

@ S3YOLS JOHSHNHOM SINVD » SIHOLS JOHEHHOM 5INVED @
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EMPEROR RIDING THE WAR GRIFFON DEATHCLAW
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DARK ELF WARSHIFS

BLACK ARK OF NAGGAROTH

L[ _ﬁ‘ﬁ- L"lﬂ

EXAMPLE OF COMPLETED AND FULLY FASTTED BLACK AP OF RAGOARDTH

mmm: mmml AL ACK AR GTTAN GATE
BLACK A -uu.lcmll ramsm
T

Mu

BLACK ARK LETT 8508
P

SHIP CONSTRUCTION IAGRAMS

(A O WA PLASTIC MUART BPALE WO FLAT

Thalll Erkiiiii el iLLUSTRLTES THE COSRECT LEMITH PO AN MAST AND THE TVPE AbD MUMBER OF YARD aRkl

Trill S0 AND FENMANTE AICVE WAY BE FHOTOCOPED, CLIT OUT, PRTED AsD STUCK GuTO YU mspaTuisE s
PR 208 G TIED T Pl TGO PO PERSCALAL UFSE OHLY

O [ LI B A U DB R0 0w T TN M TR Siepdting tasgmnp

Pt ] RS Y D L ] DN, W B o

Designed by Noman Swayles and Michasl Pedary
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DWARF WARSHIPS

DWARF IRONCLAD & (STARF FRONCLAD
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FLAMME OF COMPLETED AND FLALY FARNTED RONCLAD oalan
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DWARF DREADNOUGHT

DWARF WARSHIPS

DARK ELF DEATH FORTRESS DARK ELF DOOM REAVER

Designed by Norman Swiles and Mchasl Pery




DWARFS

GOTREK AND FELIX

1% - = w
a7 M T

PLASTICS

PLASTIC DWARFS

EXANPLIT OF DOMPLETED PLASTIC DWARFE

THE [FWARF SPAUE 1B BFFLIED WITH & VARIETY OF DiF FEREMT BELD DERONE
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ANVIL OF DOOM

d bor chvikdven wnde 14 yasss of age
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OAVAGE ORCOoS

COMMAND FIGURES

Designed by Alan Pamy

|
. e ins sl i DB O SO, TR Rliakidon 3
e | RS L A D [LARGALIOON 0N W NRTTI FRORED AW S [ R B U O R R ] | DHINUWML DRI Deeidrs meTmayy

T~



SAVAGE ORCS
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CHAQOS DWARFS

COMMAND FIGURES

LEADES wiTH SeGes 3
TR TREOAS

THESE MSMATURES ARE SUPPLIED WITH THE APPROFEATE PLASTIC SITLDS A8 BTARDAED

AXEMEN
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Designed by Alan Pesry



CHAOS DWARFS

Mrantures sy nparied WARHING. Tha product cortass. eed wfacs may be Bl # Chawesd of swalowed Dtedel Meilam i nof seooewrmncid fof chaimn onder 14 yaset of sge
Copprapd Gamed Wiskaman Uid 1050 & it rasatved.
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BULL CENTAURS

L
LEFY sl ¥
LIS &S STAMDARD .

ETLL E§ OF COWMITID CHADE DART BULL CINTAURE

Designed by Alan Pamy




CHAOS DWARF

[ EARTHSHAKER CANNON $
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Designed by Alan Parry



CHAOS DWARFS

ROCKET LAUNCHER

THE COMPLETE CHADS DWARF

bk e suppbed wnparied WRFINING. Tha product contans imed which iy b hadrdul 8 Chemd o deaswe! Cilichll Vissiloal 515 AOF GHS=ER0S0 00 CRAITEN woer T year of s
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Desxgned by Michasl Pery and Norman Swales




TERMINATORS

DEATHWING TERMINATORS A DEATHYSD TIRMINATON BCCAE A K INCLUDE OTHER
BONFLS FROM OUR BPa OF i RTE RANGER

BEATHWING DEATHWING
AERGEANT PERAMMATOS I
. ot e
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Each fully  illustrated
volume in the Warhammer
Armies series is packed with
background, history, special
rules and a complete army
list. With detailed, full-
colour painting guides, these
hooks form the essential
reference collection for all
Warhammer gamers.

WARHAMMER ARMIES
DWARFS

Renowned as battle-hordened
wartiors, Dwarfs have endured
centuries of war and conguest Lo
establish their mighty Empire
among the Worlds Edge Mountuains,
This supplement describes the
Dwarfs” Empire and history, from
the great days of the Ancestor Gods
1o the sarry times of the present, It
includes details of the Dwarfs’
langoage, their music, writing, and
MEAZIC Tunes

The Dwarl army list includes
detuils about Runesmiths,
Hommerers, Iron Breakers, Long
Beards, Thunderers, Slayers, Cunnons, Organ Guns, Flame Cannons, and more warriors and war
machines. A full list is provided for Dwarf heroes past and present, including Ungrim Ironfist the
Slayer King of Korok Kadrin, Thorgrim Grudgebearer the High King of Karaz-a-Karak, the
renowned Sluver Gotrek Gumisson and Joseph Bugman Dwarf Master Brewer,

Special rules include detuils of the game rules for all Dwarfl war machines and warriors including
the Flame Cannon, Organ Gun, Slayers, and Runesmiths. A complete new magic mne system is
described allowing Dwarfs 1o build their awn powerlul magic weapons, armour, standards, war
machines and talsmons.

In addition Lord Duregar leads o Dwarf army info a ferocious battle against Ores and Night

Goblins at the very gates (o the ancient stronghold of Karak Eight Peaks

— a new Warhammer scenario, AT !
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