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THE CHAMPIONS OF DEATH

The Champions of Death were created by the Necromancer Tomolandry. Instead of hiring players, he simply visited a
number of ancient tombs and resurrected a dozen or so skeletons. Using a necromantic spell of his own devising he
gave them a rudimentary knowledge of the game and the Champions of Death were (re)born!

Blood Bowl fans both love and fear Undead teams. Although they have a tendency to fall to pieces in the middle of the
scrimmage, they are renowned for their ability to make a come back. Their opponents often stand aghast as Skeletons
and Zombies rise from fatal blows to fight back with renewed vigour. Many Blood Bowl teams have even found
themselves playing against a formerly deceased team mate or Star Player who has been returned to undeath!
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This month sees the release of four devastating new support
weapons for Ork, Eldar and Space Marine armies.

ORK DREADNOUGHT

For all you Ork Warlords, Alan Perry
and Norman Swales have designed a
massive new Ork Dreadnought. This
great model really captures the feel of
Orky teknology and is armed with a
heavy bolter, a deadly lascannon, and
two huge power claws. The brainchild
of Ork Painboys and Mekboys, this
fighting machine is a worthy
centrepiece to any Ork army and is
featured on an 'Eavy Metal page
elsewhere in this issue.

ELDAR WEAPONS

This month also sees the release of two
additional support weapons for Eldar
armies. The first is the new Eldar Anti-
grav Weapons Platform. This mobile
artillery support can be equipped with a
variety of heavy weapons including: a
D-cannon, scatter laser, heavy plasma

gun or a lascannon. The model is
crewed by two Eldar Guardians.

The second new weapon is the Eldar
War Walker. This towering war
machine can be fitted with the same
range of heavy weapons as the anti-
grav platform and is ridden into battle
by a single Eldar Guardian.

Both these models have been designed
by Jes Goodwin and are featured on
"Eavy Metal pages elsewhere in this
issue.

RAZORBACK

Finally the Space Marines strike back
with the Razorback, a new variation
on the Rhino. In this issue we publish
rules for using the Razorback
including diagrams and a vehicle data
fax. This issue also contains an "Eavy
Metal page detailing the new
Razorback transfers.

THIS MONTH'S WARHAMMER
40,000 RELEASES

Ork Dreadnought
(Boxed Set)

Eldar Anti-Grav weapons Platform

£19.99

(One plus two crew per blister) £5.99
Eldar War Walker £12.99
(Boxed Set)

Space Marine Razorback £14.99

(Boxed Set)

UNDEAD

Following on from last month’s release
of the Warhammer Armies Undead
book, this month sees the arrival of
more new models for those growing
Undead armies. Designed by Gary
Morley, the Skeleton Horsemen feature
in the battle report towards the back of
this issue, and we also have a special
"Eavy Metal of the Wraiths.

THIS MONTH'S WARHAMMER
RELEASES

Wraiths
(2 miniatures per Blister)

Skeleton Horsemen
(1 miniature per blister)

£4.50

£2.99

following address.

takes, then this is your chance.

The ideal candidate is 17-18 years old and certainly no older than 21,
cheerful, able to get on with people, and very keen to learn. We prefer to
recruit from genuine Games Workshop enthusiasts who play our games
and paint their own armies. You need to be a neat, clean and reasonably
fast painter, but most importantly you must be willing to learn. We train
all our painters and believe that if you can paint neatly then we can teach
you to paint to "Eavy Metal standards.

You can apply at any Games Workshop store. Have a chat with the store manager and he'll ask you to fill in an
application form and bring along a case of miniatures to send to us. (Your miniatures will be returned once your
application has been considered). If you cannot reach a store, then we'll consider applications in writing at the

Eavy Metal Recruitment, Games Workshop Studio, 16 Castle Boulevard, Nottingham NG7 1FL.

Please send us a full CV and write us a few hundred words about your painting and gaming experience. favourite
games, the armies you have (what kind, how big, how old etc.).

EAVY METAL

STAFF RECRUITMENT

The *Eavy Metal mob is expanding and we’re looking for young, cheerful
Games Workshop enthusiasts to join Mike McVey and his team at the
Games Workshop Studio in Nottingham. If you think you’ve got what it
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Games Workshop ist eine schnell wachsende multinationale
Firma mit Bedarf fiir junge, dynamische Menschen, die eine
gehorige Portion Enthusiasmus mitbringen. Da wir in der
nichsten Zeit viele Produkte in deutscher Sprache
verdffentlichen werden, benétigen wir Verstirkung fiir unser
Verkaufsteam. Wenn Du unsere Spiele kennst, Citadel
Miniaturen sammelst und ein heller Kopf bist, solltest Du diese
Anzeige griindlich durchlesen.

DER JOB

Wir suchen enthusiastische junge Menschen, die das Games
Workshop Hobby kennen und sich fiir eine Anstellung als
Sales-Assistent interessieren. Du wirst im Hauptsitz von
Games Workshop in Eastwood arbeiten und lernen, wie unser
Vertrieb in Europa und ganz speziell in Deutschland arbeitet.
Deine Aufgabe wird hauptsichlich im Annehmen und
Bearbeiten von Bestellungen unserer deutschen Kunden
bestehen. Du wirst aber auch Kunden beraten, Reklamationen
entgegennehmen und Kundenkontakte erweitern.

Du wirst der direkte Ansprechpartner fiir Spielehiindler sein,
sie bei ihren Eink#iufen beraten und professionell betreuen.

QUALIFIKATIONEN

Eine Grundvoraussetzung sind akzeptable Englischkenntnisse,
so daB Du mit englischen Kollegen zusammenarbeiten kannst.
Als weit entscheidender erweist sich jedoch eine
aufgeschlossene Personlichkeit und die Fihigkeit mit den
verschiedensten Menschen kommunizieren zu konnen.
Erfahrungen im Bereich Verkauf/Kundenbetreuung sind
eindeutig ein Plus aber nicht notwendig. Eine gute Kenntnis
unserer Produktpalette, insbesondere des Miniaturen-
programms, stellt ein absolutes Mul} dar.

Sucht Mitarbeiter!

Du solltest bereit sein, fiir einen gewissen Zeitraum in
England zu arbeiten und zu leben. Wir suchen Leute, die tiber
geniigend SelbstbewuBtsein und Energie verfiigen, um sich
auf die Situation in einem fremden Land einzustellen.
Bewerber mit einem Alter zwischen 20 und 30 Jahren haben
die besten Aussichten.

WAS BIETET GAMES WORKSHOP

Games Workshop bietet Dir einen interessanten, vielseitigen
Job mit guten Zukunftsperspektiven. Du wirst Dein Hobby
zum Beruf machen und eine Aufgabe erhalten, die sowohl
Deinen Fithigkeiten als auch Ambitionen entgegenkommt. Zu
Beginn konnen wir Dir zwar keine Reichtiimer versprechen,
aber das Anfangsgehalt steigert sich rasch entsprechend den
gezeigten Leistungen.

WIE BEWERBEN?

Deine Bewerbung sollte einen Lebenslauf und eine
Beschreibung Deiner Erfahrungen mit dem Games Workshop
Hobby enthalten. Schicke Deine Bewerbung bis zum
30.06.1994 an folgende Adresse.

Games Workshop Ltd.
Simone Greasley
Chewton Street, Hilltop,
Eastwood NG 16 3HY
England

Wirf  einen
Blick in die
Warhammer
Welt, eine diistere Umgebung in der Menschen, Zwerge und
Elfen gegen die Michte des Bosen antreten. In diesem Spiel
kontrollierst Du eine michtige Fantasy-Armee, die sich auf
den Schlachtfeldern der Alten Welt beweisen mull. Dein
Geschick bei Manovern und Angriffen entscheidet liber Sieg
oder Niederlage.

DAS FANTASY-STRATEGIESPIEL

Jetzt erhiltlich in allen guten Spiele-Fachgeschiften!

Die Regeln erméglichen die Simulation von Fantasy-
Gefechten auf einem bisher unerreichten Niveau. Die
Box enthilt das Regelbuch und das Bestiarium, in dem
alle Wesen der Warhammer Welt ausfiihrlich
beschrieben werden. In der Box befinden sich
auferdem zwei komplette Armeen - die
Hochelfen und die Goblins, insgesamt

itber 100 Citadel Miniaturen. &
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THIS MONTH'’S BLOOD BOWL
RELEASES

Death Zone Supplement £14.99

Champions of Death £12.99

(Twelve miniatures per box)

Griff Oberwald £2.50

{One miniature per blister)

Mighty Zug £2.50

(One miniature per blister)

Morg ‘n’ Thorg £5.99

(One miniature per blister)

Fungus the Loon £2.50

(One miniature per blister)

HIGH WYCOMBE
GAMES NIGHT

From the 19th May,our store in
High Wycombe will have a regular
games night like every other GW
store. The games night will run on
Thursday evenings until 8.00pm
and everyone is welcome.

THIS MONTH'S MAN O’ WAR RELEASES
Slaanesh Hellship £4.99
(Boxed Set)

Slaanesh Hellslicer and Hellrammer
(Boxed Set) £4.99

DEATH ZONE

Over the last few months, literally
hundreds of games of Blood Bowl
have been played at the Studio as the
Blood Bowl league rules have been

designed and developed. The result of
all this activity is now ready for release
in the form of Death Zone, the first
boxed supplement for Blood Bowl.

Death Zone is packed full of Magic
Items, Dirty Tricks and Random
Events cards that will ensure that your
games will never be the same again!
The supplement also introduces Secret
Weapons, Wizards and Apothecaries, a
host of new Star Players and rules for
six new teams. In addition there is a
complete league system to enable you
to block, pass and foul your way to the
heady heights of the Chaos Cup, the
Dungeon Bowl or the coveted Blood

NEW CHAOS SHIPS

This month’s Man O” War
release consists of three
new Chaos warships — the
Hellship, Hellrammer and
Hellslicer.

Full rules for including
these models in your
games can be found in the
Plague Fleet supplement to
Man O° War.

We'll be featuring all of
these new models in an
"Eavy Metal in the next
issue of White Dwarf.

Bowl cup itself.

EXETER
OPEN SOON!

37, PRINCESSHAY, EXETER.

Normal Opening Hours:
Mon. Tues. Wed. Fri. 10.00am to 6.00pm
Thursday 10.00am to 8.00pm (Games Night)
Saturday 9.30am to 5.30pm

DIXONS

POST G Fye




AUSTRALIA

Like all Games Workshops, our Australian Stores carry a huge range of
Citadel Miniatures and all of the Games Workshop games. We have friendly,
knowledgeable staff who will be more than happy to chat about what’s new
in the hobby or show you any of our games and how they are played. Every
Thursday night is Games Night, where you can come along and join in with a
game of Warhammer, Warhammer 40,000, Blood Bowl or Space Marine.

NEWCASTLE

197 Hunter Street, Newcastle.
New South Wales.
Tel: (049) 262 311
Opening Times:
Mon-Wed 9.30-6.00
Thursday (Games Night) 9.30-9.30
Friday 9.30 - 6.00
Saturday 9.30 - 4.30

SYDNEY

We have two stores in Sydney at:

Westfield Shoppingtown
Chatswood, Sydney
Tel: (02) 415 3968
Opening Times:
Mon-Wed 9.00 - 5.30
Thursday (Games Night)  9.00 -9.00
Friday 9.00 - 5.30
Saturday 9.00 - 4.00
Sunday 10.00 - 4.00

Shop GOS5, City Centre Mall, Market
St, Sydney (Pitt Street entrance).
Tel: (02) 267 6020
Opening Times:

Mon-Wed 9.30 - 6.00
Thursday (Games Night)  9.30-9.00
Friday 9.30 - 6.00
Saturday 9.30 - 4.00
Sunday 10.00 - 4.00

AUSTRALIAN MAIL ORDER
(02) 317 2550

You can now Mail Order Games Workshop games and Citadel
Miniatures direct from our Australian warehouse. Our telephone hotlines
are open from 9.00am — 5.30pm Monday to Friday. Our friendly staff

will be more than happy to advise you on all the latest releases and

special offers.

Postage and packing costs $10.00 per order for our Nationwide
Express Delivery Service and you can pay by Cheque, Money

Order, Visa, Mastercard or Bankcard.

White Dwarf

Games Workshop Mail Order Department. PO Box  Australian subscriptions are

855, Mascot 2020. N.S.W. Australia.

now available at $72.00 for
12 issues post paid.




BLOOD BOWL STAR PLAYERS

Morg ‘N’ Thorg is a huge Ogre who plays Blood Bowl for any team who can afford to
sign him! On the pitch his playing tactics are simple. He either uses his strength to
bludgeon a way through the opposition, or he gives the ball to a team-mate and throws
him into the End Zone to score!

Griff Oberwald is the classic Blood Bowl hero. He's tall, superfit and strong, with a grace
and co-ordination that can leave most players looking like they are standing still.
Oberwald cuts a dashing figure on the Blood Bowl field and it's no surprise the girls go
wild when he has the ball in his capable hands.

The Mighty Zug is a firm favourite with the fans. Even though he rarely breaks out of a
walk during a game, he is an expert at incapacitating an opponent with a single backhand
“swipe from one of his great fists. One interesting result of this technigue is that he has the
largest collection of Orc teeth in the Empire.
Goblin players specialise in using sneaky pieces of equipment known as ‘secret
weapons' during Blood Bowl games. Although all weapons are illegal, many referees turn
a blind eye as they are very popular with fans. Its not unknown for the crowd to attack the
referee for attempting to ban a secret weapon in the middle of a game and so most refs
wait until a touchdown has been scored before giving the red card. Scrappa Sorehead
uses a Pogo-stick to bound over the heads of opposing team players and into the End
Zone. More dangerous are Fungus the Loon and Nobbla Blackwart. Under the
“influence of an extremely potent form of fungus beer, Fungus takes to the pitch armed
with a massive ball and chain that is able to plough through friend and foe alike. Nobbla
uses a deadly whirring chainsaw to attack enemy players but is as much of a danger to
himself if he is knocked over while the blade is running. Even amongst Blood Bowl
- players, only Goblins are crazy enough to use such lethal devices!

* GRIFF OBERWALD * * MIGHTY ZUG %

* MORG ‘N’ THORG *

* NOBBLA BLACKWART % * FUNGUS THE LOON %

* SCRAPPA SOREHEAD %




BLOOD BOWL *

By Jervis Johnson

Death Zone — the brand new supplement for Blood Bowl ~ is released this month. Packed full
of Magic Items, Dirty Tricks and Random Events cards, your games will never be the same
again. Death Zone also introduces Secret Weapons, Wizards and Apothecaries, a host of new
Star Players and rules for six new teams. In addition, there is-a complete league system to
enable you to block, pass and foul your way to the heady heights of the Chaos Cup, the

Dungeon Bowl or the coveted Blood Bowl itself.

BLOOD BOWL

When I started work on the new edition of Blood Bowl, there
were two things that [ wanted to get right. The first of these
was to improve the overall speed and tactics of the game.
These changes can be seen in the many of the innovations in
the new system, from the use of Block dice to the rapid
turnover rule. The second area that I wanted to look at was the
system for setting up and running a league. In previous

editions of the game, the league rules were added almost as an
after-thought, and it is surprising that they worked as well as
they did. For the new edition I wanted to make sure that the
rules for setting up and running a league worked every bit as
well as the board game rules themselves. The results of this
work is included in Death Zone and I must say, even though
some might accuse me of being a bit biased, that the new
league rules have worked out even better than I could have
dared hope.

wo7
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% BLOOD BOWL

Witch EIf Roxana Nailvenom of the Naggaroth Nightmares breaks the Orcland Raiders’ line!

WHAT YOU GET

Of course the Death Zone box doesn’t only have rules for
setting up a league and is absolutely packed with other stuff
too. The 32 page Death Zone Playbook contains new rules,
background information and — most importantly of all —a
whole bunch of new ‘Did You Knows?". There are rules to
cover a host of new secret weapons including Chaos Dwarf
Blunderbusses and Goblin Bombardiers, rules to allow
players to add extra coaching staff to their team such as
Apothecaries (to heal seriously injured players) or Wizards (to
blast opposing players with magic spells), and much more.

To make setting up and running a league as easy as possible,
Death Zone also contains a new pad of League Team Rosters.
These are slightly bigger than the ones in Blood Bowl to
enable you to record the extra information required for a
league team. There is also a special League Reference Sheet
which has all the charts and tables you will need to refer to
when playing league matches.

The main bulk of the package however, consists of the new
cards included with the game. These cards include 18 new
Star Player cards and well over 100 Special Play cards. These
are printed on thick card so that they will survive a lifetime of
play. The package is rounded off with a selection of Magic
Spell templates and a set of full-colour card Trophies which
can be awarded to coaches for winning major Tournaments!

THE NEW TEAMS AND STAR PLAYER CARDS

The new teams and Star Player cards included in Death Zone
add a whole new level of variety to Blood Bowl games and
mean that just about every major Blood Bowl playing race has
now been covered. With full background information, team
lists and special rules for six more Blood Bowl playing races —
Goblins, Chaos, Undead, Wood Elf, Halfling and Chaos
Dwarf — there should be a team and style of play to suit every
taste.

Each of these new teams also have their own strengths and
weaknesses. Wood Elves, for example, are extremely agile but
very lightly armoured and so concentrate almost exclusively
on the “aerial’ passing game. Chaos teams, on the other hand,
are the complete opposite and tend to simply drive up the field
maiming and injuring as many opposing plavers as possible.
They only head for the end zone and a touchdown once the
opposition runs out of players to stop them!

Players should note that although we’ve done our besi. not all
of the teams are perfectly balanced. In particular coaches of
Halfling and, to a lesser extent Goblin teams may well find 1t
hard to win any games. On the other hand Halfling and Gobln
players are so ridiculously cheap that it is guite easy 0 include
a large monster or two on the team. which tend go a long way
towards tipping the odds in the little guvs™ favour

wD8



BLOOD BOWL *
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The 18 new Star Player cards include a Troll, a Minotaur, a
Dark EIf Assassin, a Dwarf Death Roller and many more wild
and extremely deadly players. This wide selection of Star
Players means that there are more than enough to allow any
team to include one or two of these crazy, talented and
extremely useful players in their ranks.

THE SPECIAL PLAY CARDS

The new Special Play cards allow all kinds of dirty tricks and
underhand tactics to be used, such as bribing the referee or
hiring an assassin to use against the opposition. The cards are
split into three decks: Dirty Tricks. Random Events and Magic
Items. At the start of a match each coach is allowed to draw
one or more Special Play cards (the exact number is
determined by a dice roll), each of which may be used once
during the game and must then be discarded.

Although the Special Play cards may be drawn from any of the
three decks. choosing which deck to draw from is an
interesting problem in its own right. Each of the different
decks has its own strengths and weaknesses and your choice
will depend upon the nature of your opponent and the
importance of the match. The Magic frem deck. for example,
has some very powerful cards in it, but a coach is never
allowed to take more than one of these cards as magic items
tend to be rather rare. Unless you get the right onez these cards
can be of limited usefulness. On the other hand, the Dirry
Trick cards are great for damaging the opposing team and can
to be useful for winning one-off matches or vital league
games. However, these are not much good if you want to
improve your team and this is where the Random Events cards
come in. These are good for improving your team but will
rarely win you the match!

The Special Play cards add an important random element to
the game, and mean that a coach can never be really certain
that he has won until the final whistle is blown. For example,
some of the cards allow a coach to take an extra turn, which

Ramtut the Third and Morg ‘n’ Thorg lay into each other — all thoughts of the ball are forgotten!

means that he can score from a seemingly impossible position.
The Special Play cards are also extremely useful for balancing
matches between teams. This is not normally a problem in
one-off games as the abilities of the two teams will be roughly
even. In a league however, matches between teams of
differing ability and skill level are extremely common. The
Special Play cards are used to balance these matches by
allowing the coach of the lower rated teams to take extra cards
at the start of the match. Having more Special Play cards than
your opponent is a potent advantage, and means that even the
most lowly underdog has the chance of pulling off a surprise
win!

THE LEAGUE RULES

For competitive play, the really important part of the Death
Zone package are the'rules for setting up and running a league.
These allow players to coach their team to the top of the
league, competing against other teams for the ultimate honour
of winning the Blood Bowl trophy or the Chaos Cup! Rules
are included for training players to become Star Players,
hiring new players to replace casualties, keeping track of the
money in the team treasury, organising and running
tournaments, hiring mercenary Freebooter players, and a great
deal more.

As any experienced Blood Bowl coach will tell you, while
one-off games may be fun, running a team over the course of a
series of games is far more exciting. Not only do you have to
think about the tactics that vour team will use in a single
match, you also have to plan ahead. You can also watch your
team develop and grow into a real powerhouse to rival even
the mighty Reikland Reavers or Gouged Eye. Running a
Blood Bowl team in a league does create some additional
work and calls for a little extra commitment. but if you want to
have the glory of leading your team through a long season to
the Blood Bowl final itself, then the league rules are for you!

The single most important thing I needed to sort out when
writing the league rules was the problem of the ‘part-time’

e e e e e e e B
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* BLOOD BOWL

coach. Anybody who has played in a Blood Bowl league
before (or a Mighty Empires campaign, for that matter) will
understand this problem. When the league starts up you get
loads of enthusiastic players all clamouring to take part.
However, after half a dozen games, quite a few of the coaches
will have started missing matches or have dropped out of the
league altogether, especially if their team isn’t doing very
well....!

The way that I've tried to get round this problem is by creating
the new open league format used in Death Zone. This places
the emphasis on arranging matches and playing games firmly
on the shoulders of the coaches themselves. Using this
method, enthusiastic coaches can play as many games as they
like, or rather, as many games as they can find opponents to
play against. Meanwhile less enthusiastic coaches can play
fewer games, as and when they feel like it.

These league rules are designed to recreate the way Blood
Bowl teams travel the Old World, moving from venue to
venue to play the games. In a way, the teams are much more
like a travelling company of actors, or a mercenary regiment,
than the football teams of present day times. Games are played
in stadiums, owned either by the Colleges of Magic or by
large towns or cities. They are not normally owned by Blood
Bowl teams themselves, though some teams such as the
Reikland Reavers do own their own stadiums. Teams receive
money to play in stadiums, the amount they receive depending
on how many fans turn up for the game and whether the team
wins or loses. Because of this anarchic set-up it is up to each
team manager (ie YOU!) to organise matches, set dates for
games and so on.

At first the League system didn’t have any tournaments. the
rewards being limited to improvements in the team as players
earned Star Player Points and gained new skills. It became

apparent very quickly, however, that a league without some
form of structured tournament system, while being fun, lacked
the intense excitement generated by that all important final
match! The problem was how to create a system allowing for
a tournament that would not fall apart if coaches didn’t turn up
for matches or dropped out if there team wasn’t doing well.
The answer that evolved was to have a special Play-Off period
at the start of each tournament where coaches had to organise
their own matches, combined with semi-finals and grand
finals at the end. This system managed to combine the best of
both worlds, because the vast majority of matches were left up
to the coaches themselves to organise (with the benefits
outlined above), while the semi-finals and grand final
provided an intensely exciting climax to the whole event!

LEAGUE STRATEGY

For coaches that have been playing lots of one-off games
using the Blood Bowl rules, a few hints and tips are in order
creating teams to play in a league. The most important thing to
bear in mind is that league teams need to be designed for the
long haul. It is very tempting to create a team with eleven or
twelve very good players, but if any of the players are killed or
injured in the first game (and they almost certainly will be!), it
can be very difficult to field an effective team in the next
match. This can create a vicious cycle where the team doesn’t
have enough players to field a full team, and so gets badly
beaten up, leaving it in an even worse state for the next match.

In our Studio league, Gary Morley’s team — Morley’s
Marauders suffered from this syndrome and he was reduced to
only six or seven uninjured players before he had to retire his
squad and start again.

To avoid this try to make sure that your team has at least
thirteen players and consider buying an Apothecary for the
team right from the start. The other common mistake that
players make is to buy too few Team Re-roll counters.
Remember that getting hold of extra Team Re-roll counters
once the league is up and running is expensive (unless you are
lucky enough to draw an Extra Training card), and so it is well
worth-while making sure that you have enough when you start
the team.

Finally, don’t get disheartened if your team rating gets worse
after your first couple of games. This happens quite frequently
with starting teams, and more often than not the team manages
to bounce back later on. This being said, sometimes a team
will lose so many players, and have so little cash in the
treasury to replace them, that there is nothing to do but start
again. If this happens to you then it is generally best to start up
again with the same race, so that at least you can use your
experience with your first team to guide you with your second.

Over the last six months or
so, these league rules have
been extensively tested by
the dedicated group of
Blood Bowl players at the
Studio. It’s been a lot of fun
and we hope that you get the
same enjoyment out of
playing them.

“The teams are on the pitch
and they're ready to play
sports fans — Go kill "em!™
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GRAND OPENING
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SUTTON

GRAND OPENING
SATURDAY 18TH JUNE
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On Monday the 2nd May almost seven thousand gamers, miniature painters and modellers
packed the National Indoor Arena for the 1994 Golden Demon Awards. It was a spectacular
event characterised by the enthusiasm of all the participants. On

N the following pages Mike McVey talks about how the winning

. | miniatures were selected and we present all of the 1994 winners.

wD13



JUDGING GOLDEN DEMON
by Mike McVey

Mike McVey is known throughout the world for the stunning detail and
exacting quality of his painted miniatures. As a preview to the photos of this
year’s models, Mike gives his thoughts on painting award winning entries and
explains how he goes about choosing the Golden Demon winners.

Mike presents an award to the winner of the Best Warhatmmer Commanders category.

THE GOLDEN DEMON AWARDS

I always approach Golden Demon with a certain amount of
trepidation. It’s not that I don’t enjoy the event, as it’s always
an exciting day — the reason for this nervousness is that the
unenviable task of judging the entries falls to me. I really look
forward to seeing all the models as the breadth of imagination
and standard of painting never fails to amaze me. But having to
choose three outstanding models from each category is a job I
wouldn’t wish upon anyone. The task was made slightly easier
this year because the entries were collected before the day so
that I could spend more time deliberating over them and
making sure that nothing was missed out.

Every year at Golden Demon people
come to the "Eavy Metal stand to quiz me
on what I’'m looking for in a winning
model. The most common questions I'm
always asked are: “Is the model I choose
to paint important?”, “Does it have to be
a new release?”, “Are conversions
allowed?” and “What about the base?”
The truth is that there are no definite
answers o these questions, Winning
models usually show a combination of
several qualities that work together to
create the truly outstanding results that
you'll see on the following pages.

There are, however, a few pointers that 1
can give to aspiring Golden Demon
entrants that will hopefully set them on
the right tracks.
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The Golden Demon awards are all about excellence in
miniature painting, and this is what 1 look for above all
in the models that are entered. A simple, well painted.
model will quite often do better than a more flamboyant
entry that hasn’t been finished to the same standard.
That’s not to say that I don’t appreciate conversion and
fine detailing. On the contrary, it’s the models that
combine these qualities with great painting that usually
win the top awards.

CONVERSIONS

Conversion is another tricky subject. Should you convert
your entry, and if so, to what extent? Converting
miniatures is quite acceptable, and if done correctly it
can go a considerable way to improving the look of a
model. The main thing to remember is that you should
always try and maintain the balance of a miniature. The
ideal conversion is when you literally can’t see the joins
and none of the components used look out of place. A good
example is the Space Wolves Rune Priest that won the
Warhammer 40,000 single miniature category this year. This
conversion is so well produced that if you didn’t know better,
you'd think that it was a standard model.

It’s best not to try and do something that is beyond your
capabilities. Even good painting won’t compensate for bad
modelling, and this is also true of basic preparation. Every year
I see models that have been ruined because the painter has
neglected to clean off a mould line or a plastic injection mark.
Each stage of preparation and painting needs to be given equal
attention if the finished model is to have any chance of

A few of the vast array of store banners at the Golden Demon Awards.



Crowds throng the floor at this year's event.

winning. So if you're not confident that you can make a really
good job of converting a model, don’t bother, your chances of
winning won't be lessened.

WHAT TO PAINT

Many people have asked me what sort of miniatures they
should paint, and whether some have a better chance of
winning than others. The simple answer to this is that all
models have exactly the same chance. Of course | have my
own favourite models, just as everyone does, but I don’t let this
influence the judging in any way. Many people paint recently
released models but there is no need to do so. The best advice I
can give about choosing a model to enter is, always paint
models that you like. If you are painting your favourite model
you will put more time and effort into it and the end result will
inevitably be better. If you choose a model solely on the basis
that you think it has more of a chance of winning, you're
giving yourself an immediate handicap.

As I mentioned earlier, the most important aspect of a winning
entry is the painting. This goes further than the technical
ability of the painter as the colour scheme also needs to be
appropriate to the chosen model. That's not to say that you
have to slavishly copy the models that you see on the pages of
White Dwarf (I"ve lost count of the number of Tyrion models
I"ve seen with colour schemes that are identical to the
original!). It's always refreshing to see an original approach to
a particular miniature, just as long as it fits in with the general
character of the model or race. For example, a brown skinned
Orc or bright pink Space Marine are never going to win
anything. However, don’t feel constrained by the choice of
colours and think that you have to paint a model in a certain
colour scheme to give it any chance of winning.

This year we also ran a special Design a Space Marine Chapter
competition. Entrants to this category had to paint up a single
Space Marine in an original Chapter colour scheme. The focus
here was not so much upon the actual painted finish, but on
original ideas cleanly executed. The winner was Matthew
Jones and we’ll be featuring a full squad of Space Marines
painted up in Matthew’s Chapter colour scheme in a future
issue of White Dwarf.

Bevion M

BASES

Basing miniatures is an area that
seems to be a source of some
confusion amongst competitors.
Since we stipulated that models
had to be entered on their correct
base size, many people have
interpreted this as a move away
from decorative bases. This is
not the case at all. One of the
reasons we introduced a strict
base size is that the bases of
some models were getting so
large and over the top that they
were drowning the models and
detracting from their
appearance.

The base is vital to the
appearance of a model, and even
with a standard slottabase,
there’s still plenty of scope for
decoration and scenic detail as long as the balance is
maintained and the base is not becoming more prominent than
the miniature. The function of the base is to enhance the
appearance of the model, and if you think that some scenic
detail will help with this, by all means add some. It’s not vital
though, in many cases a well presented, simple, neat base can
be just as effective.

One aspect of basing your models which is a good idea to stick
to, is that they should really be green. This is especially true
with certain categories — such as Warhammer Commanders —
where the models are primarily gaming pieces. These models
should look just as at home on the gaming table as in a display
case, and the most effective way to do this is to paint the bases
green. Of course this doesn’t stop you from adding scenic
detail to the top of the base.

That’s all there is to it really, if you combine all of these
elements on your entry, I can’t guarantee that you'll win, but
your chances will certainly be improved. And remember, if
you didn’t win this year, don’t be disheartened, there’s always
next year.

Fred from the Bristol store proudly displays the bronze Space Marine Trophy
for the best painted Space Marine squad,
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These three models were the category winners for Warhammer 40,000. In each case, a good strong colour scheme and superb
attention to detail took the prize. In addition, in the case of both the Space Wolf Rune Priest and the Dreadnought, the special care
given to the banners really caught the judge’s eye.
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NEIL THOMANSON
1ST PLACE
WARHAMMER 40,000 MINIATURE

ROY SCORER
1ST PLACE WARHAMMER 40,000 VEHICLE

GARY TAYLOR
1ST PLACE WARHAMMER 40,000 SQUAD
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The miniatures on this page were the winners of the Warhammer category. We had more Horned Rat entries than any other single
miniature and judging them was a difficult task. The model of Gotrek was notable for the addition of the bone flail to his left hand. The
Goblin Commanders show the effectiveness of a simple but well-applied colour scheme.

ROBIN HEMPSALL
1ST PLACE WARHAMMER SINGLE
MINIATURE

ANDREW DABORN
1ST PLACE WARHAMMER MONSTER

R & G MOORE
1ST PLACE WARHAMMER COMMANDERS

wD17



GOLDEN?,
DEMON

YOUNG BLOODS

PAUL MILLAR
1ST PLACE YOUNG BLOODS

BATTLE SCENE

MARCUS RILEY
1ST PLACE EPIC MODEL

MARK TAITE
wo1g 18T PLACE BATTLE SCENE
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The second and third prizes for the Warhammer 40,000 Single Miniature category, were awarded for these stunning Eldar Phoenix
Lords. John Strong’s Space Marine shows the ease with which plastic miniatures can be converted and Martin Clarke's model

displays a spectacular Ultramarines chapter banner.

JOHN STRONG
WARHAMMER 40,000 MINIATURE
COMMENDED ENTRY

GARY TAYLOR
2ND PLACE WARHAMMER 40,000 MINIATURE

TIM O'SULLIVAN MARTIN CLARKE
3RD PLACE WARHAMMER 40,000 MINIATURE WARHAMMER 40,000 MINIATURE COMMENDED ENTRY
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This Warhammer 40,000 Eldar squad shows how a unique group of miniatures can be created from some quite simple conversions. Several
of the heads are taken from Warhammer Elves but these enhance the look of a battle hardened squad of warriors. Richard's Ork Mob shows
how high quality painting can be maintained over a large number of models.

RUPERT HAMMERTON-FRASER
2ND PLACE WARHAMMER 40,000 SQUAD

RICHARD POTTER
3RD PLACE WARHAMMER 40,000 SQUAD
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Akio Menister's Tyranid Carnifex shows how the clever application of a naturalistic range of colours can be used to enhance the
organic look of this monster. Roy Scorer's Blood Angels Death Company is a good example of the use of contrasting colours to
produce strong unified effect.

ROY SCORER
WARHAMMER 40,000 SQUAD COMMENDED ENTRY

AKIO MENISTER TONY WARRINGTON
2ND PLACE WARHAMMER 40,000 VEHICLE WARHAMMER 40,000 MINIATURE COMMENDED
ENTRY
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The Space Marine Dreadnought was the most popular entry in the Warhammer 40,000 Vehicle category. What caught the judge’s eye
about this model, was the simple bright colour scheme and neatly painted detail.

JAMES PATRICK
WARHAMMER 40,000 MINIATURE
COMMENDED ENTRY

MARTIN CLARKE
3RD PLACE
WARHAMMER 40,000 VEHICLE

<
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RICHARD LAWRENCE WARHAMMER 40,000 VEHICLE COMMENDED ENTRY
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The Warhammer single miniatures were perhaps the most difficult category to judge as the overall standard was so high, and all of the
pieces had features to commend them. The flowing pennant on Grey Seer Thanquol's staff and the tattooing across Felix's face are
the kind of individual details that set these models apart.

MARK CLAYTON
WARHAMMER SINGLE
MINIATURE
RICHARD STEDMAN
2ND PLACE COMMENDED ENTRY
WARHAMMER SINGLE MINIATURE
RICHARD BARNES
3RD PLACE

WARHAMMER SINGLE MINIATURE

KANDRA HOURD
WARHAMMER SINGLE MINIATURE
COMMENDED ENTRY

NEIL SOLOMON
2ND PLACE WARHAMMER COMMANDERS
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Both of these Command groups display a neat, crisp painting style with a thematic feel that ties the individual miniatures together. The ragged
and battle-scarred Skaven banner would make a fine centre piece for any Skaven army.

MARK DABORN
3RD PLACE WARHAMMER COMMANDERS

JULIAN PALMER
WARHAMMER COMMANDERS COMMENDED ENTRY
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NATHAN SHICKLE
2ND PLACE WARHAMMER MONSTER

PAUL THOMAS
3RD PLACE WARHAMMER MONSTER

STEVEN WILSON
WARHAMMER COMMANDERS COMMENDED ENTRY
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ROY SCORER RUPERT KENYON
2ND PLACE EPIC MODEL 3RD PLACE EPIC MODEL

KARL EBANKS BAROSLAW N KORCZYNSKI
EPIC MODEL COMMENDED ENTRY EPIC MODEL COMMENDED ENTRY FROM GERMANY
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BATTLE SCENE

ROY SCORER
2ND PLACE BATTLE SCENE

JOHN TOYER
3RD PLACE BATTLE SCENE




A WORLD OF FANTASY GAMING

The first thing you notice when entering a Games Workshop Store is how
different it is from nearly every other shop. Here you’ll find not only everything
you need for the gaming hobby, but much more besides. With friendly,
approachable staff and a vast range of Citadel Miniatures, you’ll find
everything you need to build up an army for Warhammer 40,000, Space
Marine, Warhammer, Man O’ War or Blood Bowl.

Right: A typical Games Workshop store.

Below: Enthusiasts enjoying an exciting game of ms WIIKSHOP
Warhammer 40,000 at the regular Thursday Games Night
in our Peterborough store.

Each month Citadel Miniatures release many
exciting new models. Your local Games
Workshop stocks the full range of these
miniatures and the staff will be glad to help
you select the ones you need for your army.

BOURNEMOUTH; 24 POST OFFICE ROAD CROYDON: UNIT 35, DRUMMOND CENTRE,
TEL: 0202 319292 KEELEY RD. TEL: 081 680 4600
BRIGHTON: 7 NILE PAVILIONS, NILE ST. DERBY: 42 SADLER GATE. TEL: 0332 371657
TEL: 0273203333 R e DUDLEY: KIOSK U, UPPER LEVEL, MERRY HILL
BRISTOL; 13 BROAD WEIR, TEL: 0272 251533 CENTRE, DUDLEY. TEL: 0384 481818
BROMLEY: 8 BROMLEY MALL TEL: D81 466 0678 NEW STORE!EALING: 52D ST SAVIOURS MALL,
CAMBRIDGE; 4 QUAYSIDE, (OFF BRIDGE ST). - BALING BROADWAY CENTRE. TEL: 081 8400171
TEL: 0223 313350 EDINBURGH: 136 HIGH ST. TEL; 031 220 6340
________ ' CARDIFF: 29-30 HIGH STREET. TEL: 0222 644917 GLASGOW: 66 QUEEN ST. TEL: 041 226 3762
ABERDEEN: UNIT 1, 30/40 KIRKGATE, 'NEW STORE! CHELMSFORD: GUILDFORD: 12 TUNSGATE. TEL: (483 451793
-TEL 0224 6212§| UNIT K5, THE GALLERY, HAMMERSMITH: | DALLING ROAD.
NEW STORE! BATIH; 30 UPPER BOROUGH WALLS, THE MEADOWS CENTRE,TEL:0245 490048 TEL: 081 741 3445
‘BAL IRC TEL: 0225 314414  CHELTENHAM: 16 PITVILLE STREET, HARROW: 296 STATION RD. TEL: 081 861 2350
BECKENHAM: 292-294 HIGH ST. AEL: Fold ot HIGH WYCOMBE: UNIT 20, THE BALCONY,
TEL: 081 658 8102 ACHESTER: 112 FOREGATE STREET. THE. CX,TAG{)N CENTRE TEL 0494 53 1494
i D D HULL 30 PARAGON STREET
BIRMINGHAM: 116 CORPORATION STREET, COLCHESTER: 2 SHORT WYRE STREET, TEL: 0482 589576
Euon e Tty i an ) T T IPSWICH: 28D FLOOR, DEBENHAWS.
BLACKPOOL: 8 BIRLEY STREET. TEL: 0253 752056 COVENTRY: 14 CITY ARCADE. TEL: {121]3 227311 WESTGATE STREET, TEL: (473 210031
BOLTON: UNIT 25, FIRST FLOOR GALLERY, NEYY STORE! CRAWLEY: 11 BROADWAY. KINGSTON ON THAMES: 33, FIFE ROAD

‘SHIPGATES CENTRE TEL. 0204 362131 mﬂ2§35520‘1’2 TEL: 081 549 5224




Throughout the year all Games Workshop stores run
special gaming and miniature painting events
including Grand Openings and Warhammer Days.

Above: Steve from the
Manchester Store gives some
tips on painting miniatures.

If you've never played a Games Workshop game but think it might be
fun, just pop along to your local Games Workshop and join in. Each
store runs regular introductory games of Warhammer, Space Marine
and Warhammer 40,000. Please phone first to see what's being played.

LEEDS: 12-16 CENTRAL ROAD, TEL: 0532 420834
LEICESTER; 16/20 SILVER ST, TEL: 0533 530510
LIVERPOOL: 47 LORD STREET. TEL: 031 258 1404
CENTRAL LONDON: UNIT EI10, THE PLAZA, 116-128
OXFORD STREET. TEL: 71 436 0839

LUTON: 12 PARK STREET. TEL: 0582417474
MAIDSTONE: UNIT 6, 1-9 PUDDING LANE.:
TEL; 0622 677435 iy !
MAIDENHEAD: 2 BLANDY HSE, 3/5 KING ST.
TEL: (628 21854

NEW STORE! MANCHESTER: 69/70 MARSDEN
COURT, ARNDALE CENTRE, MANCHESTER..
TEL: 061 834 6871

MEADOWHALL CENTRE SHEFFIELD:

91, HIGH 5T, UPPER MALL TEL: (1742 569836
METROCENTRE NEWCASTLE: UNIT B14,
FIRST FLOOR. TEL: 091 461 0950
MIDDLESBROUGH: 39 DUNDAS ST,

TEL: 0642 254091 AL

NEWCASTLE: 63 CLAYTON STREET.

TEL: 091 232 2418 i

NORWICH: 12-14 EXCHANGE STREET.
TEL:0603 767656
NOTTINGHAM: 34a FRIAR LANE. TEL: 0602 480651

OXFORD: 1A NEW INN HALL ST,

TEL: 0865 242182 =
PETERBOROUGH: 3 WENTWORTH STREET,
TEL: 0733 890052

PLYMOUTH: 84 CORNWALL STREET.

TEL: 0752 254121

PORTSMOUTH: 34 ARUNDEL STREET.

TEL: 0705 876266

PRESTON: 15 MILLER ARCADE, TEL; 0772 821855
READING: UNIT 3, CHEAPSIDE. TEL: 0734 598693

NEW STORE! ROMFORD: 12 QUADRANT ARCADE.

TEL:OT08 742140

SHEFFIELD: 16 FITZWILLIAM GATE
TEL: 0742 750114

SHREWSBURY: UNIT 2, BRIDGE ST.
TEL: 0743 362007 ; i
SOUTHAMPTON: 23 EAST STREET.
TEL: 0703 331962 : ;

SOUTHEND: 12 SOUTHCHURCH RD;

TEL: 0702 461251

STOKE ON TRENT: 27 STAFFORD ST, HANLEY,
TEL: 0782 205287

NEW STORE! SUTTON ON THAMES: UNIT 26,
UPPER MALL, TIMES SQUARE SHOPPING CENTRE.,
TEL: 081 770 9454

SWINDON: 17 FLEET STREET. TEL; 0793 436036
THURROCK LAKESIDE: UNIT 415, LEVEL 3/FOOD
COURT, THURROCK LAKESIDE (JUNCTIONS 30/31,
M25). TEL: 0708 867133,

TORQUAY: 12 MARKET ST. TEL: 0803 201036.
NEW STORE! WATFORD: UNIT QIA,

HARLEQUIN CENTRE, QUEENS ROAD.

TEL!0923 245388

WORCESTER: 4 CHARLES STREET,

TEL; 0905 616707

YORK: 26 GOODRAMGATE. TEL: 0904 653575




% ELDAR WAR WALKER &

The War Walker is one of the Eldar’s most potent engines of war. It resembles a Dreadnought but is crewed by a
single Eldar warrior who rides the machine into battle. War Walkers are highly mobile and can easily traverse difficult
ground on their long powerful limbs. As they engage the enemy, they are able to destroy heavily armoured targets
with their devastating Lascannons and obliterate massed troops with their deadly Scatter Lasers.

‘ELDAR PILOT

The Lascannon is rightly feared for its
ability to penetrate armour and is one of the
most  destructive weapons on the
battlefields of the 41st Millennium.

Eldar armies use anti-grav platforms crewed
by Guardians to mount heavy weapons like
the Lascannon as they are too bulky to be
‘carried by ordinary foot troops.




THE RAZORBACK

By lan Pickstock

The Razorback is a Rhino variant designed to speed into battle escorting other
Rhinos and squads of Space Marines. As it smashes through the enemy lines, a
turret mounted lascannon blasts apart enemy Dreadnoughts and tanks, while twin
plasma guns fire gouts of flaming death. After neutralising hostile armour, the
Razorback can then deploy a combat squad of Space Marines to mop up any
survivors and secure the area.

The Space Marine Rhino is one of the most common vehicles
in the armouries of the Imperium. Wherever Imperial forces
clash with their enemies their commanders call upon Rhinos to
carry their troops to the battlefront rapidly and in relative
safety. Unfortunately, these vehicles are vulnerable to enemy
heavy weapons as the Rhino is only armed with boltguns and
often has difficulty rooting out these support units.

The weapon forges of the Adeptus Mechanicus have several
Standard Template Constructs (STCs) for variants of the

standard Rhino APC chassis. Many STCs have been lost over
the millennia and the Adeptus Mechanicus constantly hunts
down knowledge of long lost STC databanks. Of the few
Rhino variants that remain, each one fills a specific purpose on
the battlefield, such as providing artillery support, or mounting
a close range demolition cannon.

One of the most successful variants is the Razorback. As far as
the Adeptus Mechanicus is concerned the Razorback is a
relatively new addition to the armies of the Imperium. The
STC for the Razorback was recovered about five millennia ago
by the Chief Artisan Tilvius. Tilvius led a quest in the 36th
millennia after the Inquisition uncovered rumours of an actual
working STC databank. Tilvius™ quest scoured the far reaches
of the galaxy, he checked planet after planet, questioning
everyone from planetary governors to the lowliest menials,
Tilvius left no stone unturned. Tilvius never found the STC
databank, he returned to Mars after three centuries of
searching, an old man who wanted to see the red sands of his
homeworld once more before he died. But his quest did
recover several of the much sought after STC print outs. For
the most part they were simple machines and factory tools, but
the undoubted jewel in Tilvius’ collection, the crowning
achievement of Tilvius' quest was the recovering of the STC
for the Razorback. After initial trials by the Adeptus
Mechanicus proved it successful, the Razorback was
immediately put into production by Forge Worlds all over the
Imperium and is now standard issue for all Space Marine
Chapters. s

The Razorback is used in a fire support role, escorting Rhinos,
or units of Space Marines. The Razorback has a turret
mounting for a tank-busting lascannon and twin linked plasma
guns. Once the Razorback is in position the Rhinos can deploy
their Space Marines into cover. Then the Rhinos withdraw
whilst the Razorback remains to provide vital heavy weapon
support and cover the Rhinos retreat. The turret-mounted
lascannon can deal with any enemy vehicles or Dreadnoughts,
while the plasma guns prevent enemy infantry and light
vehicles from straying too close. With the ability to carry five
Space Marines, the Razorback can be used as a mobile
command centre or simply to carry a combat squad to the front
line.
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RAZORBACK

Shooting at the Turret

The Razorback turret is protected by a thick armoured shield at
the front. It is important when using the Razorback that you
leave the turret pointing at the last target it fired at, or at least
the space where it used to be! For the purposes of hits on the
turret, the turret’s frontal zone is a 90° arc centred on the
turret’s weapons.

If a firer shoots and hits the turret from the front, then he must
roll to penetrate the turret's frontal armour, even if the firer is
standing to the rear or the side of the actual Razorback’s hull.
If the firer hits the turret from the side or rear then there is a
chance that the shot will hit the exposed Space Marine gunner.
Roll a D6, on a roll of 1,2 or 3 then the turret has been hit, roll
to penetrate the turret’s side/rear armour as normal (AV15).
On aroll of 4,5 or 6 then the Space Marine gunner has been hit.
Roll to see if the gunner is killed using the normal shooting
rules.

Blast Marker Weapons

The thick armoured shield also protects the gunner from
weapons with a blast marker, the large plate absorbing and
deflecting most of the blast away from the gunner. If any part
of the turret gunner is covered by a blast marker then due to the
thick shield he will only ever be affected by the blast on a D6

roll of a 4 or more. Hence, even if a blast marker is centred on
the Space Marine gunner he will only be hit on a 4 or more.
Note that this is a special case and is slightly different from the
normal rules on p79 of the Warhammer 40,000 rulebook.

Firing the Lascannon and Plasma Guns
The lascannon and two plasma guns count as a single linked
weapon. As with all linked weapons you may choose to fire
any or all the weapons. You may choose to fire just the
lascannon, a single plasma gun and the lascannon or the whole
lot — the lascannon and both the plasma guns. No matter how
many of the weapons you choose to fire, you must state which
weapons you are firing before you roll to hit, and only one roll
to hit is made. The lascannon will hit the model designated as
the initial target, roll for damage as usual. If you are firing any
plasma guns then roll one
sustained fire dice for each one.

Y HULL FRONTAL
N ZONE

The Ork trooper
opens fire on the
Razorback. If he
hits the hull or
tracks, then he
will  have to
penetrate the
Razorback’s side
armour. If the
shot hits the
turret then it will
have to penetrate
the front armour.

TARGETING THE RAZORBACK

Any hits you score with the
plasma guns can be allocated to
visible models within 4" of the
’ initial target and within the 24"
/ range of the plasma gun. You

p don’t have to allocate one of the
" plasma gun hits to the initial
target hit by the lascannon,
although you can if you want to.
If you want to, you can just fire
one or both of the plasma guns
without the lascannon, however,
there are very few situations
where this will be a n advantage.

Plasma Gun
Recharging

Plasma guns need a vast amount
of energy and require time to
recharge once fired. If you fire
one plasma gun, place a single
plasma weapon recharging
marker next to the Razorback to
remind you that one of the plasma
guns cannot be fired in your next
turn. This does not prevent the
other plasma gun from firing in
your next turn while the first
recharges. If both plasma guns
are fired, place two plasma
weapon recharging markers next
to the Razorback to remind you
that neither plasma gun may be
fired in your next turn.

TURRET
FRONTAL
ZONE
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SPACE MARINE RAZORBACK

Each Space Marine Chapter maintains a huge arsenal of special wargear which include variations on the basic Rhino and other
armoured vehicles. These revered Chapter weapons bear honour badges earned in the countless heroic engagements in which they
have fought. The crews of these vehicles are drawn from the ranks of training and reserve units, and they bear special insignia in
place of their usual tactical badges.

ARMOURED VEHICLE INSIGNIA:
RAZORBACK DESIGNATION
ARMY/CAMPAIGN BADGE

COMPANY BADGE

Compan ¥
CHAPTER BADGE

GUNNER’S SHOULDER INSIGNIA
The white disc denotes that the gunner is a vehicle crewmian and the -

shoulder pad trim is yellow — the eolour of the Ultramarines™ 2nd
Company,
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SPACE MARINE RAZORBACK

VEHICLE DATA

CREW:

1 SPACE MARINE DRIVER
1 SPACE MARINE GUNNER
RAM VALUE:

STRENGTH 7
D12 DAMAGE
-5 SAVE

MOVEMENT:

SLOW SPEED: 8"
COMBAT SPEED: 18"
FAST SPEED: 25"
TYPE: TRACKED

WEAPONS

One lascannon and two plasma guns linked in a turret mount. The linked
lascannon and plasma guns have a targeter and a 360° field of fire. The
Razorback may be fitted with auto-launchers carrying frag or blind

grenades at an additional cost of +5 points.
TRANSPORT:

5 Space Marines in Power Armour. The Razorback may also be used to

tow a single support weapon.

WEAPON DATA

RANGE TO HIT SAVE ARMOUR
SHORT LONG SHORTLONG STR. DAM. MOD. PENE.
Lascannon 0-20 20-60 9 2D6
Plasmagun 06 624 41 - i 1
Auto-launcher 6 - Grenade Type

FragGrenade, = = - 1 3 1

Blind Grenade - - -

WEAPONS SPECIAL

‘Blast Marker
2"Blast Marker

POINTS COST: 150 Points

DAMAGE TABLES

Armour
Location Front Side/Rear
] Track* 15 15
2-4 Hull 20 18
5-6 Turret* 22 15
*Hit the one nearest to the attacker

Track Damage Table
The track is damaged but keeps running, The Razorback may only move at slow speed for the rest
of the game.
The track is blown off. The Razorback moves out of control next turn and then comes to a
permanent halt for the rest of the battle.
A track is blown off and the resulting damage smashes the vehicle's drive shaft, causing it to flip
over. The wreck comes to rest D&" away in a random direction. Any model it lands on takes a D6
57 hits with a -2 saving throw modifier. Roll a D6 for each model on board. They are killed in the
crash on a roll of 4,5 or 6. Surviving models may dismount using the normal rules.

Hull Damage Table

A large explosion tears through the crew compartment. Roll a D6 for each crew member. On a roll
of 4,5 or 6 they are hit and killed,
The Razorback's engine explodes, killing the crew. The tank is spun round to face in a random
direction by the force of the explosion and then comes to a permanent halt
A spark ignites the Razorback” tank and it bursts into flames. killing all of the crew. The
flaming wreck moves out of control next turn and then explodes. Anything within 3" of the point
where it ends up is caught in the explosion, suffering damage exactly as if hit by a heavy flamer.
The Razorback's ammunition explodes. The Razorback is destroyed and any models within 3"
suffer D6 Strength 10 hits with a -3 saving throw modifier.

Turret Damage Table
The turret weapons are damaged and may only be fired if you first roll a 4 or more on a D6. Roll
once for all three linked weapons, i
The turret is jammed, it may no longer rotate and remains fixed in the direction it was pointing
before it was hit. The turrel weapons may only fire in a straight line at targets directly in front of
them.
The turret gunner is killed. Unless his position is taken over by another crew member the turrel
weapons may no longer be fired.
The ammunition stored in the turret explodes and the Razorback is destroyed. All the crew are
killed and the turret is blown off, flying 2D6" in a random direction before it crashes to the ground.
Anything under the spot where the turret lands takes D6 Strength 9 hits with a -6 saving throw

Gunner Damage Table
Roll to see if the gunner is killed using the normal shooting rules. He has a Toughness of 4, one wound
and wears power armour that confers a 3+ saving throw. If the gunner is killed then the linked weapons
may no longer be fired unless his position is taken over by the driver.

Permission granted to photocopy for personal use only

© Copyright Games Workshop Litd 1994. All rights reserved.



RAZORBACK

Plasma Gun Jams

If either plasma guns jams,
then both plasma guns are
effected and must spend their
next turn clearing the jam.
However, if the plasma guns
jam then this will not prevent
the lascannon from firing.
Plasma guns can still recharge
when jammed. So a jammed
plasma gun can be cleared and
recharged ready to fire in your
turn after next.

Close Combat

If any models attack the
Razorback in close combat,
then the Space Marine gunner
can either stay and fight or
duck inside the Razorback and
slam the hatch shut.

If the gunner ducks inside then
the attacker cannot choose to
attack him because he is not
there. However, if the attacker
hits and penetrates the turret,

ALLOCATING PLASMA GUN HITS

Ork 1 is hit by the
lascannon. Plasma
gun hits can be
allocated to Orks 2,3
or 4, but not Ork 5 or
6 as they are outside
4". The Space Marine
player may choose to
allocate a plasma
gun hit to Ork 1 if he
wishes.

the gunner can still be killed if the attacker rolls a 3 on the
turret damage table. Also, if the Razorback is on overwatch
then it may shoot at the attackers as they charge in and then the
gunner may duck inside and close the hatch.

An Ultramarines’ Razorback provides supporting five for an assault.

1f the gunner chooses to stand and fight, he follows all the rules
for crew in exposed vehicles as printed in the Warhammer
40,000 Rulebook. He is wearing power armour and is armed
with a bolt pistol.
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Eauy METAL
% ORK DREADNOUGHT %

Eyery Ork or Gretchin wants to be big, strong,
tough, and shoot large guns. Despite the initial
discomfort of having a ‘seein’ to’ by a Painboy,
getting wired into a Dreadnought is just about
one of the best things that can happen to an Ork.
These clanking. great war machines represent the
peak of Orky wargear technology. A bizarre
mixture of Mekboy engineering and Painboy
bionics, the Dreadnought is also a focus for clan
markings and icons. In fact da boyz can’t resist
daubing glyphs and slogans all over the
Dreadnought’s ‘armour. These monstrous
machines charge into battle displaying huge back
banners which show the Ork’s mob badge as well
as yet more Orky glyphs.
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THE UNDEAD

In the Warhammer World
the dead do not rest easy.
Vampires lurk in haunted
castles in the sinister forests
of Sylvania. Necromancers
seek to escape their
mortality by searching for
forbidden knowledge within
the pages of accursed books.
In lost cities buried beneath
the desert sands of the Land
of the Dead, the Tomb Kings
rule over legions of corpses,
their servants in death as
they were in life. And
behind all of this towers the
ancient shadowy figure of
Lord Nagash — the Great
Necromancer, once human
but now powerful enough to
rival the Gods themselves.

This essential supplement
for the Warhammer game
describes the armies of the
Undead in complete detail.
The book contains a full
history of the Undead
together with an army list
that includes rules for all
the Undead creatures,
characters, warriors and war
machines. There are also a set of 10 new Necromantic Magic spell cards as well as over a dozen
new Magic Item cards and an exciting Undead scenario — Revenge of the Doomlord.

Warhammer Armies books for the Empire, Dwarfs, Orcs and Goblins, High Elves and Skaven are also
available along with the Warhammer Battle Magic supplement.

WARHAMMER ARMIES - UNDEAD 1S NOT A COMPLETE GAME. YOU NEED A
COPY OF WARHAMMER TO USE THE CONTENTS OF THIS BOOK,

The Games Workshop logo and the-Warhammer logo
are registered trademarks of Games Workshop Lid.
b Gitadel and Games Workshop are a trademark of Games Warkshop Lid.
O [TL\I)EU" © Games Workshop Lid, 1994, All rights reserved.
MINTATLIRES




By Mike McVey

This month sees the release of the latest volume in Mike McVey’s ’Eavy Metal
series of Citadel Miniatures painting guides. In this extract from the brand new
book — The Citadel Miniatures Modelling Guide — Mike explains just how he
creates some his unique and spectacular miniature conversions.

CHARACTERS

Painting your army of Citadel Miniatures is great fun,
and in my latest book I explain how to personalise all
your troops and unit leaders. However, the important
characters and generals deserve even more attention. As
the focal point of your force, they'll play a vital role in all
of the battles you fight. Nothing is more impressive than
fielding your army with a spectacularly converted
general to lead your warriors to battle.

Tackling an exciting conversion project like the Blood
Angels Captain is really just a case of applying all of the
modelling skills T talk about in the new guide. Once
you've mastered these, the only limit to what you can
achieve is your own imagination,

INSPIRATION

Finding inspiration for conversions of this sort is a lot of
fun. Ideas can come from many different sources,
including artwork, stories and army lists. The page
opposite shows two conversions which were both
inspired by pieces of artwork. These are brief examples
of how the conversion process works. Elsewhere in the
guide I look in far greater detail at three special
conversions — A Blood Angels Captain, an Empire
Knight Panther and a Chaos General riding a dragon. By
breaking these conversions down into their separate
stages, you can see that they were really quite
straightforward projects. On the following pages, we've
extracted the section on converting the Blood Angels
Captain for this special White Dwarf preview.

Important characters and army leaders are the ideal subjects for more ambitious conversions, as they enbance the appearance qf the whole army considerably.
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COMPLEX CONVERSIONS

DIRE AVENGER EXARCH

This conversion was inspired by the painting by
Geoff Taylor on the cover of the Eldar Codex book.
Although the actual details on the miniature are very
similar to the existing Dire Avenger Exarch, the
positional change means that the model has to be
extensively converted, using parts taken from several

miniatures, Both arms were replaced, the right one at
the shoulder and the left at the elbow. A shuriken
pistol was added to the left hand and a new sword
was pinned into place on the right fist. I modelled
on some new armour plates to hide the joins on the
arms.

The bent left leg is from one of the Dire Avenger
Aspect Warriors. It was pinned into place at the hip,
and the join filled in with putty. The right leg was
bent very slightly to balance the pose of the model.

The last step was to model on some long hair at the
back of the crest.

When doing conversions
af specific miniatures,
there are three main
things to concentrate on.
The first is that the
components you use are
as compatible as possible,
the second is  the
positioning and the third
is the colour scheme.

On the Dire Avenger
Exarch shown on the
right, none of these
elements are exactly the
same as those in the
painting, but they are all
clase enough to matke the
finished  conversion
easily recognisable as
coming from the picture.

DARK ANGELS CAPTAIN |

The idea for this conversion by Neil Hodgson also
came from a Geoff Taylor painting — this time it was
the cover of Dark Millennium. The Dark Angels
Captain is a very strong central figure and the perfect
subject for a conversion. Space Marines are ideal to

convert as there is a large supply of miniatures,
complete plastic models and plastic components.
Especially useful are the plastic arms and weapons
which make positioning simplicity itself.

Neil based this conversion of the Dark Angels
Captain on the body of a Dark Angel Sergeant, so the
details were already in place. His main task was to
remove the right arm and shoulder pad and replace
them with a plastic arm and power sword from
another miniature. He also added some fine sculpted
detail to the chest and the left shoulder. The rest of
the fine detail was added at the painting stage.
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SPECIAL CONVERSIONS — BLOOD ANGELS CAPTAIN

BLOOD ANGELS CAPTAIN

The first special conversion we’re going to look at is a Blood Angels Space
Marine Captain. This conversion was inspired by John Blanche’s Warhammer
40,000 box cover painting. The central image of the painting is so strong
and dynamic that it makes an ideal subject for conversion, as well as a
spectacular army leader.

One of the best things about converting Space
Marine miniatures is that they all share some
common features, for instance, they all wear
power armour. Only the detail and positions vary.
This makes it really easy to find models that you
can use as the basis of yvour conversion. The fact
that there are plastic versions of the arms and
most of the weapon variants means that changing
the parts you need is also simple.

A wide range of Space Marine miniatures is
available, and although some of these are specitic
to certain Chapters, parts of them can still be used
on any conversion. It is generally only small
details that identify Space Marines as belonging to
a particular Chapter, and these can easily be
removed or changed.

Most of the major parts used in this conversion _
came from other Blood Ange]s bpace Marines, so The compontents I took from other Space Marines to make this conversion
the markings did not need to be changed. bave been painted red so that you can see which miniatures they came from.
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SPECIAL CONVERSIONS — BLOOD ANGELS CAPTAIN

GETTING STARTED

The first step is to remove all of the components
you'll need from their original miniatures. The Blood
Angels Captain is a complex conversion, involving
parts from many different miniatures. This does not

REMOVING COMPONENTS

The body is the largest component in the conversion
and is made from two separate miniatures. The torso
is from a Blood Angels Sergeant and the legs are
from a Blood Angels Death Company trooper. I

need to be the case every time, it is only because this
conversion is so specific that the parts needed to
be exact.

chose these pieces for two reasons. The first is that
the sculpted detail, including the blood drop on the
chest eagle and the laurel wreath and blood drop on
the left leg, matches that on the painting exactly. The
second reason is that the position of the right
shoulder pad is also very closely matched to that in
the picture, making the torso almost ideal. Only the
left arm needed changing.

There is quite a lot of sawing involved in removing
the pieces from their original miniatures. Two of the
Space Marines need to be sawn completely in half,
and another needs the power fist removing. Some of
the smaller components can be removed with a good
pair of clippers. There is a danger that these may
cause a little damage, so [ tend to use either a fret
saw for the smaller pieces, or a razor saw for larger
cuts. For example, I removed the head with a fret
saw and cut the body in half with a razor saw.
Remember, all of the pieces you remove should go
straight into your bits box so that you can use them
on other conversions,

To cut the Space Marine in balf, it was laid down flat on the cuiting
mat and beld firmly. The incision was carefully made above the belt
and went right through the whole miniatire,

When you are cutting the bodies in half, hold them
firmly on your cutting mat and gently saw through
them. You really don’t need to apply much pressure,
the razor saw should do most of the work. Just try
and make the cut as flat and as neat as possible.
When you've sawn all the way through both of the
bodies, you'll need to clean up the joining surfaces
before the two chosen halves can be joined. To do
this I use a file initially, and then an emery board to
get a really smooth finish,

The old bead is carefully removed with a fret saw

MODELLING TIPS :

MAKING PURITY SEALS

Characteristic features of the Blood Angels Captain
are the Purity Seals on his armour, and these are
actually very easy to make. To give the model a more
three-dimensional look they are made and then stuck
on separately.

The seal is made from modelling putty. Simply roll up
a tiny ball of putty and press it onto the model] so that
it forms a disc. Push in the centre of the disc with a
maodelling tool — I use the end of a cocktail stick with
the point cut off to get an accurate circle. The rest of
the seal is made from paper. Just paint the design
onto the paper, cut it to the right shape and glue it to
the putty seal with a tiny spot of superglue.

After the putty seal is in place, wo small strips of paper are
attached with a small dot of superghue.
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SPECIAL CONVERSIONS — BLOOD ANGELS CAPTAIN

The power fist was easy to remove from the Space
Marine Sergeant. I carefully cut down the side of the
torso, in the ribbed area under the shoulder pad, and
smoothed down the cut surface with a file.

The areas from where the old components bad been removed were
carefully filed flat, ready to take the new pieces.

The head and power fist needed to be removed from
the torso of the Blood Angels Sergeant. These were
carefully snipped off and the joins filed flat, ready to
take the new components. There is no left arm on
the new body, just a flat join for a plastic arm. This
made it ideal for adding the power fist, the new arm
just needed to be trimmed to fit at the right angle.

JOINING THE PIECES

When all of the components have been removed
from their original miniatures and thoroughly
cleaned up, they are ready to be joined together.
Have a dry-run first, just as you would with
multi-part models, as the fit needs to be checked to
see if the parts need to be altered at all.

I pinned all of the components together for extra
strength, with the exception of the right arm, which
is plastic and doesn’t place much strain on the join.

The technique for pinning was explained in detail
earlier in the guide. The main thing to watch out for
is that the pieces line up properly and neatly, Try
and get the pose as natural-looking as possible — this
won't be too much of a problem as you've got the
picture as reference. Remember, you're not trying to

All of the separate pleces of the conversion bave been cleaned up and
are ready for assembly.

create a perfect replica of the character in the
painting, this would be almost impossible. All you
are trying to do is capture the same look and feel so
that the conversion will be instantly recognisable.

When I was assembling the pieces, I tried to put
them together in a logical order. The legs and body
were joined first, creating the base for the rest of the
pieces. I added a single pin to the join to secure the
two halves of the body.

The body is joined to the legs, with a pin added for strength. When this
is dry, the rest of the components can be added.

The next stage was to add the new head to the body.
I did this before attaching the arms, as these tend to
get in the way. The head was pinned on, leaving
about half a millimetre between it and the body t©
give the model a neck. Getting the position of the
head right is very important, so here it's a good idea
to have the right arm held on with Blu-Tack,
enabling you to make sure that the head looks along
its line.

The bead is pinned into place and twisted so that it is looking in the
right direction — dowmn the barvel of the gun,

Don’t worry about the gap between the head and the
body. There is some sculpted detail to be added for
the hair and bionic eye, so this will cover over any
roughness. Before the head was added I very gently
closed the mouth a little by squeezing it in the jaws
of a pair of pliers. Be very careful if you are doing
something like this, I always wrap the component in
tissue paper to prevent damage,
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SPECIAL CONVERSIONS — BLOOD ANGELS CAPTAIN

SCULPTING DETAIL

When the head is in place and the arms have been
added, the only thing left to do is to add the fine
detail. These are the parts of the conversion that give
it an individual look, they won'’t be found on any
other miniature. In this case the parts I added are the
bionic eye, hair and winged blood drop on the gun.
Of these the bionic eye is the most important, as it
gives the conversion much of its character.

The bionic eye

This part of the conversion was done in three stages.
The first stage was to model on the basic shape of
the eye. A flat piece of modelling putty was added to
the side of the face and sculpted to roughly the right
shape. [ waited until the putty was dry and then very
carefully cut and filed it to the correct shape. This
way I ensured that the edges were sharp and
precise.

The rest of the detail was added when the basic
shape was dry, The tubes were made from thin
sausages of putty. The eye-piece and rivets were
made by cutting sections of thin plastic rods to give
different diameters of disc. All of these were then
carefully glued into place.

The hair

When the bionic eye was finished, I added some
more modelling putty round the back of the head
and at the base of the neck. This was applied and
carefully smoothed into place before I used a
sculpting tool to cut in the texture of the hair,

THE BASE

In John Blanche’s painting, the Blood Angels
Captain is standing on rough terrain which has
several easily recognisable features — notably the
rubble and the skull. I wanted to incorporate these
features into the conversion to give it another visual
link with the picture. Beware of going to town with
something like this — too much detail on the base
will overwhelm the model itself. Just add a little
detail to capture the feel of the scene.

THE FINISHED MODEL

The finished conversion was lefl to dry and carefully painted in
the same colowrs as the Captain in the picture. Getting the
colour scheme right i just as important as the modelling work.
The details in the paint scheme give the miniature most of its
individual look; the skull on the knee-pad and the flame design
o the armour are particularly important, The colours used are

The Blood Angels Captain leads an assault against a force of Goff Orks
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BAMES NORYSHOP,
WARHAMMER DAY BATTLES

At each Warhammer Day there are massive battles on specially made terrain with
hundreds of expertly painted Citadel Miniatures. Everything you need to play is provided,
just come down and join in the fun. After each battle, prizes are awarded to the most
heroic players and for deeds of special valour.

Here you can see just a -

section of the stunning
Clash of Evil terrain
created for one of our
Warhammer Day battles.

Each scenario has a
specially modelled
battlefield and provides
an exciting challenge for
any commander, so why
not come along and join
in?

CAMBRIDGE
SATURDAY 18th JUNE

THE HALLS OF EKRUND

An combined Empire and Dwarf force has sailed from Barak-Varr along the Black
Gulf to the ancient Dwarf stronghold of Ekrund. Their aim is to recapture the
Dwarfs' ancestral halls from an infestation of Skaven. Their approach to the
entrance is seemingly unhindered but as they draw near they see that the bodies
of thousands of Skaven line the entrance, impaled upon metal spikes. Who has
done this? Another feuding Skaven clan? As if in answer, a mournful wail comes
from within the cave followed by the disturbing clacking of naked bone on rock.
The Undead march forth!

Can the Dwarfs retake their old
kingdom, or are they doomed to suffer
the same horrible fate as the Skaven?

LEICESTER
SATURDAY 28th MAY

OF BROKEN TEETH AND BLEACHED BONES

Lord Skrolk has led a large force of Skaven into the heart of the Broken
Teeth mountains on a secret mission for the Council of Thirteen. They are
searching for a huge chunk of raw warpstone which has landed somewhere
in the inhospitable rocky wilderness. As they emerge from their tunnels
beneath the mountain to seize their prize, their path is blocked! Rank upon
rank of Undead stand defiantly before them led by a gaunt figure astride a
great Manticore.

Will Skrolk obtain the warpstone for his masters or will the Skaven perish,
slain by the Necromacer’s army of the dead?




SPECIAL EVENTS

As well as games of Warhammer 40,000, Space Marine and Warhammer for you to

join in with, there are competitions with great prizes, plus painting and modelling

demos. Games Workshop’s expert gamers, painters and modellers will be on hand
to give advice or just chat about the hobby, so come along and join in the fun.
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SOUTHAMPTON
SATURDAY4th JUNE

THE POISONED CANAL

A mighty Ork Waaagh has steamrollered across the Imperial planet of Bellophon causing city
after city to crumble before the unstoppable green tide. Here at the banks of the great
poisoned canal, the Imperium have regrouped to launch their counter offensive. As the first
Ork Dreadnoughts clank across the bridges spanning the canal, Space Marines of the Dark
Angels chapter unleash a devastating torrent of bolter fire. But da Boyz keepz on comin!

Will the Space Marines stop them, or will the planet fall into the hands of the Orks?

NEWCASTLE
SAT 11th JUNE

RETURN TO THE WOLF'S LAIR

The storm-blown crag known as the Wolf's Lair has fallen to a savage Goff
Ork assault. The Orks have mercilessly slaughtered the entire Space Marine
garrison. Only the wounded Space Wolf Rune Priest remains as a prisoner
for the Orks’ twisted amusement. It is a matter of honour for the Space
Wolves to recapture their outpost and rescue their Rune Priest from the
clutches of the greenskins. And so as the mountains are engulfed in a
blizzard, the first Rhino speeds forward to battle.

Will the Space Wolves regain control of the pass or will the Orks repel the
Marines’ brave assault? Come along
and join in this bitter struggle.

OXFORD
SATURDAY 25TH JUNE

THE FLAMES OF ENDYMION

The Eldar have advanced across the planet Endymion, burning all in their path.
Their advance forces are now firmly entrenched in the craters of Bratz Landing.
Space Marines of the Blood Angels Chapter have also established a bridgehead
across the canal where the only bridge large enough to carry the Chapter’s Land
Raiders and the deadly new Razorback support vehicles is located. Here the
Blood Angels make their stand.

Can the Emperor’s finest hold the bridge against the heavy fire from the Eldar
anti-grav batteries or will they die valiantly before the reinforcements arrive?




UNDEAD
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REVENGE OF THE DOOMLORD

By Jervis Johnson

This month’s battle report is based on the scenario from the ;lew Warhammer Armies —
Undead book. Dieter Helsnicht’s Undead host clashes with the forces of the Empire in a
bitter struggle for the village of Beeckerhoven.

Dieter Helsnicht was once a great and renowned wizard who
lived in the Empire city of Middenheim during the time of the
Three Emperors. Over the course of his studies Dieter learned
of the great Necromancer king Kadon and decided to travel to
the lands that he had once ruled in the Border Princes in order
to find out more about this enigmatic and evil figure. It was
while he was there that Dieter first started to hear rumours of
the return of Nagash after his defeat by Sigmar. Dieter, drawn
by an irresistible curiosity, continued his journey and travelled
to the fortress of Nagashizzar. What happened to him in that
cursed place is not known, but he returned to Middenheim a

changed man, his hair turned prematurely grey and his skin -

tinged with an unhealthy pallor. The Doomlord had been born!

Shortly after his return word began to spread of evil practices
and vile rituals being performed in the dead of night by Dieter

and his followers. Only too aware of where such things could
lead, the High Priest of Ulric gathered a company of Knights
and descended on Dieter’s dwelling. They arrived just in time,
disrupting a magic ritual that would have allowed Dieter to
raise the dead buried in Middenheim into a powerful Undead
army. Shaking his fist and vowing revenge Dieter fled from
the city, swooping away over the heads of the astonished High
Priest and Knights atop the back of a monstrous manticore.

Dieter was a man of deep, if twisted, intelligence and had
prepared for every eventuality. He had built a secret fortress
deep in the Forest of Shadows to which he could escape
should his activities be discovered. From this dark and evil
place he plotted his revenge and slowly built up his strength.
Decades passed, and those who had known Dieter Helsnicht
had either died or forgotten him, when rumours started that a
dark tide of pestilence and death was spreading through the
forest towards the Empire. Bands of Orcs and Beastmen were
being driven before it, and travel along the road that joined
Middenheim and Erengrad became extremely perilous.

Determined to do something about the problem, Einrich
Moltke, the Elector Count of Nordland, mobilised his army.
He advanced quickly, easily crushing the scattered Orc and
Beastman warbands that opposed him. However, when he
pushed deeper into the Forest of Shadows, disaster struck! As
the army marched along an ancient path beside the Lake of
Woes, it was ambushed by a powerful Undead horde. Caught
in column of march, with the lake on one flank and the
Undead on the other, the army was all but annihilated. Some
troops attempted to flee across the ldake, but Dieter had
cunningly concealed units of Undead in the water, so as the
troops tried to swim they were dragged below the surface to a
horrible death. At a stroke Dieter had wiped out almost half of
the Empire forces that lay between him and Middenheim!

One of the few survivors of the battle was the Elector Count
himself. When the ambush was sprung he had been leading a
unit of Pistoliers that was scouting ahead of the main army. At
the head of this small unit he was able to cut his way out of the
ambush and make it back to the small village of Beeckerhoven
on the Middenheim to Erengrad road. A small garrison had
been left here to guard the army’s lines of communication, and
now this, along with the few scattered survivors of the
ambush, were all that remained of the once mighty Nordland
army. Grimly the Count organised his meagre forces and
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REVENGE OF THE DOOMLORD

prepared for a desperate defence. Messengers were sent.

galloping to Middenheim and Kislev requesting
reinforcements.

Fortunately for the Empire, Dieter did not pursue the Elector
Count immediately, delaying his advance so that he could
perform the rituals that would allow him to add the dead
Nordland troops to his Undead host. Even then he advanced
very slowly, dispatching Undead horsemen and Carrion to
scout ahead of the main army. By the time that the Undead
host arrived at Beeckerhoven, the Elector Count had had
several days to prepare, and reinforcements from Kislev and
Middenheim were already on their way.

Dieter’s caution had not been in vain, however, for he knew
exactly what forces he faced in Beeckerhoven, and that
reinforcements were on the way. He realised that if the Empire
contingents were allowed to concentrate into one force they
would outnumber his own Undead army. Rather than allow
this to happen he determined to strike quickly and attempt to
defeat the separate contingents before they had a chance to
combine into one unstoppable force.

To this end Dieter dispatched a small force of Undead
horsemen north to stop, or at least slow down, the Kislev
reinforcements. There was nothing that he could do to delay
the Middenheim reinforcements as the village of
Beeckerhoven lay between Dieter and the advancing
Middenheim army. Instead he prepared to launch a whirlwind
assault on Beeckerhoven. If he could just destroy the Count of
Nordland’s troops quickly enough he would then be able to
turn his entire army against the Middenland reinforcements
and crush them as they arrived on the battlefield. It is at the

point that Dieter launched his assault on Beeckerhoven that the

scenario begins...

wposo

THE BATTLE

Dieter’s plan almost succeeded. He began the attack by
assaulting Beeckerhoven with regiments of Skeletons,
Zombies and Ghouls, while keeping his chariots and cavalry in
reserve. The attack was well supported by Screaming Skull
catapults which poured a deadly accurate fire into the village,
quickly silencing the Nordland artillery before it caused any
significant damage to the Undead forces. The Undead assault
troops crashed into the terribly outnumbered defenders and
soon furious battles were raging amongst the streets and
buildings of the village. Slowly but surely the defenders were
pushed back. The Count of Nordland lead a desperate counter-
attack at the head of a regiment of Halberdiers, but he was
quickly cut off and surrounded by the victorious Undead
forces.

Meanwhile, the Count of Middenland had been force marching
his army so that he would arrive as quickly as possible.
Although the Steam Tank accompanying the army blew a
gasket and had to be abandoned, the rest of the reinforcements
arrived just in time to save the last valiant defenders of
Beeckerhoven. Sweeping onto the battlefield the Middenland
forces crashed into the flank of the Undead army.

The Nordlanders took new heart and redoubled their efforts,
and for a moment it appeared as if the Undead army would be
hurled back. Tt was at this moment that Dieter committed his
reserves, charging his cavalry and chariots into the midst of the
newly arrived Empire troops. Dieter himself led the charge on
the back of his manticore, swooping down to engage the
Elector Count of Middenland and the White Wolf Knights in
furious hand-to-hand combat. The battle hung in the balance as
combat raged all along the line of battle.




At this vital moment the Kislev reinforcements arrived, having
wiped out Dieter’s small holding force. Wasting no time, the
Winged Lancers charged into the rear of the Undead units that
were attacking Beeckerhoven, decisively turning the tide
against the forces of Undeath. As the attack weakened the
Count of Nordland seized the opportunity to cut through the
thinning ranks of Undead to attack the Doomlord directly.
When the Count approached, Dieter seized him in a vice-like
grip and unleashed a powerful spell which would have blasted
the Count’s soul were it not for the protective Black Amulet he
wore. This magic artifact turned the power of the spell back on
its caster, stunning Dieter and leaving him helpless.

The Elector Count lunged at the defenceless figure, and ran
Dieter through with his sword. With a terrible cry Dieter
slumped in his saddle, and the legions animated by his dark
will collapsed. Skeletons fell into piles of bones. Zombies
stumbled and fell. decomposing before the eyes of the
watchers till they became pools of rot on the ground. Ghouls
fled into the deep woods. Silence fell over the battlefield, and
then with a terrible keening wail, the Doomlord’s manticore
rose into the air and soared away, bearing Dieter away on its
back. The Doomlord’s plans had been thwarted!

POSTSCRIPT

The Doomlord survived the battle, although he had suffered
wounds that would have slain any normal man. Over the
coming centuries he would return to threaten Middenheim
many more times. From his secret fortress hidden deep in the
Forest of Shadows he remains a threat to the Empire’s security
to the present day.

THE BATTLEFIELDS

This scenario is slightly unusual in that there are two different
battles going on at the same time! The main battle took place
just outside the small village of Beeckerhoven, about 100
miles north of Middenheim on the road that joins Middenheim
and the Kislevite city of Erengrad. Salzenmund, the provincial
capital of Nordland, lies
about 40 miles away to the
west.  The  skirmish
between the Kislevites and
the Undead cavalry took
place a few miles to the
north by the banks of the
River Salz.

You will need to represent
the main battlefield, and if
you want you can also
recreate the second
battlefield, although this is
not strictly necessary. The
scenery required for the
main battlefield is shown
on the accompanying
maps and is fairly
straightforward to
represent. The most
important features of the
main battlefield are the
village of Beeckerhoven
and the walls running
along the road that leads

REVENGE OF THE DOOMLORD

up to it. If you don’t have enough model buildings or wall
sections you can always improvise using cardboard boxes or
books for the buildings, and pens or rolled plasticine for the
walls. If you don’t have enough woods and hills these can be
represented by suitably coloured paper cut to the appropriate
size.

The battlefield for the skirmish between the Kislevites and the
Undead cavalry was bounded by the river Salz on one side and
the Grey Ridge hills on the other. Both of these features were
impassable (even to the Undead cavalry), which restricted the
battlefield to a narrow corridor, and the tactics that either side
could use to a headlong charge! If you wish you can lay out the
scenery for this battle as shown on the Skirmish map, opposite.
Alternatively, you can simply line the two forces up 16" apart
on any suitable flat surface and have them charge at each
other! If you choose to use the second method, however, you
should remember that the battlefield is about 12" wide and
restrict any manoeuvring accordingly.

REINFORCEMENTS

Both sides in the battle may receive reinforcements as
described below. Reinforcements are always set up at the start
of the turn and may move and fight normally on the turn that
they arrive.

Kislev/Undead Reinforcements

The battle between the Kislevites and Undead detachment is
won by the first side to wipe out or rout all of the opposing
models. Any surviving models on the winning side may be
taken as reinforcements on the main battlefield at the start of
their next or any subsequent turn. The reinforcements do not
have to be taken straight away and may be held back to the
start of a future turn if desired.

The models enter at the location shown on the Reinforcement
Entry Areas map, and should be set up within 6" of the edge of
the table. The models may be set up in hand-to-hand combat,
in which case the unit can fight in the following combat round

REINFORCEMENT ENTRY AREAS
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roll of 4-6 the Undead player goes
first. The battle lasts for five turns
each side and then the players add
up victory points to determine who
has won.

This battle is unusual because there
are two different battles going on at
the same time, During each phase
apart from the magic phase you
should carry out any actions on the
main battlefield before you carry
out any actions in the battle
between the Kislev and Undead
forces. For example, in the Empire
player’s turn he should carry out
any movement on the main

SKIRMISH MAP

and counts as charging in the first round. Note that if the
Undead player decides not to send a detachment to fight the
Kislevites then the Kislevite contingent is available as
reinforcements from the first Empire turn.

Middenheim Reinforcements

At the start of the battle the Empire player must decide on
which turn his reinforcements will arrive, and secretly write
down the turn number on a piece of paper. The slip of paper is
revealed at the start of the turn when the reinforcements arrive.
The turn on which the reinforcements arrive will affect the
number of victory points the Empire player scores for the
battle, as shown below.

Arrive On Empire Victory Point Modifier
One -10 Victory Points

Two -5 Victory Points

Three 0 Victory Points

Four +5 Victory Points

Five +10 Victory Points

The Middenheim reinforcements enter at the location shown
on the Reinforcement Entry Areas map, and should be set up
within 6" of the edge of the table. The models may be set up in
hand-to-hand combat, in which case the unit can fight in the
following combat round and counts as charging in the first
round.

Steam Tanks: Steam Tanks are not the most reliable of
vehicles and there is a good chance that any chosen as
reinforcements will break down before getting to the
battlefield. To represent this important factor the Empire
player must roll a D6 for each Steam Tank model he has taken
as a reinforcement before he sets the model up on the table. On
aroll of 1 or 2 the Steam Tank has broken down and may not
be used (although the Undead player does not score any
victory points for destroying it). On a roll of 3 to 6 the Steam
Tank may be set up and used as normal.

FIGHTING THE BATTLE

The Empire player must deploy the Nordland and Kislevite
forces first, then the Undead player deploys his army. Once
both sides are deployed roll a dice to see who gets the first
turn. On a roll of 1-3 the Empire player goes first, while on a

wDs2

battlefield before he moves his

Kislevite contingent, then return to
the main battlefield and resolve all the combats there before
resolving the Kislevite combats and so on. The only exception
to this is the magic phase, which is carried out on both
battlefields using a single hand of cards. Magic cards can be
used to cast spells or make dispels on either battlefield.

WINNING THE GAME

If all of the troops belonging to a player are slain and/or routed
then his opponent wins an outright victory. If the game ends
without either side winning a decisive victory, then calculate
victory points to see who has won.

UNDEAD VICTORY POINTS

Each Erhpi:e-_x_mit either destroyed; b AT
fleeing or having fled the table: ... [ Victory point for each
100 pts {or part) the unit cost.

If there are no Empire troops within 6"

of any building in Beeckerhoven: .. wer 3 victory points
‘Each Empuc General slain, fier.;ng i
or having fled the table: ; 1 victary point
‘Each Empire Battle Standard captured: ..........oouovnnninn I Vi€tory point

EMPIRE VICTORY POINTS

Each Undead unit destroyed, ﬂecmg

or having fled the table: 1 wr.:tmy pm‘m

for each 100 paints (ar part) the unit cost.
If there are no Undead troops within 6"

of any building in BeeckerhOVEN: ......covwiermsisseeceess 3 VICIOTY pOInLs
‘Undead General slain, flecing :

‘or having fled the table: 1 victory point
Undead Battle Standard captured: . ... 1 victary point
Middenheim remfomements amved = T

O turn one: ... -0 wr:tar_v pom.rs
Middenheim rbinfor'céments.an‘iv'ed

on turm two .. -5 victory points
Middenheim reinforcements arrwcd "

on turn three: : .0 victory points
‘Middenheim remfrme'ments arrived

on turn four; L +5 victory points
Middenheim reinforcements arrived A P
on turn five: +10 victory points
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THE BATTLE

By Mark Hawkins, Ian Pickstock and Gavin Thorpe

EMPIRE INTRODUCTION

When Robin said that he
wanted us to do a battle report
for White Dwarf I was
intrigued to say the least,
maybe even a little excited.
Okay, I admit it — I was thrilled
to bits. Robin explained that
we would be playing the
scenario from the new
Warhammer Armies — Undead
book. This was getting better
by the minute. It was only
when he mentioned that Gavin
had opted to take the Undead, leaving Ian and myself with the
Empire, that overwhelming despair hit me.

Admittedly the thought of playing Warhammer against Gavin
was a little daunting as he is an experienced and skilled gamer.
The fact that he was in command of possibly the most
powerful, nasty and downright scary army this side of the
Northern Wastes was just terrifying. Calming down a bit, I
gradually became accustomed to the idea and saw the benefit
of the battle — if we could beat Gavin and his nightmarish host
of Undead with an outnumbered Empire army then we need
never fear another opponent.

Ian and I decided to split the Empire’s forces between us. He
would take command of the Middenland reinforcements, and |
would both lead the small Kislevite force and defend
Beeckerhoven with Nordland’s army.

After considering several different strategies I decided that the
best plan of action was to try and hold out in the village until
reinforcements arrived. With this in mind, I deployed everyone
I could behind the relative safety of the walls. This did mean
that I made a good target for Gavin's screaming skull catapults
but these would hopefully be taken care of by my Great
Cannon. My Helblaster volley gun and Crossbowmen would
whittle down the Undead host before it arrived, and my large
block of Halberdiers — led by the Wizard — would hold the line
once it came to close combat.

Also within the village, I placed my Battle Standard Bearer
and Einrich Moltke, the army General. These two held a
central position, allowing most of my regiments to test on my
General’s leadership. A second advantage of keeping these
characters in the village was the special victory point bonus I
gained for holding Beeckerhoven with no enemy models
within 6",

My Pistoliers formed a mobile reserve and flank defence as
they are highly manoeuvrable fast cavalry who can rapidly
redeploy to cover the greatest threat. If [ could resist the
temptation to charge the foe they would prove a great asset.

That was the plan. All that remained was to put it to the test.
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THE PLAN TO END ALL PLANS

You can imagine my joy when
I was asked to play and write a
battle report for White Dwarf,
My enthusiasm was slightly
dampened when I was told that
we would be playing the
scenario from the Undead
book. Why? Well, we had
helped playtest the scenario
and I had been severely beaten
on two occasions, both times
as an Empire General. Then I
brightened up a bit — a quick
check of my memory revealed that, by rights, it should be my
turn to command the Undead!

My task was made slightly easier as we agreed to use the
forces that fought in the historical battle of Beeckerhoven,
meaning I could worry about my tactics rather than having all
the trials and frustration of choosing a force (there never seems
to be enough points, does there?). Fighting a battle with set
forces is one of the hardest and most realistic tactical problems
you can have. Without the ability to tailor your units to the
tasks you have set, you have to devise a whole plan based on
the strengths and weaknesses of the army presented to you.

Throughout the formulation of my overall strategy [ constantly
reminded myself of the factors that would play an important
part in the game. Firstly, the village of Beeckerhoven was
waorth a potential ten victory points if [ could both secure it and
prevent Mark or Ian from having troops within 6" at the end of
the game. Secondly, the Empire reinforcements could arrive at
any time and might upset my plans by being too early or too

late. Finally. it was important to prevent the Kislevites from
arriving behind me.

Taking each in turn, I resolved to move my two large units of
Zombies and Ghouls towards the village itself. Hopefully I
would:be able to take out the Empire artillery with my Carrion
before it blew me back to the Forest of Shadows. I wanted a
fast force on my left that could either sweep down on the
village from around the central wood, or charge any early
arrival by the Middenheim contingent. The Skeletons I would
set up centrally, so they could join either of these two forces,
depending on Mark’s deployment. Having decided on this
general plan, I would be able to make subtle changes as the
game unfolded.

When it came to set up the table and choose our spells, I took a
quick look through the Necromantic Magic deck to familiarise
myself with all the new spells. Magic is important in
Warhammer, and the ability to discard your spells in favour of
more appropriate ones means a good knowledge of the spell
decks is invaluable. With a smattering of offensive and
defensive spells, enchantments to Raise the Dead and the
essential Vanhel's Danse Macabre, the new Necromantic
spells from the Warhammer Armies — Undead book should
provide any Undead commander with a solid core of magical
abilities. After a single discard I held Vanhel's Danse
Macabre, which would be vital in carrying out my plan. I also
had Hand of Dust, a spell which is useful for killing off tough
characters who have survived hand-to-hand combat with
Dieter, Summon Skeletons to bolster my units a little bit, and
Curse of Years, a particularly nasty spell which can kill an
opponent with a single dice roll! Since Dieter is a
Necromancer Lord he has the ability to cast the same
Necromantic spell several times in the same magic phase, a
definite advantage when using Vanhel's Danse Macabre.
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EMPIRE ARMY
— NORDLAND CONTINGENT ——

Einrich Moltke: Armed with a Runefang and the Black
Amuler, He wears heavy armour and rides a barded Warhorse.

@ Nordland Battle Standard: Armed with a sword. He wears
heavy armour and rides a barded Warhorse.

5 Pistoliers: Armed with hand weapon and pistols. They

¢] wear light armour and ride Warhorses.
ﬁ 6 Crosshowmen * 6 Crosshowmen

Great Cannon % Helblaster Volley Gun

KISLEV CONTINGENT ————

8 Winged Lancers: Armed with lance and hand weapons,
wearing light armour and carrying shields.
—— MIDDENLAND CONTINGENT
8 Knights of the White Wolf: Armed with double-handed
weapons. They wear heavy armour and ride barded

ﬁ Warhorses. The regiment includes a Wizard Lord with the
Chalice of Sorcery, Lothar Metternich with the Sword of

Heroes. and a standard bearer with the Dread banner.

20 Halberdiers: Armed with halberds and wearing light
armour. The regiment includes a Grey Wizard
Champion, a regimental Champion and standard bearer.

8 Horse Archers: Armed with bows. hand weapons
and carrying shields.

5 Pistoliers: Armed with hand weapon and pistols. They
wear light armour and ride Warhorses.

10 Archers:
10 Greatswords: Armed with
Armed with double- longbows and
handed swords. hand weapons.
Steam Tank War Wagon
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UNDEAD ARMY
MAIN BATTLE

Dieter Helsnicht: Armed with a Chaos Runesword
and the Staff of Flaming Death. He also carries a
Dispel Magic Scroll and rides a Manticore.

5 Skeleton Horsemen: Armed with lances and hand
weapons. They carry shields and are led by the Battle
Standard Bearer with the Doom Rider banner.

24 Zombies: Armed with hand weapons and shields.

The regiment includes a standard bearer and is led by
the Wight Lord Prince Ungor the Depraved.

20 Ghouls: Armed with hand weapons and including
a standard bearer.

25 Skeleton Warriors: Armed with hand weapons
and shield. The regiment includes a standard bearer
and is led by the Wight Lord Black Helm.

12 Skeleton Crosshows: Armed with crossbows.

2 Carrion: the riders are armed with hand weapons.

2 Skeleton Chariots gf:{fg‘t;“lf o
SKIRMISH BATTLE

5 Skeleton Horsemen: Armed with lances and hand
weapons. They carry shields and are led by the Wight
Lord Vrax the Despoiler. )
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UNDEAD
TURN 1

UNDEAD TURN 1

Gavin: A chilling north wind blew the scent of decay and
rotting flesh towards the distant village. The scraping sounds
of metal on bone, and the sibilant hissing of long-dead spirits
was carried towards the Imperial army. Dieter Helsnicht gave a
withering stare at the pitifully small force that dared to oppose
him. Around the Doomlord was arrayed his legion of damned
souls — Zombies and Skeletons from the graveyards and
battlefields of the Northern Empire led by cruel and ancient
Wight Lords bound by unspeakable pacts to aid him in his
vengeance. The Doomlord cast a glance over the ranks of his
army and gestured towards the village...

The bulk of the Undead host shambled towards the cluster of
buildings that was their objective. On the left flank the faster
moving Chariots and Skeleton Horsemen broke into a rickety
canter and started to sweep round the clump of trees which
obscured them from the deadly artillery stationed on the
outskirts of Beeckerhoven. With a screech and a flapping of
leathery wings the two Carrion soared upwards, hoping to
swoop down onto a vulnerable unit later in the battle. Dieter
himself sought the cover of the small wood, as I had no wish
for him to be bombarded with cannonballs from the outset. The
Ghouls marched towards the enemy, hoping to close the gap
and compensate for the rest of the army, who cannot normally
march move.

In the skirmish battle against the Kislevites, my main aim was
to hold up the reinforcements so I decided not to move my
cavalry at all to force Mark to do all the work. The longer 1
held them up, the more time I could spend in the main battle
without worrying about the possibility of a fast, hard-hitting
force of knights appearing at the rear of my army.

The screaming skull catapults both targeted the Empire Great
Cannon which could prove very deadly against my large units
of Skeletons and Zombies not to mention the Doomlord
himself! The first shot would have landed right on target, had it
not been for an unfortunate scatter roll. The second overshot
by a few inches and the horrific ammunition landed in the
empty streets of Beeckerhoven.
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The winds of magic were swirled into a tempest by the
presence of my unnatural force as pure magical energy coursed
through Dieter’s body and sparks danced in his eyes. Since
Undead armies are reliant on magic, rolling a double 6 for the
number of magic cards is a good way to start any battle. Not
wishing to spend all day moving my troops into a respectable
position, I decided to use this opportunity to cast Vanhel’s
Danse Macabre several times, The first target was my
Zombies who marched straight towards the enemy. The
Wizard Champion opposed to me seemed to be overawed by
the Undead host and passed his chance to cast — and continued
to do so for the entire turn. With a free rein [ cast Vanhel's
Danse Macabre on my crossbow armed Skeletons, but the
impudent Grey Wizard managed to dispel it. Next target for
this spell was my Battle Standard Bearer and his unit of
Skeleton Horsemen, who moved further down my left flank. I
cast the same spell yet again to march my large unit of
Skeleton Warriors further round the woods. With Mark
passing once again I was worried by the number of cards he
was still holding and his lack of dispel attempts. I promptly
played the Drain Magic card. forcing him to discard both
Rebound and Destroy Spell. Combined with the Drain Magic
card itself and the Mental Duel that Mark had wisely left
unused, we had four of the six special cards in the first turn!

I had managed to achieve a lot with the multiple uses of
Vanhel’s Danse Macabre almost giving me another complete
movement phase (with the ability to march move as well). [
felt I was in a good position to take Beeckerhoven before any
reinforcements could intervene...

EMPIRE TURN 1

Mark: I watched in horror as the Undead army surged
forwards under the magical influence of the Doomlord. As I
was outnumbered by more than two to one, all I could do was
wait for the reinforcements and pray to Sigmar that [ was still
around when they arrived.

Of the Nordland contingent I moved my Pistoliers forward to
protect my left flank whilst the rest of the army waited. In the
skirmish I advanced both my Kisley Winged Lancers and
Horse Archers in the hope of being able to charge next turn.
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Having taken all my movement, shooting was the order of the
day. My Helblaster fired three of its nine barrels at the
advancing Zombies. At over half range, eight of them were hit
and seven destroyed. Not a bad shot. My Crossbowmen fired
into the ranks of the Ghouls but only killed one of them. Lastly
I fired the Great Cannon at a screaming skull catapult on a
distant hill behind the bulk of the Undead. It was important
that I made this shot count as a rain of panic-causing shot from
these war machines could spell disaster for my little force. The
cannon ball landed a bit short, bounced closer and then just
into the front of the catapult. Then to balance out this luck I
went and rolled a 1 and failed to damage it at all!

The Nordland army defends the village from the Undead assault.

Rolling a 7 for the winds of magic, I studied my spell book.
With a grin my Wizard Champion cast Traitor of Tarn on
Dieter. Hopes of controlling my enemy’s General filled my
head but Dieter dispelled the power.

In return Dieter cast Vanhel’s Danse Macabre on his Skeleton
Crossbowmen, giving them a chance to fire at my Pistoliers. I
attempted to dispel it but failed and 1 thought those young
nobles were doomed. However, the Undead are not skilled
troops Only one of the Pistoliers was hit and he was saved by
his armour.

The Doomlord then attempted to raise more Skeleton
Horsemen to bolster his
regiment. Luckily it was his
turn to roll a 1 — the only
result that gained him
nothing at all.

EMPIRE TURN 1
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UNDEAD TURN 2

Gavin: Screeching their chilling hunting cries the Carrion
dived down and charged the crew of the volley gun. The crew
were unafraid and Mark decided, after quite a bit of
consideration, to stand and fight. It was at this point that an
interesting debate started — do regiments get the defended
obstacle bonus against flying creatures? Of course, I argued
that they didn’t, after all, land bound obstacles are no barrier to
a creature that is swooping and diving over a unit. Mark and
Tan protested and we finally appealed to a higher authority.
Rick decided that it would be unreasonable for a unit to claim
a defended obstacle bonus against a creature that could fly
over them and I cackled with glee.

Carrion swoop down on the hapless volley gun crew as the Undead army closes in.

While some of my army maintained their slow but unstoppable
trudge towards the buildings of Beeckerhoven, the Chariots
and Skeleton Horsemen galloped around the edge of the battle
with the hope of attacking the side of the Empire army. or
possibly countering the arrival of the reinforcements.

Since the Great Cannon was such a small target I decided to
improve my chances of hitting by picking on something
bigger. I chose the Halberdiers and once again my range guess
was spot on target (the template being centred over the bald
head of their Champion). Yet again the Scatter dice did all it
could to thwart my attempts and the shot missed completely.
The other catapult targeted the Crossbowmen standing
between the Great Cannon and the Halberdiers, as the shot
would still hit something if
it scattered either way. My
guess was accurate but still
the skull went flying off
course and landed behind

UNDEAD TURN 2
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everybody. I began to hope that this wasn't going to turn into a
habit. My Skeleton Crossbowmen had spent the turn closing
the distance and were unable to shoot.

My Carrion struck at the Helblaster crew and killed one of
them. The valiant gunners then struck back and one managed
to slice the sinews of a Carrion’s wing with a reckless sweep of
his sword. With one wound on each side the combat was a
draw and I had been held off by mere guncrew.

In the skirmish against the Kislevites my Skeleton Horsemen
charged the Horse Archers who stood and fired, killing one of
them. As bone-hilted lances crashed into the Kislevite ranks
two of the Archers were flun g from their horses. Vrax the
Despoiler hewed left and right with his mystical Wighr Blade,
and another Kislevite toppled from his mount. The Skeletal
Steeds attacked too, rearing up and lashing out with their
hooves. Four Archers were struck by the flailing mounts and

two more died. Badly mauled, the Horse Archers wheeled their

mounts and attempted to escape, but the momentum of the
charge helped my troops to catch up and usher them into
Death’s chill embrace. Despite all this the Lancers steadfastly
refused to flee, passing their Panic test with ease. It would take
some crafty tactics to get an upper hand on this front.

In complete contrast to the magic in the first turn, I managed to
roll double 1's, shattering any hopes 1 had of using Vanhel's

Danse Macabre to storm towards the village. I expected the

enemy Crossbowmen to charge the side of my Carrion so I
decided to discourage them a little by using Dieter’s Staff of
Flaming Death. The fireballs engulfed them but they were
tougher than I expected and only one succumbed to the flames.
With typical human stubbornness they refused to be panicked
by this unforeseen attack. Once more the Grey Wizard had
been thwarted by fate and did not cast a spell. To finish off the
turn I cast Vanhel’s Danse Macabre on my unit of Zombies,
marching them ever closer to Beeckerhoven.

It was at this point that I realised my left flank might be out of
position for my plan. They could be trapped between the
arriving Middenheim forces and the Nordland contingent in

Beeckerhoven, leaving little room to manoeuvre the Chariots -
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and Horsemen. T just had to hope that I hadn’t made too big a
blunder.

EMPIRE TURN 2

Mark: The crew of my Helblaster had survived the round of
combat but desperately needed assistance, so I charged the
Carrion in the flank with a detachment of Crossbowmen. The
rest of my force held their positions, waiting for the inevitable
onslaught. My surviving Kislevites fighting in the skirmish
wheeled into position to charge the Undead cavalry next turn.

I concentrated most of my shooting on the regiment of
Zombies, trying to kill some of them at a distance. The
Pistoliers hit four times and destroyed two of the foul
creatures. The second detachment of Crossbowmen shot too
but were not inspired by the marksmanship of their comrades
and missed completely.

My Great Cannon aimed carefully at the screaming skull
catapults again, hoping for better luck than the previous turn
but disaster! The cannon misfired and disappeared in a huge
explosion as it blew itself and its crew to smithereens.

In the combat against the Carrion my detachment of
Crossbowmen weren't doing too well. Despite their charge and
passing their Fear tests, they didn’t manage to inflict a single
wound, Gavin noted my obvious distress and with a wicked
arin attacked both my Helblaster crew and my Crossbowmen.
The Crossbowmen were lucky but the Helblaster crew were
cut down by the second Carrion and its rider.

Rolling a 9 for the winds of magic, I picked up my hand of
cards. Aha! I cried, as I used Total Power to cast Traitor of
Tarn on Dieter. Gav simply smiled and shrugged his
shoulders. With the enemy unable to do anything about it, I
only needed to roll above Dieter’s leadership on 3D6 to bring
him under my power and save the day. Needless to say I rolled
a 6 and the spell failed abysmally.

Gavin had three Dispels and the Escape card in his hand and
my only other spell was not yet any use so that was the end of
the magic phase.
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UNDEAD
TURN 3

UNDEAD TURN 3

Gavin: Moaning and grunting, the Zombies stumbled into a
run and charged the small detachment of Crossbowmen in
front of them. The Crossbowmen passed their Fear test as the
Nordland General was within 12". The Empire troops elected
to stand and fire, killing one of my Zombies before they closed
in and attempted to overwhelm them by sheer weight of
numbers.

I decided that the Carrion were being held up too long, which
didn’t fit in with the hit-and-run tactics I had planned for them.
To eradicate the delay I decided that Dieter should take a more
prominent role from this point on. The manticore bellowed as
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The Middenland reinforcements charge into the Undead.

it swept in with mighty beats of its wings. The sight of this
monstrosity bearing down upon their rear was too much for the
hapless Crossbowmen, who failed their Leadership test and
fled. The Carrion and Dieter were able to overwhelm them
easily, their ability to fly making them deadly pursuers.

It was do or die time on the northern front. My Skeletal
Horsemen turned on the spot and tried to look as menacing as
possible. This battle would probably be decided by the roll of
two dice. If the Kislevites managed to pass their Fear test they
could charge me and probably destroy my unit in one turn.
However, if they failed I would get to charge them and inflict
some serious damage. Sometimes life and death relies on
taking these gambles.




The crossbows of my smaller Skeleton unit were levelled at
the Pistoliers menacing my right flank. A hail of bolts flew
towards the young nobles and the inaccuracy of my Skeletons
seemed to have vanished, with three shots finding a target.
However, the gods were obviously displeased and only one
arrow succeeded in plucking a Pistolier from his saddle. Upset
by this lack of effect I lost my cool a little bit and fired the
screaming skull catapults at the Pistoliers, which missed due to
the rash of bad scatter rolls that had plagued me since turn 1.

Prince Ungor the Depraved, the leader of the Zombies, hacked
and slashed at the Crossbowmen cowering behind the wall but
the obstacle proved too much for him to overcome. The five
Zombies in the front rank also required 6’s to hit and only one
managed to land a blow, and that failed to wound. The
Imperial Crosshowmen fared no better and were forced to flee
due to my superior numbers. My Zombies shambled after
them, but the wall impeded their pursuit and the gutless
Imperial soldiers escaped. Of the enemy units who witnessed
this defeat, only the Halberdiers were panicked, turning tail
and running for the table edge. Unluckily for me, they stopped
just short of routing from the battle completely.

Once again I rolled low, this time getting a total of 3 for the
winds of magic. Despite the lack of magical power I tried to
make the best of things by casting Vanhel's Danse Macabre on
my Crossbow unit, allowing them to march move towards the
Pistoliers. Mark passed his turn and T used the same spell to
charge my Zombies at the fleeing Crossbowmen. They failed
to reach their target, but at least they were a little further away
from Enrich Moltke, the Elector Count of Nordland. I also
missed my chance to use Dieter’s Staff of Flaming Death, my
mind being distracted for a while by the possibility of Empire
reinforcements arriving next turn and my left flank remaining
completely out of position to avoid them.

By this point in the battle I was beginning to feel a little bit
miffed. Every time I could have been greatly helped by the
winds of magic, random chance dashed my hopes. The same
applied to my skull throwers, which should have been
devastating as my usual inability to guess ranges had
thankfully been absent. Still, you can't moan at fate, it just
moans back louder.

REVENGE OF THE DOOMLORD

REINFORCEMENTS’ DEPLOYMENT

Ian: As the General of the
Middenland reinforcements it
was up to me to force back the
Undead army’s assault on
Beeckerhoven.

My first decision to make was
which turn the reinforcements
would arrive on. If I arrived
early my troops would have to
inflict some serious damage on
the Undead army to make up
for the negative victory point
modifier. If I arrived late then I might lose any victory point
bonus with the loss of Beeckerhoven. I decided to bring my
reinforcements on in turn 3 — this gave me no modifier to the
victory points.

Just to add to the tension, I was the only person who knew
when the reinforcements would arrive. I wrote this down on a
piece of paper which I folded up and placed on the corner of
the board. Although I had a general idea of my task, my plan of
attack would only really take shape as the battle was fought.

At the start of turn 3 the left flank of the Undead army had
overreached itself and I was able to set up my reinforcements
in a position to charge immediately, Dieter himself had
swooped in on the village, wiping out a detachment of
Crossbowmen but leaving himself perilously close to my
deployment zone.

Having surveyed the scene I decided upon a plan. The bulk of
my army would attack the flank force. The War Wagon and
Halberdiers attacking the unit of Skeleton cavalry, the Steam
Tank would rumble forward blocking the way for one of the
Chariots, while the unit of Greatswords would charge the other
Chariot. The regiment of Archers would stand on the hill and
harass any units that broke through should anything go wrong.
Hopefully this would tie up most of his army for the rest of the
battle, leaving my General and the Knights of the White Wolf
free to fulfil more important tasks.

Lothar Metternich’s chief
councillor the Amethyst wizard
informed him that the the key to
destroying the Undead lay in
killing their master who was the
source of the magic which
animated these terrible atrocities.

Lothar signalled for his
followers to join him as he
unfurled the Battle Standard of
Middenheim. The Knights of the
White Wolf, Elector Count,
Battle Standard and Amethyst
Wizard Lord would charge the
Doomlord, kill him and scatter
the foul magic that bound his
deathly force to real world. By
Sigmar and Ulric, the forces of
darkness were going to learn a

MIDDENLAND REINFORCEMENTS’ DEPLOYMENT

lesson today.
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EMPIRE TURN 3

Tan: Having set up the Middenland reinforcements I began the
turn by declaring charges with my Greatswords, Halberdiers,
War Wagon and White Wolves.

Mark: In the last turn my Halberdiers and Crossbowmen had
fled and were tottering on the edge of the battlefield. Luckily T
passed both rally tests and turned my men round to face the
approaching Undead once more. This was my last chance —
there was nowhere left to run.

In the skirmish battle the Skeleton Horsemen had moved into a
position where I could charge them. Unfortunately the Kislev
Winged Lancers failed their Fear test and were left standing,
just in the right position to be charged themselves!

Tan: My regiment of Knights of the White Wolf, Elector
Count, Battle Standard Bearer and my Amethyst Wizard Lord
all charged Dieter in the hope of knocking him down a wound
or two, if not killing him. The War Wagon and Halberdiers
charged the Skeleton Horsemen, but the Greatsword regiment
just stood rooted to the spot with fear. This simple failure to
charge was the beginning of the end for the Middenland army.

Apart from the charges I made other moves to place my force
in a better position. Having deployed my -Archers on the hill, I
now reformed them into a long line to give more of them a
chance to shoot.

The Steam Tank rumbled forwards to place its thick steel sides
between the charging Halberdiers' exposed flank and the
Undead Chariot which menaced them. The commander of the
Steam Tank tapped a couple of gauges and put his ear to a
gurgling pipe. “Full steam ahead,” he cried “and prepare to fire
the cannon.”

As the Skeleton regiment was so close the engineer set the
cannon to its minimum range and the compartment began to
fill with steam. With a loud whoosh the cannonball flew into
the ranks of the Skeletons killing six of them before it came to
a halt in the soft mud. With a triumphant grin on his face the
commander popped the hatch to clear the compartment of
steam and to get a better look at the destruction caused by the
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cannon shot. Seeing a Chariot bearing down upon his machine
he instinctively drew his repeater pistol from its holster, but the
clearing steam obscured his vision and all his shots missed
their target.

My Archers opened fire on the Skeletons who had been hit by
the cannonball, hitting them eight times and destroying five
more of them. Any normal troops would have been worried by
this pounding but the Undead have no fear.

The War Wagon crashed into the Skeleton Horsemen, crushing
three of them beneath its heavy wheels before they could react.
The crew fought viciously killing another Horseman with a
sword thrust. Of the more exotic weapons that the crew carried
only the hook halberd struck home, but that was deflected by
the Skeleton’s armour. My Halberdiers attacked the flank of
the Skeleton Horsemen killing another one of them bringing
the total dead to five.

The Wight Lord leading the Horsemen fought back against the
War Wagon but his attack failed to damage the tough sides of
the war machine.

Having lost the combat, the necromantic magic binding the last
of the foul Horsemen to the real world collapsed, and he turned
to dust. The potent magics holding the Wight in the world of
the living also faltered and he too collapsed in a pile of bones
and armour.

Elsewhere my army General Lothar Metternich was struggling
against the Doomlord, wielding the Sword of Heroes in a futile
attempt to unseat Dieter from his manticore. The Battle
Standard fared no better against the awesome Necromancer
and with a mocking laugh at my feeble attempts Dieter drew
his Chaos Runesword. The black runes danced upon the blade
as their dark magic increased Dieter’s potency as a
swordsman, hitting my General twice and wounding him once.
Swinging his blade around, he dealt out two wounds on my
Battle Standard Bearer. killing him outright. The manticore
failed to damage any of the White Wolves but caused two
wounds to the General, killing him also. In a valiant attempt to
deal some retribution for the death of his liege lord, the
remaining Knight of the White Wolf swung his heavy hammer




in an attempt to unseat Dieter from his lofty position, but his
hammer swung wildly and missed its target.

With the General and Battle Standard both slain by the mighty
Doomlord my troops failed their Break test and turned to flee.
Dieter pursued them astride his manticore and cut them down
without mercy.

Despite this disastrous loss of half of the reinforcements,
Mark’s General, Battle Standard Bearer and Halberdiers didn’t
panic and held their positions. They had survived without my
help and looked as if they might just have to carry on without
it.

Mark: The Empire’s magical reinforcements in the form of
the Amethyst Wizard Lord had been slaughtered with the
White Wolves and the magic was down to me again. I just
hoped that my Wizard Champion could stand up to the
Doomlord. Again the winds of magic blew across the battle
field as I rolled a 7. I started by predictably casting The Traitor
of Tarn on Dieter again. Convinced that Gavin had no Dispels,
I began muttering “third time lucky”. Unfortunately fate was
not with me and, grinning insanely, Gavin placed a Dispel
Magic Scroll on the table.

Dieter’s icy gaze fell upon Middenland’s War Wagon. Raising
himself up to his full height he pointed his Flaming Skull Staff
at the war machine causing a single hit which merely scorched
the sides. With nothing of use left in my hand, I passed.

Dieter cast Vanhel's Danse Macabre on his Skeleton
Crossbowmen, allowing them to march move a little closer to
the village. Again I cast nothing.

Now laughing maniacally, Dieter again cast Vanhel's Danse
Macabre, this time on his Skeleton Warriors in order to charge
them into combat with the War Wagon. For once the
Doomlord didn’t have things all his own way and I was able to
dispel this last power.

REVENGE OF THE DOOMLORD

UNDEAD TURN 4

Gavin: They’re here! The Middenland reinforcements had
come charging in and done exactly what I expected, not that it
made me feel any better for having been given a kick in my
arrogance! It was time to deal with these meddlesome soldiers
who had so rudely interrupted my plans of conquest. My large
unit of Skeleton Warriors charged at the War Wagon, which
promptly failed its Fear test and fled from the table. One of my
Chariots stormed into the Greatswords, while the other
ploughed through the Halberdiers. Neither unit facing my
Chariots was frightened by the nightmarish apparitions bearing
down on them, and they bravely stood their ground and
awaited the onslaught.

Back at the village my Zombies once more charged the
Crossbowmen, continuing to follow through on their initial
attack. The Crossbowmen were emboldened by the presence of
their General and held their position, shooting one of the
Zombies as they stumbled and shuffled towards them.

I sent one screaming skull sailing through the air towards the
Pistoliers again, as I hoped to kill one or two and set them up
for an attack by my Carrion in the last turn. Once more the
Scatter dice had different ideas and the shrieking projectile
went soaring over their heads and into the background. The
other catapult turned towards the Halberdiers who had decided
to rejoin the battle. As the huge skeletal arm bent back there
was a loud crack and with an explosion of rotten marrow one
of the supports went rolling down the hill. Not only was my
catapult unable to fire for this or the next turn, the Scatter dice
had come up as a hit! Sometimes the dice can play really cruel
jokes. My Crossbowmen tried to fire at something, but were
unable to see any targets they could hit because of the hard
cover between them and the enemy.

Both of my Chariots crashed into regiments of hapless Empire
foot soldiers, scythed wheels cutting them down like wheat
stalks. The Greatswords lost six of their number to the
rumbling war machine and although its crew and horses failed

Vrax the Despoiler leads his Skeleton Horsemen against the Kislev Winged Lancers.
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to hit anything, it was enough to break them. Fleeing towards
the table edge, they were easily caught and killed by the
Chariot, which carried on its relentless pursuit until it was off
the table. The Halberdiers had five men crushed beneath the
wheels of the other Chariot, while another brave soldier was
trampled to death by the frantic attacks of a Skeletal Steed.
Despite their losses the Halberdiers took a tighter grip on their
weapons and held firm. Seeing the mighty Greatswords being
slaughtered before them was enough for the Archers. Deciding
cowardice was more likely to see them through the day, they
turned on their heels and fled for the safety of home, although
they didn’t quite reach the edge of the table.

Middenland’s army is crushed by the might of the Undead.

Once more my Wight Lord and Zombies were attacking over a
defended obstacle, which resulted in them completely failing
to hit a single living target. The Crossbowmen lunged back and
two swords tried to pierce the unholy flesh of the near-living
corpses. One creature was welcomed once more by the cold
realm of Death while the other batted the attacker’s weapon
away with its shield. Disturbed by the numbers of Zombies
attacking them the Crossbowmen fled from the battle, leaving
the Zombies in control of Beeckerhoven. How long could they
keep that control?

The skirmish with the Kislevites was coming to a close. With
the hooves of their steeds making the sound of coffin nails
being hammered in, Vrax
the Despoiler led his
Skeletal Horseman in a
charge at the Winged
Lancers, who passed their

UNDEAD TURN 4
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Fear test with an exceedingly low roll. Two of the Skeletons’
lances hit home and although one was turned aside by the
Lancer’s shield, the other struck a Kislevite full in the chest
and lifted him from the saddle. Vrax himself failed to hit
anybody, but his steed managed to drag an opponent from his
mount and trample him to death. Grigor Kyriakin swept his
Blade of Ensorcelled Iron from its gilded scabbard and
dispatched one of the Skeletons with an easy sweep of his arm.
Unfortunately for me, there was a second rank and a standard
bearer which meant I had lost the round of combat by one. As
Dieter’s magic flickered briefly another Skeleton and its
mount collapsed into a pile of withered bones. Worse still,
Vrax the Despoiler lost control of his physical form by failing
his Break test and was banished back to the netherworld.
Seizing the moment of confusion, the Winged Lancers began
to lap around the flanks of my Horsemen.

In the magic phase the winds of magic came up as an average
7, which was an improvement on my last two rolls. I quickly
decided to hamper the remaining Imperial Wizard by initiating
a Mental Duel with him. I rolled a 1, but luckily so did Mark.
Dieter’s superior knowledge and advantage of being two
magic levels higher ensured that the poor Grey Wizard
Champion had a spell plucked from his memory. I drew one of
his cards and all knowledge of The Traitor of Tarn was gone
from his mind. In reply the Wizard tried to cast the Horn of
Andar spell, but I threw down a Dispel card, made the 3+ roll
and Dieter gestured contemptuously, silencing the spell before
it had any effect. Determined to remove the Middenland
reinforcements as quickly as possible, 1 had Dieter cast
Vanhel's Danse Macabre on my large unit of Skeleton
Warriors, charging them into the Halberdiers who had
survived the clash with the Chariot. Seeing the ranks of the
dead striding toward them was too much for the battle-numbed

and frightened Halberdiers. Forgetting all thought of victory-

and honour, they tried to outpace the Undead horde but were
mercilessly cut down by the speed of the pursuing Chariot.

The Grey Wizard was at a loss once more and Mark was forced
to leave me to do as I wished. With a fiery blast from Dieter’s

Staff of Flaming Death 1 killed one of the fleeing Imperial

Archers,

The Middenland reinforcements had proved to be less
worrying than I had anticipated, though I did have some luck
for a change (quite a bit actually). The Steam Tank was going
to be a thorn in my side, but I wasn’t too worried as there is
only so much it can do in each turn. My Zombies had taken the
village, but they looked very vulnerable with their flank
showing invitingly towards the Imperial forces. My only
option was to reinforce the Zombies™ position with the Ghouls
and/or the Skeleton Crossbowmen. I had given up on the
Kislevite battle. my remaining Horsemen were as good as
defeated.

EMPIRE TURN 4

Mark: The Zombies were now in the village and were already
making an awful mess of my position. If didn’t get rid of them
pretty quick then I’d lose the 5 VP bonus for holding the
village. I had to do something dramatic, fast and effective.
Einrich Moltke and the Battle Standard Bearer hadn’t done
much yet but now was their chance. Without a moment’s
thought for their personal safety, they charged into the
Zombies’ flank. They would hold the village or die trying.

I dispatched my Pistoliers to deal with the Carrion who were
trying to outflank me. At close range they fired, killing one of
the Carrion and leaving the survivor on one wound.

Ian: With my force in tatters there was little left for me to do.
I attempted to rally my Archers who passed their Leadership
test easily. They reformed ready to shoot in the last turn.

Using three steam points the Steam Tank made a 180 degree
turn and fired at the Doomlord. Guessing the range as zero, the
cannon ball bounced a mighty 10", overshooting the target by
some distance. The Steam Tank commander fired his repeater
pistol but that missed too.

Mark: In the struggle for control of the Beeckerhoven, Einrich
was on his own. The standard bearer had missed the Zombies
completely and his war horse had hit but failed to wound. The
Elector Count of Nordland fought on. He hit three times,
killing two Zombies and watched as the rest of the
unspeakable creatures failed their Break test and collapsed
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lifelessly to the floor. All he needed to do now was stop any
more of the foul Undead forces from coming anywhere near
the village.

My Kislev Winged Lancers were finally proving their mettle
in their little skirmish. I rolled a triple 6 for Grigor Kyriakin
who dispatched the last of the Skeletal Horsemen with his
Blade of Ensorcelled Iron. The Kislevites were finally on their
way.

Rolling a 4 for the winds of magic I discovered to my horror
than I didn’t have a single power card. For a moment | was
convinced that the village was doomed until [ realised the Gav
didn’t have a single power card either.

UNDEAD TURN 35

Gavin: Despite my catapults’ lack of effect on the Pistoliers, I
decided to charge them with my remaining Carrion. They
stood and fired their pistols and were remarkably accurate,
despite the fact that they had failed their Fear test. Caught in a
hail of shot the Carrion lost its remaining wound and crashed
into the roof of a nearby building, before dropping dead at the
feet of the relieved Pistoliers. My Ghouls charged the
Halberdiers although their chances of succeeding in doing any
harm was minimal. Unfortunately for me, the Halberdiers
looked towards their General and were not unfrightened by the
blood-chilling howls that came from the charging cannibals.

The Chariot nearest to the reorganised Archers clattered madly
as it charged towards them. Keeping their newly returned
calm, they drew back their bowstrings and let fly with a
devastating hail of arrows. Although most of the shots rattled
harmlessly off the Chariot’s bony structure, one passed
through the eye hole of a Skeletal Steed, breaking its magical
link and reducing the Undead beast to a pile of dusty bones.
Since the Chariot could no longer move at full speed it was out
of charge range and so failed to make contact.

The Steam Tank could still be annoying so Dieter turned his
manticore towards the clanking and hissing contraption. With
a terrifying war cry he pounced upon the vehicle, but not

before the commander had loosed off three shots from his
repeater pistol. Fortunately the commander had been hurriedly
ducking below his hatch and all the shots hit the manticore and
failed to cause any damage at all.

While one screaming skull catapult was having repairs the
other let fly towards the embattled Halberdiers. I didn’t really
care if it missed and landed on my Ghouls, but it could
seriously help them if I could kill some of their foes. As it
turned out the Scatter dice was my friend this time, indicating
a direct hit in the centre of the unit. Unfortunately the Artillery
dice had turned against me and the catapult misfired, rendering
the accuracy irrelevant.

As Dieter was unable to penetrate the armoured shell of the
Steam Tank even with his Chaos Runesword bonus, it was up
to the Strength 7 manticore to try and do as much damage as
possible. All four of the manticore’s attacks hit home and one
even managed to dent the tough plates, knocking a few pipes
loose inside. At the start of the next turn the Steam Tank would
malfunction on a roll of 5 or 6, which was double the odds of
something going wrong.

The Ghouls performed as abysmally as I expected, with only
one of the front five actually landing a hit, and that failed to
wound. In response the Halberdiers viciously cut down two of
the Ghouls, while even the Wizard managed to bring darkness
down over another. Since Ghouls automatically flee when
defeated in combat, they started whimpering and scampering
towards my deployment zone. The Halberdiers decided to stay
steady and not pursue, and since they were behind a defended
obstacle there was no need to test against their leadership.

I managed to roll a 9 for the number of magic cards dealt out.
Gesturing behind him with his Staff of Flaming Death, Dieter
hit three Archers with the torrent of fireballs. However, I rolled
triple 1’s to wound them and failed to even singe the fortunate
bowmen. Drat!

The Grey Wizard Champion cast the Horn of Andar again, as
this was the only spell he had left. As Dieter was the only
model of mine in hand-to-hand combat it was a simple matter
of rolling 10 or less on 2D6.
No problem.

Dieter then began a
hideous, twisted chant and
flung his arms towards the

UNDEAD TURN 5
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EMPIRE
TURNS

opposing Imperial Wizard. Unfortunately the lucky conjurer
was out of range of his Curse of Years spell, and so avoided a
lingering and painful death.

Well, I didn’t secure the village, but everything else looks to be
settled...

EMPIRE TURN 5

Mark: Riding round the edge of the huge rocky crag, my
Kislevites finally arrived at the main battle. Spying the
screaming skull catapults on a nearby hill they dipped their
lances once more and charged.

lan: My regiment of Archers was almost all T had left and |
moved these men into a better position and reformed into a
long line.

I decided to expend two steam points on my Steam Tank to
turn and fire. Unfortunately the cannon misfired causing the
boiler to rupture, spraying steam over a wide area and
wounding Dieter. The commander of the tank again fired his
repeater pistol at Dieter but hit the manticore, which he failed
to wound.

My Archers fired at the nearest Chariot, hitting four times and
killing the remaining steed. leaving the Chariot immobile and
effectively destroyed.

Mark: The Kislevite Lancers crashed into the crew of the
Undead war machine riding them down without mercy. It was
a splendid sight to see but it was rather late.

It was the last magic phase in the game. We had managed to
get through the entire magic deck, so the pack was reshuffled

The Ghouls rout as the forces of the Empire recapture Beeckerhoven.
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and we recommenced. Picking up the dice for the final roll T
prayed for a few Dispels as I knew that if [ let Gav cast
Vanhel’s Danse Macabre on any of his units near the village,
the Empire would lose that valuable 5 VP bonus. Covering my
eyes with one hand, I rolled the dice. Looking through a gap in
my fingers, my heart nearly stopped. I had rolled a double 6.
This was something that [ most definitely did not need. Help!

At this point Gav was rolling around on the floor in fits of
manic laughter and being generally distracting, but I ignored
him and picked up my cards. It was then that my mouth
dropped open — the Drain Magic had come up again and with
it the salvation of the village. I laid the card on the table and
breathed a huge sigh of relief.

NORDLAND CONCLUSION

Mark: In conclusion I'd like to say ‘we woz robbed’ but to be
perfectly honest, I don’t think it’s entirely true. To a certain
degree I think I got off fairly lightly, but if that's true then why
didn’t we win?

Firstly, concerning the Traitor of Tarn. I shouldn’t really have
cast it at Dieter so many times when I could cast it on a unit of
Skeletons for example. Skeletons have a dead (or Undead) low
leadership and could have been easily brought in line and sent
causing havoe with Gav’s other units. Even if I'd failed to gain
control over the whole unit, I would at least have caused
problems as they fought amongst themselves. Despite that, I
think that my other spell. the Horn of Andar was a bit of a
waste as I didn’t really get much of a chance to use it.

In retrospect, I think that I really should have gone for
complete overkill with the Helblaster when I had the chance. It
is rare for a Helblaster to last long anyway and I probably
should have used all the barrels when I had a target. My Great
Cannon was just unlucky, bouncing off the screaming skull
catapult in my first turn and then blowing up in my second.

Apart from offering some token protection to the Wizard, my
Halberdiers where completely wasted, Theoretically a unit of
their size should have been able to engage a fairly powerful
enemy regiment. They did however survive the battle with
only one casualty, which isn’t too bad really — and they did
hold the village nicely.

The Pistoliers did well and I couldn’t be more pleased with
them. They held the flank and defended it brilliantly. Choosing
to hold them back rather than charging in with guns blazing
seemed to do the trick as they finally wiped out those dreaded
Carrion.

wDés

Einrich and the Battle Standard Bearer seemed to be a bit lost
in the first half of the battle, seemingly standing around
discussing the weather. They did however manage to hold the
force together and when the Zombies got into the village they
sent them on their way.

All in all, it was a hard battle and my troops did well to make
any sort of dent on Gavin's forces. Although the combined
Empire army didn’t actually win, we still managed to defend
the small village of Beeckerhoven from the onslaught of the
hordes of Undead which I'm sure counts for something (5 VPs
in fact) so the battle wasn’t a complete disaster.

All that remains is to shake Gav by the hand (before throwing
him over the balcony) and give everyone concerned a hearty
well done for a battle well fought. After all, 24VPs - 20VPs
isn’t too bad and I will have my revenge.

UNDEAD CONCLUSIONS
(OR: REVENGE IS SWEET!)

Gavin: So the forces of Dieter march ever onwards, and many
widows and mothers will weep in the Empire before he is
satisfied. Great monuments will be built and many laments
will be sung in the taverns of the Old World

Well, I managed to win the battle by 4 victory points but it has
left a rather bitter taste in my mouth. The main purpose of the
attack was to secure the village of Beeckerhoven, which I
failed to do. It was only the crushing blow I dealt to the
Middenland reinforcements that allowed me to win. So what
happened? Well, for a start, I should have had a Chariot or the
Horsemen on my right, hanging back and ready to dash in and
deny Mark and Tan those 5 vital victory points. They would
also have been useful for countering the possible early arrival
of the Kislev reinforcements. My Ghouls were wasted by
charging headlong into the defender’s most powerful unit.
They could have just as easily turned and moved towards the
buildings before they got too close to march move.

The largest error I made was on the left flank. Caught between
the desire to roll along Mark’s flanks, and the need to contain
Tan’s force when it arrived, I managed to get myself caught
within charge range of the deploying Middenland army. Luck
saved me once more, and my Chariots were free to return the
complement paid by the War Wagon. The Banner of Doom
carried by the Skeleton unit was never in range of any enemy
units, meaning it was pure bad luck that caused the Imperial
forces to fail some of their panic and fear tests. Perhaps it
would have been better employed in the attack upon the
village.

The worst part of the battle for me was when the War Wagon
managed to crush my Battle Standard Bearer and his
Horsemen. With the Doom Rider Banner in their ranks, one
charge from them should have been enough to shatter any
opposition. Their ability to move through obstacles without
penalty could have been used to sweep round the right flank
and into Beeckerhoven, charging through the buildings
themselves! I think I should have tried to take out the two
contingents opposed to me in succession. A huge attack could
wipe out the village garrison, then my army could have swung
round onto Tan’s force when it turned up. Oh well, such is the
benefit of hindsight.

Nobody would accuse me of being unadventurous with my use
of magic, so it might seem strange that I kept casting Vanhel’s



Danse Macabre instead of the Summon Skeletons or Curse of
Years. Well, to put it briefly, Vanhel’s Danse Macabre is the
lifeblood of an Undead army. It would be extremely interesting
to see an Undead army without this spell try and win while
having their normal lack of mobility.

As an Undead commander, psychology is the best weapon you
have. The more Leadership tests your opponent makes, the
greater the chances of his failing them and having a unit flee,
or be unable to charge. As was shown by the Greatswords and
Winged Lancers in this game, this can prove to be very
difficult to overcome. The problem with fear is that you have
to be charged or charge the enemy for it to have any effect.
Without Vanhel's Danse Macabre speeding your troops
onwards it would be very hard to have your units of slow
Skeletons and Zombies anywhere near the enemy, unless he
had lots of fast troops and wanted to get close.

On the other side of the table? My opponents, especially Mark,
made good use of the majority of their forces. Mark stuck
firmly to his plan and saved the village from being overtaken
by my Zombies and Ghouls. If he had sallied forth into the
open field there would have been a good chance of breaking
his line by sheer weight of numbers, or a hasty redeployment
of a Chariot or two. Ian also did well, although perhaps it
would have been better to avoid Dieter on the first turn of
arrival and make sure of wiping out those devastating Chariots.

All in all, the battle was extremely enjoyable, with the
Empire’s tenacity making the climax of the battle very tense. I
am pleased with the way the battle went but a couple of slips of
concentration marred my plan. Next time I will not be so
foolish...

MIDDENLAND’S LAMENT

Ian: Doom and gloom aside, the battle did have some
important lessons to teach. The first is concerning big hard
characters riding around on big hard monsters and how to deal
with them. I rather foolishly thought that I could maybe kill
Dieter Helsnicht with my White Wolf charge and end this
whole affair. Unfortunately it all went horribly wrong and
ended in the annihilation of my most powerful unit and the loss
of the Empire’s level 4 wizard.

The key to beating characters on monsters is to use the rules
for challenges. If you include a champion in your regiments
you can use him to challenge characters to single combat. This
usually means the poor hapless champion dies horribly, but
then your large unit can win the combat by sheer weight of
numbers. If I had challenged the Doomlord with my Battle
Standard Bearer he would almost certainly have been slain
outright, giving the Dieter Helsnicht a combat resolution of
one. The Knights of the White Wolf on the other hand would
have 1 point for a standard, 1 point for the battle standard and
1 point for rank bonus, giving us a grand total of 3. I would
have won the combat by 2 and Dieter would have to take a
break test with a -2 modifier. Even if he hadn’t broken, the
Knights of the White Wolf would have at least survived until
the magic phase and I could have used my Wizard. Next turn I
would be able to challenge Dieter Helsnicht with Lothar
Metternich and tie him up again.

So what happened to the Middenland reinforcements? My plan
was to charge in and engage in hand-to-hand combat with all
his units. When the Greatswords failed their Fear test and
refused to charge the Chariot, this left it free to smash into the
Halberdiers and this started the collapse of my attack.

REVENGE OF THE DOOMLORD

An interesting point to bear in mind is that most Undead units
don’t break in hand-to-hand combat and will fight quite
literally to the death. This basically means that when you
destroy a unit you won’t get any sort of follow up move and
this often leaves your units wide open to attack by a second
wave of Undead. This is what happened to my War Wagon. It
crashed into the Undead cavalry, who were mown down in a
particularly splendid fashion. Unfortunately this left the War
Wagon out in the open where it could be charged by the large
unit of Skeleton warriors who were supporting the Undead
cavalry. In order to counter this problem you need to either
have your own units ready to support regiments which are
attacked in this way, or to use fast moving cavalry units to
move around the flanks to engage any Undead reserves.

All told, it was an exciting and close fought battle. The
Middenland reinforcements arrived just as the Undead looked
sure to take the village, and charged into the fray. For a
moment it looked as if the tide was going to turn, but as the
battle drew to a close all that remained of the reinforcements
was a damaged Steam Tank and a unit of Archers.

At the end of the day the Empire still held the village, but that
would only be temporary. With night falling the
Necromancer’'s power would grow stronger and the Nordland
defenders would huddle in fear at the ritual chants of the
Doomlord performing his spells of summoning. Tomorrow the
village of Beeckerhoven would face a new foe — the newly
raised, undying army of Middenland shambling forward under
the control of Dieter Helsnicht. This time there would be no
reprise for the defenders, no salvation, just the horrifying
knowledge that they too were fated to join the Doomlord.
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CIMNESRWG
MAIL ORDER

Games Workshop Mail Order is a great way to purchase all the latest releases from
Games Workshop and Citadel Miniatures. Our Mail Order staff are all Games
Workshop enthusiasts and will be more than happy to advise you on any special
character miniatures or other models that you might need for your armies.

OUR TELEPHONE HOTLINES ARE NOW OPEN FROM:
9.00am - 8.00pm Monday to Friday
9.00am - 5.00pm on Saturdays
NEW! 9.00am - 5.00pm on Sundays

If you are posting your order, please send it to:

GAMES WORKSHOP MAIL ORDER SERVICE, CHEWTON STREET,
HILLTOP, EASTWOOD, NOTTINGHAM NG16 3HY

Or you can fax your order through on: (0773) 530155

eath Zone is packed full of Magic Items, Dirty Tricks and Random Events cards
which will ensure that your Blood Bowl games will never be the same again.
Death Zone also introduces rules for Wizards and Apothecaries, five new secret
weapons, a host of new Star Players and rules for six new teams. In addition, there is
a complete league system to enable you to block, pass and foul your way to the
heady heights of the Chaos Cup, the Dungeon Bowl or the coveted Blood Bowl itself.

he Warhammer Armies
Undead book describes the
armies of the Undead in
complete detail. The book
contains a full history of the
Undead together with an army _ . , ;
list that includes rules for all = e, X SRS (S
the Undead creatures, =y ) & AVAILABLE
characters, warriors and war [ » o
machines. There is a new set 1 B T 6th JUNE
of 10 Necromantic Magic spell

cards as well as over a dozen s — —— e A
new magic items. EE!-!PNEMENT TEAMS, STAR PLAYERS AND SPECIAL PLAY CARDS JRP 7775
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GAMES WORKSHOP MAIL ORDER IS

CONVENIENT!

Mail Order is convenient, with the entire range of Citadel Miniatures

and Games Workshop games, just a phone call away.

FAST!

Mail Order is fast. Most customers receive their orders within three
days in the UK. (Some second class orders, or packages over 1Kg
may take a day or so longer). Plus, on any telephone orders received
before 12.00am, our Special Delivery Service guarantees you'll

receive your order the very next day.

We also have a special Troll who ensures that all First Class
telephone orders received between 9.00am and 1.00pm are

despatched the same day!

Most overseas orders are delivered within 14 days.

A set of miniatures is east up in the Citadel foundry.

FRIENDLY KNOWLEDGEABLE STAFF!

Our Mail Order service is staffed by enthusiastic hobbyists like
yourself, who will be more than happy to tell you about all the
latest releases for your particular army or favourite game.

ACCURATE!

Every order is hand-checked against the catalogues to ensure
that every model is perfectly cast and that your order is exactly
what you want.

Zoe checks an order before it is posted out.

L =

Tony hand-picks an order ready for despatch.

THE FULL RANGE OF PRODUCTS!

Our Mail Order service can supply the full range of Games
Workshop games and Citadel Miniatures, and we don’t stop
there! We can also supply any individual game component or
miniature. So if the dog’s chewed your Space Hulk boards, we
can supply a brand new set! If you want the rulebook from
Warhammer, we can provide it! If you want the dice from
Space Marine all you need to do is ask!

If the models you want for your army aren’t in your local store,
or you are looking for an out of stock or hard to find range of
miniatures, give us a call. Because we're based at the factory,
our staff can arrange to cast up any number of miniatures
especially for you, from the original moulds.

We can also supply any component from any multi-part model

for those of you who like to customise or convert your
miniatures.

PLUS!

No queues! No parking! No bus fare! And it’s really great fun
using the catalogues to choose exactly the models you want for
your army. We've found that many gamers get together with
their friends to place an order so that the £2.50 UK and BFPO
postage is applied to the whole order and the money saved buys
them all a few extra miniatures.
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CITADEL JOURNAL | WARHAMMER 40,000

The latest Citadel Journal is packed with exciting | WARHAMMER 40,000 BOXED GAME £3499 |
gaming articles, rules for Harlequins in Space Hulk, DARK MILLENNIUM £19.99

High Elf Magic in Man 0" War, Weather Magic and o

Knight's Objectives for Warhammer, a new Gaming CODEX SPACE WOLVES £9.99
League and much more. CODEX ELDAR £9,99

Issue 2 of the Citadel Journal is available now priced WARHAMMER 40,000 PAINTING GUIDE £9.99

only £3.99 with FREE P&P direct from Mail Order.
SPACE MARINES

MODELLING GUI DE NEW! RAZORBACK (Boxed Set) £14.99
The Citadel Miniatures Mddelling Guide contains ORKS |
everything you need to know about modelling. Inside NEW! DREADNOUGHT (Boxed Set) £19.99
gy ks
you'll find detailed information about all of the different |
techniques from preparing, assembling and converting ELDAR
ingle miniatures to building dioramas.
et g NEW! ANTI GRAV WEAPONS PLATFORM £5.99
The Cl'tadal Miniatures Modelling Guide is available NEW! WAR WALKER (Boxed Set) £12.99
now priced £9.93. - —
TYRANIDS
WARHAMMER NEW! TYRANID CARNIFEX (Boxed Set) £14.99
| WARHAMMER BOXED GAME  £3499 BLOOD BOWL
WARHAMMER BATTLE MAGIC £19.99 . BLOOD BOWL BOXED GAME £29.99
WARHAMMER ARMIES - THE EMPIRE . £9.99 | NEW! DEATH ZONE £14.99
EWARHANAER ANMES - R RLVES £999 | NEW! MORGTH NTHROG - OGRE STARPLAYER  £5.99 each
WARHAMMER ARMIES — ORCS & GOBLINS £9.99 , NEW! GRIFF OBERWALD — HUMAN STAR PLAYER £2,50 gach
WARHAMMER ARMIES — DWARFS £9.99 NEW! THE MIGHTY ZUG ~ HUMAN STAR PLAYER £2,50 each
WARHAMMER ARMIES — SKAVEN £9.99 NEW! FUNGUS THE LOON - GOBLIN STARPLAYER  £2.50 each
WARHAMMER ARMIES — UNDEAD £999 NOBBLA BLACKWORT - GOBLIN STAR PLAYER £250 each |
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iAvliaoie for Otos; Gobiling, tigh Elveaand Bawaris) NEW! CHAMPIONS OF DEATH BOXED SET £12.99
Boxed set contains 2 Mummies, 2 Ghouls,
EMPIRE | 2 Wights, 3 Zombies and 3 Skeletons.
KISLEV ARCHERS - £2,99 sach NAGGAROTH NIGHTMARES BOXED SET £12.99
IMPERIAL WAR WAGON (Boxed Set) £19.99 Boxed set contains 1 Dark EIf Thrower,
2 Dark EIf Blitzers, 2 Witch Elves and 7 Dark EIf Linemen.
IMPERIAL STEAM TANK (Boxed Set) e £14.99 i R
i ORCLAND RAIDERS BOXED SET £14.99
UNDEAD Boxed set contains 1 Ore Thrower, 3 Orc Blitzers,
2 Black Orcs and 5 Orc Linemen.
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| NEW! SKELETON HORSEMEN £2.99 each | SPACE MARINE
DIETER HELSNICHT ON MANTICORE (Boxed Set) ~ £14.99
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TR R o ORK & SQUAT WARLORDS £14.99
SKELETON HORSEMEN £4.99
Boxed set contains 3 plastic Skeleton Horsemen. |
| 7
UNDEAD CHARIOT £4.99 MAN O’ WAR
Boxed set contains 1 plastic Undead Chariot.
b= o = MAN O’ WAR BOXED GAME £24.99
SKELETON COMMAND £1.50 each = — —
- PLAGUE FLEET £14.99
WIGHT ) f
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L ORDER @ 0773-713213 MAIL ORDER © 077




AIL ORDER T 0773-713213 MAIL ORDER T 0

REVENGE OF THE DOOMLORD

Warhammer Battle Report Army Deals

UNDEAD ARMY

SECTION 1: HELSNICHT'S COMMAND
DIETER HELSNICHT MOUNTED ON A MANTICORE
1 MOUNTED BATTLE STANDARD
5 SKELETON HORSEMEN (PLASTIC)

2 CARRION
SPECIAL OFFER PRICE £30.00 POST FREE!

SECTION 2: LORD VRAX THE DESPOILER
1 LORD VRAX ~ MOUNTED HERO
5 SKELETON HORSEMEN (PLASTIC)
2 UNDEAD CHARIOTS
12 SKELETON CROSSBOWS (PLASTIC)
SPECIAL OFFER PRICE £25.00 POST FREE!

SECTION 3: LORD BLACK HELM

1 LORD BLACK HELM — MOUNTED HERO
23 SKELETON WARRIORS (PLASTIC) AND STANDARD
2 SCREAMING SKULL CATAPULTS
SPECIAL OFFER PRICE £24.00 POST FREE!

SECTION 4: PRINCE UNGOR'S HORDE

1 WIGHT LORD — PRINCE UNGOR THE DEPRAVED
23 ZOMBIES AND STANDARD
20 GHOULS
SPECIAL OFFER PRICE £52.00 POST FREE!

COMPLETE UNDEAD ARMY
ONLY £130.00 POST FREE!

EMPIRE ARMY

SECTION 1 NORDLAND DETACHMENT
1 ELECTOR COUNT
1 BATTLE STANDARD BEARER
5 PISTOLIERS
18 HALBERDIERS (PLASTIC) PLUS 1 HERO AND 1 STANDARD
SPECIAL OFFER PRICE £30.00 POST FREE!

SECTION 2: NORDLAND ARTILLERY

1 WIZARD CHAMPION
12 TILEAN CROSSBOWS
1 HECBLASTER VOLLEY GUN
1 GREAT CANNON

SPECIAL OFFER PRICE £32.00 POST FREE!

SECTION 3: KISLEV CONTINGENT

GRIGOR KYRIAKIN — 1 MOUNTED KISLEVITE HERO
8 KISLEV WINGED LANCERS
8 KISLEV HORSE ARCHERS
SPECIAL OFFER PRICE £48.00 POST FREE!

SECTION 4: MIDDENLAND CAVALRY

1 ELECTOR COUNT
1 WIZARD LORD
1 BATTLE STANDARD BEARER
8 WHITE WOLVES
1 WAR WAGON

SPECIAL OFFER PRICE £46.00 POST FREE!

SECTION 5: MIDDENLAND SUPPORT

18 HALBERDIERS (PLASTIC) PLUS 1 STANDARD AND 1 HERO
10 ARCHERS
9 GREATSWORDS PLUS A CHAMPION
1 STEAM TANK

SPECIAL OFFER PRICE £48.00 POST FREE!

COMPLETE EMPIRE ARMY
ONLY £200.00 POST FREE!

OR BOTH ARMIES TOGETHER £320.00 POST FREE!
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Terminator, Thunder Hammer, Troll Slayer, Tyranids, Tzeentch, Ultramarines,
Weirdboy, Knights of the White Wolf, Worldeater,

GW Books is a trademark of GW Books Ltd. Used with permission,
Flame is a trademark of Flame Publications Ltd. Used with permission.

Marauder Miniatures is a trademark of Marauder Miniatures Ltd. Used with permission.
Heroguest and Space Crusade are both trademarks of Milton Bradley Games. Used with
permission. :

Scatter dice are UK registered design No. 2017484,
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> MAIL ORDER FORM

TOTAL
CODE DESCRIPTION PRICE QTy PRICE
W
758604 HOBGOBLIN BIG £1.35 2 £2.70
Use this form to mail order Games Workshop products and Citadel Miniatures from SUBTOTAL
this or any recent issue of White Dwarf, or from the Citadel Miniatures Catalogue.
When you have totalled up your order, please don't forget to add the postage and
packing charge. PLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK PEN., FOSTAGE L PACKING
NETHODS OF BAVMENT GRAND TOTAL (TOTAL + P&P)
You can pay by cheque or postal order. Alternatively, we take Access/Mastercard,
Visa, and (in the UK) Switch. If you wish to pay by credit card, please fill in the relevant
details on the form below. If you have a credit card, you can place an immediate order
by phoning our Mail Order Hotlines — but make sure you have your card with you when POSTAGE & PACKING
YR PRBRE: UK & BFPO: Add £2.50.
DESPATCH & DELIVERY Overseas (including Eire): Add 40% of order value. If you
We always despatch your order on the day of receipt. For UK telephone orders, you fhag ?;;:m:ﬁ-_,gpgzg;” DR EDAIed AL Ca iF|8s han

can use our Special Delivery Service which for an additional £2.70 per order
guarantees that your package will reach you the very next day.

Please feel free to photocopy this form

PEAME::.ovimmamasmaisisy TR ADDRESS: srrncsnninnieinnladsmuinmiiie
GOUNTRY = aiiaaaiiinnninmes Basitotde .. onn it R s e g e e
Method of Payment: Cheque || Postal Order | Access/Mastercard |  Visal ]  Switch[]
Card No: | | ] ] | | | | i | | ] | | | | | I | | Issue NO:D (Switch only)
Card expiry date: ...........ccoocvvvvinienrnnnns £ | ol o T 25 sl S
Cardholder -

SIONALUTE . oo s s o s e B s

L ORDER @ 0773-713213 MAIL ORDER T 077




GUN CREW

GUNNER WITH GUNNER WITH SHURIKEN SPOTTER WITH SPOTTER WITH

SHURIKEN CATARUET CATAPULT AND HELMET HELMET GOGGLES
71610/8 71610/5 71610/8 71610/7

ANTI-GRAV WEAPONS PLATFORM

EXAMPLE OF COMPLETED ANTI-GRAV PLATFORM
= ANTI-GRAV WEAPONS PLATFORM T1610/6
THE COMPLETED ELDAR
ANTI-GRAV WEAPONS
PLATFORM CONSISTS OF:
1 x ANTI-GRAV PLATFORM
1 x WEAPON SHIELD
1 x HEAVY WEAPON

© Copyright Games Workshop Ltd 1994. All rights reserved.

1x GUNNER
1% SPOTTER
D - CANNON WEAPON SHIELD
o071617/2 0432112
SCATTER LASER HEAVY PLASMA GUN
7161011 T1610/4

et

Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age

LAS CANNON
71610/2

CITADEL
MENIATUIRES

Designed by Jes Goodwin



WAR WALKER

SCATTER LASER
71610/

LAS CANNON
716102

71610/3

T1610/4

WEAFON SHIELD
0432112

LEFT LEG RIGHT LEG

‘pansesel siubl [y v661 Py doysspopy sewes) Jubusdon @
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0432114 0432113
THE COMPLETED ELDAR WAR

WALKER CONSISTS OF:
1% WAR WALKER GUARDIAN
1x TORSO
1 x POWER PLANT
2 x WEAPON SHIELD
2 x WEAPONS
1 X LEFT LEG
1 x RIGHT LEG

@

POWER PLANT
D432/2

WAR WALKER

GUARDIAN
0432/5 HCE};EQD’EL

Designed by Jes Goodwin



L

@

Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age
@ Copyright Games Workshop Ltd 1994. All rights reserved.

CITADEL

AMINTATLHIRES

ORKS

ORK DREADNOUGHT ¢

EXAMPLE OF COMPLETED ORK DREADNOUGHT ey

CLAWA1
0431/8

LAS CANNON
0431110

HEAVY BOLTER
0431111

& THE COMPLETED ORK DREADNOUGHT
il CONSISTS OF:
1 x BANNER TOP ¥
1 x BANNER
1 x BODY FRONT
1 x BODY BACK
1 x HATCH
1 % DREADNOUGHT ORK {
1 x EXHAUST
1x CLAW 1
1 x CLAW 2
1 x LAS CANNON
1 x HEAVY BOLTER
1% LEGS
2x FOOT

ot B s .2
[y

BANNER TOP BANNER
0431/6 043115

DREADNOUGHT
ORK
0431/2

EXHAUST

BODY FRONT BODY BACK
0431/3 0431/4

LEGS
0431112

Designed by Norman Swales and Alan Perry




SPACE MARINE RAZORBACK

RAZORBACK

A " THE COMPLETE SPACE MARINE
e <) A & RAZORBACK CONSISTS OF:

2 x RHINO CHASSIS SPRUE
2 x RHINOG TRACK SPRUE
1 x GUNNER
1% LEFT HATCH
1% MIDDLE HATCH

s LEFT HATCH MIDDLE HATCH RIGHT HATCH

1 % RIGHT HATCH
GUNNER 043377 1 x RAZORBAGK GUN
0433/
0433/1 0433/ g 1 x GUN SHIELD
1% TURRET
1% TOP PLATE

RAZORBACK GUN :
0433/5 GUN SHIELD
0433/4

TURRET
0433/3

TOP PLATE
0433/2

THIS MODEL INCLUDES A DETAILED CONSTRUCTION SHEET AND FIVE CITADEL TRANSFER SHEETS WHICH INCLUDE ALL THE
MARKINGS NEEDED FOR THE DARK ANGELS, ULTRAMARINES, SPACE WOLVES AND BLOOD ANGELS CHAPTERS.
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CITADEL
MENTATIIRES

Designed by Norman Swales and Jes Goodwin



BLOOD BOWL

STAR PLAYERS

NOBBLA BLACKWART FUNGUS THE LOON SCRAPPA SOREHEAD
735011 73506/1 735021

THE MIGHTY ZUG GRIFF OBERWALD
73505/1 e
MORG ‘N’ THORG THE COMPLETED MORG ‘N’ THORG
CONSISTS OF:

1% HEAD e

1 x TORSO B,

1xLEGS 2
#""‘i' ¥
HEAD

73504/1

TORSO

Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age
© Copyright Games Workshop Ltd 1994. All rights reserved

EXAMPLE OF COMPLETED MORG ‘N' THORG i

e LEGS
f 73504/3

CITADEL
NENTATURES

Designed by Gary Morley



CHAOS WARSHIPS

SLAANESH HELLSHIP

HELLSHIP
DOME
78051/4  °

THE COMPLETE HELLSHIP / '.|I
CONSISTS OF: £ HELLSHIP
1 x HELLSHIP HULL 42 STERN
1 x HELLSHIP PROW ff Spal 78051/3

1 x HELLSHIP STERN \ HELLSHIP rnow
1 x HELLSHIP DOME / 78051/1
| ®

1 x PLASTIC MAST SPRUE HELLSHIP HULL

78051/2

/,_l

Hellship

Hellship

SLAANESH HELLRAMMER

HELLRAMMER DOM
78052/3

EXAMPLE OF COMPLETED AND PAINTED HELLRAMMER HELLRAMMER HULL

7805212

|

[ THE COMPLETE HELLRAMMER

| CONSISTS OF:

/ ! 1 x HELLRAMMER HULL
\ 1 x HELLRAMMER FORE & AFT SECTION

1 x HELLRAMMER DOME HELLRAMMER FORE
1 x PLASTIC MAST SPRUE AND AFT SECTION

780521

Hellrammer

e e
b R

Hellrlammer

v
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Designed by Norman Swales



@ Copyright Games Workshop Ltd 1994. All rights reserved.

Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age
%

CITADEL
NENIXTURES

CHAOS WARSHIPS

SLAANESH HELLSLICER

EXAMPLE OF COMPLETED AND PAINTED HELLSLICER

THE COMPLETE HELLSLICER
CONSISTS OF:
1 % HELLSLICER HULL
1 x HELLSLICER FORE & AFT SECTION
1 x HELLSLICER DOME
1 x HELLSLICER TOP BLADE
1 % HELLSLICER BOTTOM BLADE
1 x PLASTIC MAST SPRUE

PLASTIC MAST SPRUE MOW PLA/2

HELLSLICER TOWER
78052/4

HELLSLICER
TOP BLADE
HELLSLICER B0o2
BOTTOM BLADE

780526
HELLSLICER
DOME
78052/3
HELLSLICER
HULL
7805212

%" HELLSLICER
FORE AND AFT SECTION
7BO052/5

= ® . e

Hellslicer ~ = ————

Designed by Norman Swales

WAYNE ENGLAND



UNDEAD

MUMMIES

MUMMY 2 MUMMY 1 MUMMY 3
T4510/4 7451 T4510/2

MUMMY 5 MUMMY & MUMMY 7
745107 745101 74510/8

. 74510/6

MUMMY 4

MUMMY 8
74510/5

WRAITHS

WRAITH 7 WRAITH 5
74518/7 74518/5

WRAITH 4 WRAITH 1 WRAITH 2
74518/4 745181 74518/2

WRAITH 6
T4518/6

WRAITH 3
74518/3

‘paniasal s1UBL 1Y “#E61 i doysiiop sewes WbuAdon @ :
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Designed by Gary Morley



Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age
© Copyright Games Workshop Ltd 1994. All rights reserved

CITADE

URIXT
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URES

UNDEAD

SKELETON HORSEMEN

SKELETON HORSEMAN SKELETON HORSEMAN
WITH BOW WITH AXE
T4519/4 74518/2

SKELETON HORSEMAN

WITH SWORD SKELETON HORSEMAN
745191 WITH SPEAR
74519/3

THESE MODELS ARE SUPPLIED WITH PLASTIC SHIELDS WHERE APPROPRIATE AND A PLASTIC SKELETON STEED SPRUE AS STANDARD

EXAMPLES OF COMPLETED SKELETON HORSEMEN

Designed by Gary Morley




UNDEAD

THESE FIGURES ARE SUPPLIED WITH PLASTIC SHIELDS WHERE APPROPRIATE

WIGHTS

It

WIGHT 1 WIGHT 2 WIGHT 3 % WIGHT 4
T4517/4 74517/3 c 74517/2 i T45171

WIGHT 5 WIGHT 6 WIGHT 7 WIGHT 8
745177 T4517/5 74517/8 74517/6

THE COMPLETED VAMPIRE i
LORD CONSISTS OF:
1 x VAMPIRE LORD BODY
1 x CLOAK

| VAMPIRE LORD

b

e
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VAMPIRE LORD * CLOAK

7452011 7452072 EXAMPLE OF COMPLETED VAMPIRE LORD
NECROMANCER
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NECROMANCER
745211

CITADEL
NENTATLURES

Designed by Gary Morley



Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age

UNDEAD

=

© Copyright Games Workshop Ltd 1994. All rights reserved.

SKELETON COMMAND

SKELETON STANDARD SKELETON STANDARD SKELETON STANDARD
BEARER 1 BEARER 2 BEARER 3
74516/7 74516/5 T4516/6

SKELETON DRUMMER 1 SKELETON HORNBLOWER SKELETON DRUMMER 2
T4516/2 7451681 T4516/3

CARRION HEAD 1 CARRION HEAD 2 CARRION HEAD 3
88420/3 88420/4 884205

CARRION RIDER 2

CARRION RIDER 1 88420/6

884207
THE COMPLETED CARRION
CONSISTS OF:
1 x CARRION RIDER
1 x CARRION HEAD
1 x CARION BODY

CARRION WINGS CARRION BODY 1 x CARRION WINGS
88420/2
884201

Designed by Gary Morley and Trish Morrison




EMPIRE

KISLEV HORSE ARCHERS

LS

HORSE ARCHER 1
0737497

HORSE ARCHER
CHIEFTAIN
07374911

HORSE ARCHER'S
LEGS 1
07374912

(ﬁ

_Q‘S’

HORSE ARCHER 3
073749/10

HORSE ARCHER 2
073749/8

HORSE ARCHER

HORSE ARCHER
STANDARD BEARER HORN MUSICIAN
073749/3 073748/2

HORSE ARCHER'S HORSE ARCHER'S
LEGS 2 LEGS 3
073749/4 073749/5

HORSE ARCHER 4
073749/11

HORSE ARCHER
WITH SWORD 1
073749/9

HORSE ARCHER
WITH SWORD 2
073749/6
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EXAMPLE OF COMPLETED KISLEV HORSE ARCHERS

THESE MINIATURES ARE SUPPLIED WITH PLASTIC UNARMOURED HORSES AS STANDARD
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CITADEL
PENIATIIRES

Designed by Alan Perry



© Copyright Games Workshop Ltd 1992, All rights reserved.

Miniatures supplied unpainted. WARNING. This product contains lead which may be harmful if chewed or swallowed. Citadel Miniatures are not recommended for children under 14 years of age

CITADEL
MINIATURES

EMPIRE

THE COMPLETE WAR WAGON
CONSISTS OF:

1x WAR WAGON HAFT
1 x WAR WAGON YOKE
2x WAR WAGON SIDE PANELS
2 x FRONT/REAR PANELS
2 x FRONT/REAR FRAMES
4 x PLASTIC WHEELS
2 x ARMORED HORSES
1 x CREWMAN WITH MANCATCHER
1 x CREWMAN WITH HOOK HALBERD
1 x CREWMAN WITH BALL AND CHAIN

1 x CREWMAN WITH HOCHLAND LONG RIFLE

1 x CREWMAN WITH BLUNDERBUSS

1 x CREWMAN WITH REPEATING MUSKET

1x WAR WAGON DECK

WAR WAGON
RIGHT / LEFT SIDE PANELS
008111

WAGON HAFT
00B11/5

WAGON DECK
00811/2

WAR WAGON
FRONT / REAR PANELS
00811/3

WAR WAGON
FRONT / REAR FRAMES
00811/4

PLASTIC WHEEL

IMPERIAL WAR WAGON

WAGON YOKE
008Il/e

Designed by Norman Swales and Michael Perry




EMPIRE

IMPERIAL STEAM TANK

STEAM TANK
BACK PLATE
0812/6

L/HAND SIDE ARMOUR
0812/2

081211

STEAM TANK
COMMANDER
081211

STEAM TANK BASE .

STEAM TANK FRONT ARMOUR
ENGINE 0812/9
0812/7

R/HAND SIDE ARMOUR
0812/3

STEAM TANK
HATCH
0812/5

STEAM CANNON
0812110

THE COMPLETE IMPERIAL STEAM TANK

CONSISTS OF;
1 x COMMANDER
4 x PLASTIC WHEELS
1 x AHAND SIDE ARMOUR
1 x L/HAND SIDE ARMOUR
1 x FRONT ARMOUR
1 x STEAM CANNON
1 x BACK PLATE
1x BOILER
1 x ENGINE
1 xHATCH
1x ROOF
1x BASE

STEAM TANK
BOILER
o812/8

STEAM TANK ROOF

Designed by Norman Swales and Michael Perry
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MODELLING
GUIDE

The Citadel Miniatures
Modelling Guide contains
everything you need to
know about modelling as
well as stunning examples
from some of the world’s
foremost painters and
modellers.

Inside you’ll find detailed
explanations of all the
different techniques, from
basic cleaning and assembly
through simple weapon
swaps to more complex
multi-part conversions and
dioramas.

This simple step-by-step
guide by master painter
Mike McVey is lavishly
illustrated with full colour
photos. Throughout the
guide, Mike uses his own
modelling projects to
provide detailed examples
of each step.

If you haven’t tried
modelling before, the guide
is packed with hints and
advice on basic conversions
to- help you get started.
When you’ve got some experience you’ll be able to tackle some of the more challenging projects
featured, even building your own unique army!

From basic troops through to heroes and character models, there are no limits to what you can do.
Whether you’re just starting out or you're already an experienced modeller, the Citadel Miniatures
: Modelling ltGuide provides you with all the information you need.

The *Eavy Metal Painting Guide and "Eavy Metal Warhammer 40,000 Painting Guide are also written
by Mike McYey, and are available from your local Games Workshop store or through Mail Order.
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ELDAR ASPECT WARRIORS AND DARK ANGELS SPACE MARINES PAINTED BY THE BIRMINGHAM STORE STAFF



