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Let the world beware! This month sees the release of the new
Chaos Supplement for Warhammer.

CHAOS

The forces of Chaos are ahout to he
unlcashed across the battleficlds of the
Ol World in the form of Warhamaner
Armies — Chaos. Thizs boxed releaze
not  only  contains a  complete
Warhammer Armigs book but also
dozens of full-colour cards -and

counters, These include
spell decks for three of
the Chaos Powers, Chaos
Crifts and Rewards and
new Chaos Magic Iems.
The book coolains a
complete army list for
the forces of Chaos
together with a selection
of special characters.

Froim Citadel Miniatures
come the first in a whole
series of Chaos models
in the Form of three new
Chans Knights, new
Chaos Beasimen and a
Beasimen e
group. - All of these
minialures are shown in
the "Havy Metal pages in
this White Dwart.

Elsewhere o this issue, our battle
report features a bitler . strugele
between 4 Chaos army and a stalwar,
Dwarl force, plus we hdve special
feature from Mike MceVey on
modelling Chaos Spawn.

THIS MONTH'S WARHAMMER
RELEASES

Warhammer Armies = Chaos  £14,99
(Boxed ser with Anmics book)
Clhaos Knights £49.99
[Thive mimatures per bBox)
Beastmen ? £4.99
{16 minialures per hox) -
Beastmen Command Group  £4.30
(Three mindalures per blister)
Heastman Shaman £2.50
(e miniature per blister)
MNagash ; £0.00
{One miniature per box)
Meeromander £2.50
[One miniulure per blister)
Zombie Dragon £14.99
[{dne miniaiuee per box)
Skaven Jerzsil £4.50
{0ne team per Rlister)
Warhammer Combal Cards ~ £1.99
(Singhe Pack}
Ore and Goblin Combat Cards 199
[Single Pack)

UNDEAD

This month sces the release the Nagash
Lord of the Undead, a great new
Mecromancer, and a fearsome Zombic
Dragon ridden by a Wight Lord.
Designed by Gary Morley, with the
Zombie Dragen by Trish Morrison,
rules for these powerful Undead
creatures. are in the Warhammer
Armies - Undead. All these models
are featured on "Eavy Metal Pages
elzewhers in this issug,

Closing date: 25 July 1994,

TELESALES
OPPORTUNITIES

Do you want an exciting career in Telesales? Are vou voung,
articulate with a good tnowledge of Guames Workshop products?

We are currentdy secking 1o reoruil ambitious, personable and enthusiastic
young people ta join our full-time Telesales team al owr Head Qifice in
Eastwonod, Previous Telesales expericnce is not o pre-requisite, hut applicants
st be ol "A° level calibre, show initiatave and be of a cheery disposition. A
knowledge of Games Warkshop's products is imperative!

If wou feel you meet these requirements and you are ready For a new challenge and a mow carcer then we would like to hear
Trom vou, Please write giving full details of vour educational backeround, emplovment hisiory and gaming knowledge o
Helen King, REF: 009, Games Waorkshop Limited, Chewton Street, Hilltop, Eastwood, Nottingham NG16 3HY.
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Controlled by the spirit of 3
a fallen Eldar warrior, and H
armed with a variety of g
deadly heavy weapons, £
Eldar Dreadnoughts are .

. towering, mechanised

engines of destruction.

Protected by their tough
wraithbone armour, they
stride over difficult terrain
with ease, ready to strike
deep at the heart of the
enemy’s force.

WARMIMG! Tris preduct contains Icad-and may be harmful if chewed o swallowsd.

Citadel Minigtures ane not senm merded for shildren uncder 14 years of age,
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Following last month’s publication of
the Cuadex — Orks, thiz month sees the
release of the latest addition 1o the Ork
army in the form of the Blood Axe
Kommandos  and the  devastating
Smasha Gun.

KOMMANDOS

The Blood Axe clan are distrusted and
despised by all other Orks clans doe 1o
the fact thal they deal with “filthy

humics’ and trade with the Rogue
Traders for weapons and equipment.
However, this alse means thal they are
a lorce 1o be reckoned with,

In keeping with their undechand
methods, Blood Axes use special
Kommando troops 1o infiliraie the
enemy lines amd make hit ancd run
attacks against opposing troops. These
deadly Ork Bove are now available and
are featured on an "Eavy Metal page in

this issuc together with the awesome
new Ork Smasha Guo, We also have -
full rles for two Ork characters,
Zogrod Worlsnaga and Ghazghkufl
Thraka.

THIS MONTH'S WARHAMMER
40,000 RELEASES

Zogrod Wortsnaga £4.09
Snakehite Huntmaster

[One per blister)

Blood Axe Kommandos £4.50
{ Three per blisterd

vk Smasha (un £7499
({ne per blister)
Assault Space Marines £21.50

10ne per Blisterd

TITAN LEGIONS NEARS
COMPLETION

The lights are burning late in the
Games Workshop o put the finishing
touches to Titan Legions, Andy
Chambers' long-awaitid expansion (o
the Eple pame system.

Titan Legions 18 a part of Games
Workshops Epic pames system and is
fully compatible with Space Marine
and all of ity supplements. The Eple
syslem enables you to recreate the
massive battles of the 41ac Millenniam
with hundreds of model tanks and
infantry and wvast oumbers of
devastating war machines.

Titan Legions adds the awesomely
destrugtive power ol lmperator Titans
and Ork Mega-Gargants to the already
huge range of models available w Epc
players,

The new Imperator Titans ane missive
fighting machines as rall .as
skyscrapers. Bach one carrics an
arsenal of deadly weapons powered by
thes Tury of its plasma reactor, and they
are protectad by encrgy shiclds and
metres thick  armour. The ground
trembles belore (hese steel piants and
whaole cities are reduced to rubhle by
the carth shallering encrgies of their
wedpons

Asowell as the Imperator Titan, this
exciting new game  will contain two
giant  Qrk  Mega Gargants, new
Imperial Koightls and Ok Bonebreaka
tanks and 10 full-colour card huildings.
These new Epic buildings have to be
seen to be believed and we'll be
hringing vou o preview as so0n as we
have some colour proots back from the
priniers,

S NEWS NEWS NEWS NEWS NEWS NEWS NEW




Inside next month’s issue of White
Iywarf vou'll find a great free White
Drwart "Eavy Metal wall posier.

Ciames Workshop master painter Mike
MeVey has been working hard for
months o update the entire Citadel
range of acrylic paints. This has
involved blending dozens of new
colours and tints and cxlensively
testing them on a whole range of
plastic and metal miniatures. The
results of his work are aboul to e
released in the form of the brand new
range of Citadel Miniatures Painl
Sets.

These make up the most extensive
range of specially-formulated acrylic

painis ever made available to miniature
painters, gamers and hobbyists.

To accompany 1his release, Mike has
created a Tull colour White Dwarf
"Eavy Metal poster that shows the
gomplete new range of Citadel Colour.

The poster alse explains with a simple
table how Lo go aboot mixing the new
colours in order 1o shade and highlight
YOHr miniatures.

TFolly-illustrated with dozens of
beautifully painted miniatures, the
White Dwarf "Eavy Metal poster iz
the FREE! only in next mooth’s White
Drwarl magazine, so order your copy
now.

STUDIO BLOOD BOWL
LEAGUE :

In the Studio Blood Bowl leagwe,
Citadel  designer Gary Morley’s
Maorley's Maraoders bear Simon
Smith’s Dwarls The Grudgebeardrs
3-0in the Blood Bow] final.

Guary's star squad of Humans has now
oblained such a high team rating of 310

points that he is off the scale for,

handicap games against most of the
olbier teams in the Studie. One result of
this fame and lorlune is that Gary is
now very hard pressed to even get a
friendly game, Mot surprisingly, mosl
of the other team coaches in the Sludio

have no wish o have their own teams
beaten o jelly and so avoid him at all
ciEla!

Simon's comment atter the match
was. . Uuuuurgh!.. We wuz robbed!

NEW SKAVEN TEAM
AND STAR PLAYER

From the caverns deep under the Blol
Bowl Stadia of the Old World vise the
Skavenblight Scrambilers, The most
famous of all Skaven tcams, the
Seramblers first rose w fame under the
leadership of coach Andy Chambers
and are the only Blood Bowl lean 1o
have won the Blood Bowl traphy two
Vears ninnirg!

The new boxed sct containg all the
players you need to ficld this fasc-
moving Skaven Leam including two
Stoemvermin and  three  Gutter
Runners, a5 well as six Linemen and a
Thrower.

EWS NEWS NEWS NEWS NEWS NEWS NEWS N

THIS MONTH'S
BLOOD BOWL
RELEASES

Kut Opre — Headsplitter £5.99
(Cme manzatare per Blister)
Skavenblight Scramblers £11.59
[ Twalve minfatures per box)

Rlocking Dice £n9
{Twa dice par hlister)

RAT OGRE - HEADSPLITTER

Huge and powerful, Headsplitter — e
Rat Ogre Star Player 15 now availahle
both as a miniature and on a Star Player
curd included  in. Death Zone.
Headsplilter is a lethal addiion Lo any
Skaven Blood Bowl sguad and an
essential purchase for Skaven coaches.

Bath the Skavenblight Scramblers and
Rat Ogre Headsplitter were designed
by Gary Muorley and the painted
minialures can be seen on an "Bavy
Melal page clsewhere in this issue.

Also in this [ssue. wi showcase the

"Treath Zone rules in a special Undead

vs Oros gumne report.




MORE WARHAMMER NOVELS

Boxtree books have just relcased the Iatest titles in their collection ol exciting
Games Workshop fiction. Writlen by Brian Craig, the three hooks,
Zaragoz, Plague Dacmon and Storm Warriors, form a trilogy of macabre
fantasies, recalled by the minstrel Qrfeo,
of the struggle against the Dark Powers
that threaten the Warharmmer World.

the Tirst in the seres, tells the tale
a citadel

Farapoz
ol the legendary castle of Zaragog
that could never be 1aken but by
Ireachery ...

The ‘second hook
Plague Daemon follows

the advenmures of Harmis
Dete, a soldier ol 1he
Border Princes, plunged
inde a desperate sirugele
against the plague-hearing
forces of Chaos,

The final story -  Storm
Riders is a tale of férmor and
betrayal sel in the ancient and
haunted land of Albion.

These novels are available from all
Cramgs Workshop stores, Garnes Workshop Mail Onder
and paod hookstores everywhers, .

The book conlains chapters on all aspects
of creating a Warhammer army from; how
to quickly paint-up vour rank and file

WARHAMMER
PAINTING GUIDE

NEW MAIL ORDER
HOTLINES

Due to the incredible demand,
Trom Maonday the 25th of July, var
Mail Order telephone Hotlines will
naw be open from S400am to {0pm

SEVEN DAYS A WEEK

Mike McVey is currently putting the
finishing touches to  the new
Warhammer Painting Guide. This
companion to the already available
Warhammer 40,000 Painting Guide

regiments, {0 how to create the kind of
standards and hanoers for your regiments
angd army hat feature in While Dwarf,

Special sections will also cover many of

the advanced methods and techniques chat
Mike uses to ¢reatc the wonderful
character models and crealure conversions

will e the complete reference goide to
collecting and painling armics of Citadel
Minzatures for Warkammer,

o
STOCKPORT
OPEN NOW!

32 MERSEY SQUARE
Telephone: 061 4741427
Normal opening hours:

Mon. Tue. Wed. Fri. 10.00am to 6.00pm
Thuorsday 10.60am to 8.00pm (Games Night)
Saturday %.30am to 5.30pm

that make his own minlatures so
stunning.

The Warhammer Painting Guide will be
avialable inearly Septemmber.

CHESTERGATE
CO-0p
DEPARTMENT STORE
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Kinislures designee by an Petep acd Trish Barson.

Orks of the Snakebite clan are among the most vicious
of all the Orks and like nothing better than to charge
across the battlefield and clash-
with the enemy in deadly hand-to-
hand combat.

Mounted on snorting warboars,
they smash through the enemy
squads dealing out death to their
foes with bolt pistol and axe.

WARMIRNG! Thiz praduct cortains load anc may be harmful if chawed or swalewcd :
Ctades Miniatures are not recoimended for chidren unde: T4 yoars of age.

[k s ot cooises assembly, We repommeand that she pasls afs coanid
serd brirnenesd willy a medzibng kndfe oelore being arinted wish Citadel pairds:
Citackel, the Gitadal castls GamgsWorksi=op and

Wierharmmer ars =gisterad tadaniarks of Garns Worsshap LI
ik and Saasebite &ra tradamacks of Garnes Warkshop L,




SKAVENBLIGHT SCRAMBLERS |

Skaven are not _ih'e:taﬂgﬁest ot the strongest players to t&k'e:tg:_ the Blood Bowl pitch but they are amang the fastest!
Against most teams, Skaven Gutter Bunners dominats the game, dashing through any gap in their opponents line o

make a fightning fast toughdown. As Skaven teams develop, the plaver's cansumption of Warpstone resuls in many

‘grotesgue bt often useful mutations that are always popular with the fans.

SKAVEN LINEMAN  SKAVEN GUTTER | SKAVEN THROWER SKAVEN LINEMAN
: BUNNER : : ;

T s

HEADSPLITTER —
HAT OGRE STAR PLAYER




THE KILLING FIELD *

THE KILLING FIELD

by Carl Brown, Jervis Johnson and Gavin Thorpe

The c¢runch of hone drowns out the roar of the crowds as the Ores and Undead take to the field for this
exciting Blood Bowl match between the infamous Deff Skwadd and the mighty Champions of Death.

Recently we've been playing a lot of Blood Bowl in the Studio
league, with at least one Leamn of cach race taking part - even
Halflings! With the release of Death Zone, we [elt that the
time was right o print a match report that demenstrated how
the new teams and rules in this supplement really enhance the
game. Two veteran coaches, Carl Brown and Gavin Thorpe,
were rounded up and asked to create two rookie 1leams, just as
il they were starting to play in a Death Xone league.

In this report we decided to use slightly different maps from
the ones we used for Blood Bowl in White Dwarf 173, Instead

of cach map showing only one Leam’s moves, each one
includes several turng worth of blitzes, blocks, moves and
passing plays. This cnables each map to show how a series of
tures builds up into a scoring play and to 1lustrate the flow of
the game. On all of the maps, the yellow arrows and lexl boxes
refer to the Ores’ moves and the blue ones 1o the Undead. A
dotted vellow ling indicates a pass.

Each of lhe players on the maps is identificd by his position
rather than his number. For example, a Black Ore is “BOY, a
Skeleton *5%, a Thrower “T* and a Ghoul "G




% THE KILLING FIELD

DA DEFF SKWADD
by Carl Brown

When Jervis asked me o
coach Da Deff Skwadd for
another match report in White
Dweart T quite happily agreed.
Ciavin was to be my opponent,
leading  the Champions of
[eath and we would use all of
the Death Zone rules. 1 have
played against Gavin and the
Lindead on several occasions
and have discovered that it's
almost completely useless 1o
tiy the standard Ore tactic of
heating vour epponents 1o a pulp! This has {orced me Lo
develop slightly different tactics Trom the ones T would
norrmnally nse with COres (see Ere we go, Ere we go, Ere we go
in White Drhwarf 173).

Team selection was pretty simple as Jervis had asked us to
create teamns that could be used ina leagoe, Consequently, my
leam was more of a Foundation to baild on than a toagh one-
off game killer-squad. | chose two Throwers and two Blitzers
to pass the ball and two Black Orcs 1o form the basis of 4
stromg ling of scrimmage. As well as thesa [ took Nobbla
Blackwart with his chainsaw — my favourite of the Goblin
seerel weapons. Finally, I browght my team wp to thirteen
strong with gix Orc Linemen.

Back to lactics. Because of their natiral, or should that be
unnatueal, resistance to pain, the Undead are very difficult to
aet oft the ficld for aoy length of tme, With this in mind Thad
Lo find & way o guickly capitalise on any Uindead casualties
that might oceur. My plan was heavily influenced by the
Special Play cards Thad for the mateh, On offence the general
aim for this game was (o concenfrare my efforts in one place,
smash a hole in the Undead line and try to get players
downficld beyond the reach of the slow Undead players, This
sopunds like a throwing game tactic 1 hear you crv! Well [ muost
admit it is, bur as my opponcnts were even slower than my
own team, I reckoned I eould alfond w0 sk it IL something did
o wrong thene wasn't oo much of a chance of Gavin's team
heing able w mount 2 swift couner-attack, especially not with
most of his team shambling around af four or five spaces a
. The benelits of playing against the Undead like this are
that it cuts down on fighting time, and secing as dead people
don’t hure casy, it stops you wasling downs rying to kill
something that’s already dead! From a league point of view it
algn cots down the chances of your team suffering early
casualties that would cause trouble in fulore sames,

On defence things were going to be a bit trickier. T was
cxpecting g running play from Gavin and that could be messy.
However, you can't defend by keeping oul of vour opponent’s
wWay just fo save your own skin, My plan was to block only
when [ needed to and gradually withdraw from the Undead

advance, simultaneously trying to work somehody into the
opposing hall to act a5 & receiver, Then when the opportunity
arose, Blitz the ball carrier, grab the ball and chuck it upfield
where my wailing player would grab it and mun into the End
Fone for a touchdown! I any Ghowls should manage o get
into my backfield 1 would try to dispose of them as quickly as
possible, postponing the attack on the ball-carmier in favour of
stopping Gavir's eption of a throwing play. [11 could do this,
then T could almost predict where Gavin's players were going
L g, thes making it easier 10 Taunch g counter-atlack,

Having considered my plan, all thar was lefl w do was join in
the rousing chors of the Ore fans. .

“lire we po, Die we po, Ere we go,.."

THE CHAMPIONS OF DEATH
by Gavin Thorpe

In the current Smadio league |
have been running a fairly
suceessiul Undead team called
the Washington Deadskins. |
have played against Carl’s
Defl Skwadd 4 couple of times
and although the games have
been very close, he has jusc
heaten me. So here 1 am, out 10

get my revenge in front of
thowsands of readers...

The first important decision to
make, after yon have aptad [or an Undead team, is 1o pick
vour plavers. Mummies and Wights have the best stats on the
team lsl, so moake sure you lake the maximum allowanee of
two of each. Cihouls are a bil of & problem. They are the Tastest
members of vour team, but don't come with the Cafel skill
like proper Catlchers, They do, however, make most of your
plays, 45 they cane Dodge, run airly fast and pick up and catch
the ball with a pretty pood suctess tate, You can opl to lake
the maximum of four and have a pretty agile team, but then
wou may have too few plovers 1o bold a strong front line: For a
halanced team I think that twa or three Ghouls 1s better to start
with. The choice bepween Skeletons and Zombies is perhaps
the most difficult. Skeletons are faster, but Zombies have
better armour. You need to decide whether o rade off
survivahility for speed, or to go for the slow grinding team
that can take 4 lov of punishment. T chose a mixtare of the two.

Gzt a Vampire if you can afford one — they are excellent. The
Iyprotie Guze skill is greal for exploiting small gaps in your
opponent’s defence, allowing o Ghoul or Wight 1o slip
through without making a large nember of Dodge volls, and 1
have used it to devastating effect against Dwarfs and olher
Lo agility teams, With Block and Dadge, Vampires are also
great for cracking open a pocket around the opposing lewmn's
Throwers. If your opponent is running the ball and has Tormed
4 vage around the ball-cartier, a Vampire can Blitz in and split
up the Tormation, Tetting the nearby Wights and Ghouls move
in o crunch che player with the hall.

The biggest bonus of an Undead team is that, with the
exception of Ghouls, they all get the Regenerate skill This
allows them to come through almost amy injury, incloding
death, as fresh as a daisy! IF vou are playing ina league this iz
marvellous news — as other teams stat 1o lose their multi-
skilled players to injury and death, your players just keep
pilireg up thair Star Player Points, i

W



Maodels supplied anpainted Miniatures desigred by Gary Morey -

Blood Bowl fans both love and fear EETEREINE
Undead teams. Although they have THE COMPLETE CHAMPIONS

a tendency to fall to pieces in the OF DEATH BLOOD BOWL
middle of the scrimmage, they are TERM SONGE TMG Or
renowned for their ability to make a ;:‘_‘:‘m“‘“ 2Ghoule
come back! ghts 3 Zombies

3 Sheletons

1 Champions of Death transfer sheet

Their opponents often stand to allow you to detail your team with
'aghast as SkElEtDHS and Zombiea numbers and symbols.
rise from fatal blows and return to
the fray with renewed vigour. Many
BLOOD BOWL WIGHT Blood Bowl teams have even found
themselves playing against a
formerly deceased team mate or Star Player who has
been returned to undeath!

WARNING! This prodiuct contains lead and may be hasmful if chewed or swallowed.
Citage! Minialures ars not recommended for chiddren under 1£ years of age.

Gamas Workshop, the Games Workshop fogo, Blood Bowd,
Citzdel 2nd the Citagel castle are registered Irademarks of

- Games Workshop Lid. ﬁﬁﬁs

CEIADET Champlons of Death is a frademark of Games Warkshop Ltd.  ~ i
AN & Copyright Garnes Werkshop Lid, 1894, All ights reserved, WD RKSHQP
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WITCH ELF

Dark Elves make superb Blood
Bowl players, combining their

-strength, speed and agility with a

low cunning and an evil
temperament.

Although best suited to the
throwing game, sheer spite
makes the Dark Elves enjoy the
violent conflict of the running
game. Witch Elves and Dark Eif
Blitzers in particular, excel at
punching a hole in the opposing

line of scrimmage through which their
fleet-footed team mates can run.

WARNING! This product containg lead and may be harmiul f chewed or swallowed,
Citadel Mirtaiures ar not recommended for chideen under 14 years of sge.

- THIS BOXED SET CONTAINS




THE KILLING FIELD +

Turning to this game against Carl, I think that it will be a bit of
d slugsing match, as the Undead and Orcs are both slow, hard
reama. Carl loves to use Gobling with secret weapons so |
cxpecet to face at least one of them. | know for a fact that
Mobbla Blackwar( is bringing his chainsaw 1o the match! v
puarchase of a Vampire should help o counter this threat, as
long s it can get to them and make those vicious strength 5
Blocks.

The most comlorting thousht for me 1% that T've had several
games against Carl’s Ores and ko how they play. In ¢lassic
Oe seyle, they generally erunch through vou and slowly
stomp up the field 1o score, This is fine by me. With two
Strength 3 Mummies on my ront line I can happily slog it oul,
It Carl opts for a passing attack, my Ghouls are faster than his
players and T should be able to ger one or two onhim before he
hus moved more than o few sguares from the Line of
Secrimmage, '

When I'm on the offence I also like (o amash my way through
the other team and wade through the bodies for a touchdown.
Unforunately, this does nol work as well with a rookic (eam
like the one I"m nsing in thizs game. Hopelully my Yampire's
high Agility and the Ghouls good turn of speed should let me
keep my oplions open for a pass. This is provided that they
can pel deep into the Cres” hald without getting jumped on and
beaten up by those vicious Black Ores!

As always with Bleod Bowl tactics, remember that anything
can happen and often does! Expect the unexpected, don®t
panic when things go wreng and always try to do it to them
belfore they do it o you!

PRE-MATCH SEQUENCE

When you use the new Death Zone rules, before the match can
bepin the two coaches must lirst go through the pre-match
sequence. This simple six-step sequence covers all of the
imporiant activily thal occurs before the two team make their
way onto the plaving Neld.

The first thing either coach can do is hire freehooters.
Freeboolers are mercenary players that will play for anyone
who has the cash 1o pay Tor them, They are hired just belore
the pame starts, and will only play for one game. However, as
both Gavin and Carl had spent all of their starting treasury
creating their teams, they didn’t have any money left over o
hire frechooters.

The second step in the pre-match sequence i3 (o roll on the
weather table from the Blood Bowl rulebook. The weather
table uses 2D, and at the Swdie we have each coach roll &
dice and then add the scores together 1o lind out what the
weather will be for the match. Gavin and Carl each rolled a
dice, ared both scored a 6 This gave a total of 12, which meant
that the match started off being plaved in blizeard? The ice on
the plaving ficld from the blizzard meant that chances of a
plaver Talling over when they went [or an exira square was
doubled, while all the snow that was hlowing about meant that
anly guick or short passes could be altempted!

The next step is o work ool how many Tans wam up o walch
the match. This is called the zate and has an elTect on how
much money the leams can for playing the game. To work
<t the gate each coach rolls a number of dice equal to their
[an factor. They add the scores ogether and multiply the wotal
by 1,000 10 Find out how many of their Gans come along 1o the
malch. Gavin's Undead team has 2 fan factor of 5, so Gavin

_

il
a

rolled 5 dice and scored a toal of 19, This means chat 14,000
Champivns of Death fans had tured up for the match. Carl
rolled a total of 15 and so only 13,000 Dell Skwadd lans
turmed up. The total gate for the mach was 34,000 fans.

The tourth step in the pre-match sequence is o work out the
handicap. In a league, all teams have a team rating which
shows how good they are. IF two t2ams with differing team
ratings play a match, then the lower rated team receives o
number of handicap bonuses 1o help balance out the game.
However, as Gavin and Carl’s teams had identical team
ratings (all starting team's have 4 rating of exactly 100 poinis),
nedther recedved any bandicap bonoses,

The next step is for each coach to take their Special Play
cards. The Special Play cards allow all kinds of dicty tricks
and underband 1actics to be uzed, like hribing the referee or
hiring an assassin to use against the opposition, The cards are
split it three decks: Dirty Trck cards, Random Event cards
and Magic Item cards. 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), sach of which may be
used ance during the game and must then be discarded, Both
Gavin and Carl were allowed 1o lake two Special Play cards,
and they both decided to take one card from the Didy Tricks
deck and one card from the Magic Tlem deck. We will keep
the cards that wene drawn secret untl they are actoally used in
the pame - ir’s a cheap way to bulld up suspense T know, i's

more exciting that way,

The final step in the pre-match sequence s o roll For niggling
injuries. For this match, however, we skipped this as neither
team had any plavers who had picked up any injuries — vet!

woia
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Ore: playars move

forward 1o tis up
as  many  Uadoad
players as possible.

A soecial Play (5
card gels rd of an
Undead aayar and
GHLSEE & lumover. The
Crres crash througn the
gap and drive forward
to get tha bail-carriar.

Maore O players .
move forward io tie

ap tha Vampire, Coual

Luther Yo Crakenbarg.

Iritial sev up and the OFe Blitz

INITIAL SET-UP

Tha Ore team won the toss 1o see who kicked-off and, rather
surprisingly, Carl elected to kick-off in this half and receive in
the second.. Mormally the plaver who wins the toss elects to
receive, in order to build up an early lead.

As the Ores were kicking-off, they had to sat-up first followead
by the Undead tesm, and then Carl had to roll on the Kick Off
table, Unforwnately he got a "Bad Kick™ result and the ball
proceeded to scarter off the fisld. This zave the Undead team a

touchback, allowing Gavin do give the ball to-any player in his

team, Gavin decided 1o give the all o one of his Ghouls,

SPECIAL PLAY
As Gavin got teady 1o
take his firat turn all
scemed to be going
well Tor the Undead
team — which just goes
o show thal  you
shouldn™ take things
for granted in Blood
RBowl! Before a single
player in the Undead
team had a chance to
move, Carl plaved his
i Ger You! Dircty
Trick card. The card
meant that one of the
Undead Mummies had
been wound up to such
an extent by the insulls
hurled at him by one of
the Orc Lineman that
he threw a highly
illegal biock at him!
This reaulted in the Mummy being sent off for the rest of the
match by the referae and caused a ornover, ending the
Ulnddesd team’s tem! The reason that Carl had decided to kick-
oft in the first hall became apparent, as il was now the Ore
team's turn and the Undead hadn’t yer had a chance to move...

THE ORC BLITZ

Without wasting any timg, the Ores poured through the hole in
the Undead team’s front line lefl by the absent Mummy. An
assisted block openad up a clear path 1o the Ghoul holding the
Tootball and two Ore Blitzers charged through the gap,
knocked him over and grabbed the ball, The rest of the Ore
team moved up, attempting to tie up as many Undeéead player’s
45 possible by getting tackle zones on them. This would make
it difficylt for the Undead o get many playvers back (o deal
with the Orc Blitzer that now had the ball. Things were
looking very good for the Ores, the cnly disappointment haing
that Mobbla Blackwart failed o start up his chainsaw!

THE RUCK

However, the Cres had reckonad withou! Count Luthor von
Drakenborg, the Undead team’s Vampire Star Playver. Easily
dodging away from the Ore players who tried to stop him, the
Count used a Blitz action (o move back and throw a block at
the Ore with the ball, smashing him to the ground and
knocking him oul! Unforunately, none of the Undead players
nearby managed o pick up the ball, and svon a huge fght
developed around the football, Move and more Undead and
Ore playvers were drawn into the melee, which lasted for
several Turna.

A huge ruck starts |
that  lasts - for |
several turns as both g
teams batile for the ball? F

When the dust finally settled, the Ghoul who'd (st picked up
the ball after the kick-off had managed to get it hack again!
The Ore's daring altempt to steal the ball had been stopped.
Toadd insult winjury, while all this was going on Gavin ook
the opportunity to play his Soree Direy Trick card. This caused
one of the Undead team's players to “accidentally™ trip over
and crash off the feld and into the Ore's dug-oat. ragically
flattening the e coach in the process and injuring him so
badly that he had to miss the rest of the game! What's maore,
although Nobbla did finally mansge lo get his chainsaw
started, he had failed to hurt any Undead player™s with it

Wiz



THE UNDEAD
DRIVE

The position of the
players at the end of
the Undead rteam’s
fouarth turn is shown on
the sccond map. As

S ¥OU Can see, quile a
few Dre playvers had
been-drawn in to the
Undead team’s hall of
the field during the
fight for the ball, and
were now o the wrong
side of the ball-camicr,
Carl pulled players
back to contain the
Undead team as best he
could, but was unabla
1o stop Gavin's team
forming & pocket
around the ball-carrier
and grinding down the
field towards the Ore’s End Zone, Nobbla Blackwart did give
the Undead team a scare {il such a thing i possible?! 73,
chopping 4 Wight out of the way with his chainsaw and then
hacking at the Ghoul holding the ball, but bad dice rolling on
Carl’s part meant that the Ghoul survived the atlack and the
Undead drve continued.

contan the d-ha.

THE TOUCHDOWN
During their sixth and seventh turns, the Undead continued
their incxorable drive down the field. & Mummy and Skeleton
moved over looslop Noebbla causing any more trouble, which
they suceeeded in doing although the Skeleton did end up
getting chopped down by Mobbla's chainsaw! The sacrifice
was worth it however, Tor with Nobbla tied up and so many

¥
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B The Gres ﬂesparatar-,r
' rush players aver 1o

E The Ores also try

te get to the ball
carrgr from behind.

The Undead counter-attack ond soore a rovchdovn!

ather (e plavers an the wrong side of the ball, Carl was
unahle to scramble encugh plavers back to form a strong
defensive line, The Undead team drove forward led by Count
Luthor and easily brushed aside the few Ores in their path,
leaving the Ghoul with an easy run into the End Zone for a
touchdown!

Guavin paused in his victory celebrations only to note down the
Ghoul's star playver points on the leam roster, In g league the
playersin a team can improve over time by earning star player
peints. Onee the player has carned enough points he is
allowed 1o roll on the Star Player talle 1o see il he has gained
a new skill or some other ahility. Scoring a touchdown earned
the Ghoul player 3 star player points towards the 6 he would
nead for his first roll.
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A DESPERATE GAMBLE

The fght for the ball and the Undead team’s steady drive
down the feld had saten up a lot of time, and the Cres were
left with enly two tumns in which to try to score before the half
ended, With =0 litte time remaining, Carl had no choice bt to
attempt a passing play. This is never easy with an Org leam,
and was made cven harder by the blizzard that was still
blanketing the Geld with snov and jce! To make things even
more difficult, Carl had used up hoth his team re-rolls during
the desperate fight for the ball and then the referee banned
Mobbla from playing for cthe rest of the malch. Finally, Gavin
rolled a “Perfect Defence” result on the Kick-OfFf wble which
allowed him to change his eam's set up aller seeing how the
Chres were deployed! The third map shows hoth teams’
positions as the ball was about to be kicked off.

The Ores started (he drive by throwing a series of blocks at the
players on the Undead team’s left flank, This cleared a hole
for ene of the Ore Blitzers 1o rush down the field so that he
was in a4 scoring position — if be could catch the pass.
Meanwhile, Che plavers moved up to pin as many Uncesad
playvers as possible, Finally, one of the Ore Throwers moved
up and picked up the ball,

THE UNDEAD CORDON

So far the Org drive was working like clockwork and Gavin
was starting to look a little bit worried. Monetheless be swas

I . E Ore rescrves ‘31 5
mave Lp o pin
%t-t-ﬂ many Undead ‘d
| FEvers as passible. |

5 E The Cre Thrower

picks up the ball.

E The Orcs smash a

holg in the Undead |
line and a Bitzer runs
throwgh the resulting gag.

The vecond vet wp and the Cres” last gasp pass.
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ahle to form a tight cordon around Ore Blitzer by pulling two
Ghouls out of the front line {the Ghouls Dodge skill allowed
them o dodge away [Tom the Ores that were trying w hold
them up}. Elsewhere Undead players blocked any Ores that
wire within reach, trying to cause as much damage as possible
before the hall ended, This resulted in a Black Ore being
knocked out by the Undead team’s remaining Mummy.

LAST GASP PASS

The crowd held its breath as the Ore Thrower dashad forward
and made a short pass Lo the Orc Blitzer. The pass was
accurate and all the Blitzer need Lo do was catch the ball.
Mormally he would have succeedad on a roll of 3 or mere, but
the presence of the two Ghouls meant that he needed to roll a
5+ with no re-roll. Carl rolled the dice — and scored a
miserable 2, The Ores in the crowd groaned as the Blitzer
dropped the ball, causing a turnever and ending the firse half
of the match.

THE SECOND HALF KICK-OFF

Things were looking grim for the Ores as the two teams
trooped back on to the field for the second hall, Both Black
Ores had been KO in the first half of the game, and neither
had recovered conscionsness in lime for the start of the second
half. With Nobbla banned for the rest of the match this
setiously reduced the Ores ability to slug it out with the
Undead team. Things weren’t all bad - the Ores were
receiving the Kick Off, and Gavia rolled a *Weather resull on
the Kick-CHT 1able which stopped the blizzard and greatly
increased the Ores” chance of pulling off a passing play.

OH NO!

And then disaster struck! The first move the Ores made was to
run one of their Throwars over o pick up the ball, This should
have been easy, as the Thrower only needed 1o roll a 3+, and
his Siere fandy skill meand that he got to re-roll the dice it he
tailed at the first attempi, Carl proceeded to roll a 1 followed
bv a2, and then headbuct the table as the Thrower fombled the
pick-up, mnd the Ores suffered a turnover...

The Undead team
surged forward up the
centee of the field o
grasp this opporiunity,
There was only one
Ore player in their path
and he was easily
pushed aside, leaving a
clear path for Count
Luthor 1o run through.

oo o

Fortunately for the
Orcs, the ball was just
too far away for the
Count to reach in one
turn. Monetheless, il
the Ores failed to pick
up the ball a second
time he would be ina
perfect position o steal
it and score,

I

. |
|
I
i

The Crc Thrawer
scramblas
forward and passas
the ball, but it's
dropped by the Blitzer!

Wi



nearest the bal
fails to pick it
up causing a
furnower.

1he Biilzer who crashes through he
Urdead line with his_ SUppot,

COUNTER-ATTACK

The Ores, however, had other plans, The second One Thrower
in the back-ficld hurriedly scrambled over, grabbed the ball
and hurled it forward (o the Ore Blitzer who had dropped the
pass at the end of the first ball, To make sure that the pass was
on largel Carl played his Magic Ttem cand, which was a seroll
with the spell Fve of the Eagle. The spell meant that the pass
was automatically on targel, bul the Blitzer still needed to
catch the ball. This time, much o Carl™s reliel, he managed it!
The Blitzer and a bodygoard of Ore Lineman punched their
way through the Undead front line, #nd headed off down the
field lowards the Undead End Zone.

Guvin desperately tried to bring players back to conlain the
Chreg, but his Blile up the middle of the field had el him with

Second fedf kick-off and Ore tonchdown,

THE KILLING FIELD *

very few uncommitted
players, Most of those
that wera free to move
were oo slow; or too
far away, to gel inlo a
position o do much
about the Ore drive.
Carl Lok full
advantage of this,
driving guickly down
the field and getting
the Blitzer to within 2
sguares of the Undead
lepm's End Zone,

E Lot e
hald off,
and the Blitzer
runsg in for g

- touchoawm|

In fact, Carl could have
seored 4 louchdown by
‘aning For it with the
Blitzer, but he decided
nol Lo lake the risk as
he had already used yp
his team re-roll for the
j tuen {“going for it" it
allows you 1o increase a player’s move by up 1o 2 squares,
withia 1 in & chance they will drip per extra square).

This almost proved disastrous lor the Ores. Carl had gambled
on the fact that there was only one Undead player (a2 Ghoul)
whir could reach the Blitzer, and such a weedy plaver would
have little change of bringing the Ore Blitzer down.

What Carl didn’t know was that Gavin's Magic Ttem card was
Knurt's Spell of Awesome Strength, which would increase the
Ghoul®s sizength by D6 points. The card meant that what
would have heen a | dice block became & 3 dice block!
Fortunately for Carl, the super-strang Ghoul only managed Lo
push the Blitzer back a square, and he was able to score an
easy touchdown in the next Org o, The game was tied at
one-all!
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An Ore Thrower sneaks throsah the middle of the Undead fine 1

THE CROWD GOES WILD
Ohbvipoaly woken up by the resounding cheers of the Crre fans,
both Black Ores [Enally recovered consciousness and returmed
to the game, bringing the Ore team protly much back 1o full-
strength. Having scored the last touchdown, the Ores now
kicked off to the Undead team and Carl"s roll on the Kick-Olf

fak= 4 ‘fi'ﬁ
faNs HE
r‘\"“_,‘ .
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steal the balf!

table was, appropriately engugh, *Cheering Fans®. This meant
cach coach rolled a dice and added thedr fan factor, with the
highest getting a bonus team re-roll, However, the Undead
supporters must have een spurred into action by the antics of
the Oz Fans, because Gavin won the dice roll and added the
extra counter to the (rack on his dugout.

BUTTER-FINGERS

The Undead started their drive by attacking both Ore [lanks,
with Count Luthor spear-beading the attack on the Cre leam’s
left. The Undead Tought slewly and surely forward, but were
unable 1o make any large holes in the COre line - although they
did manage to KO an Ore Lineman. Then things started o go
wrong. First of all, a Ghoul fumbled two attempts at picking
up the ball, costing the Undead team its final re -toll counter
(the one that they'd got from the their Cheering Fans). This
caused a turnover, and allowed the Ores to strengthen their
front Jing and apply pressure to the weakly held Undead
centre. Then a Mummy blew an easy Block by rolling donible
skulls, causing another turnever, and providing the Ores with
& golden opportunicy to sizal the football from under the very
noses of the Undead team.

A DARING BREAK

The Undead team’s ewo-pronged attack had created a weak-
point in Undead line the centre of the feld, A weak-point like
this is often called a *hinge”, because it occars at the juncrion
between the two prongs of an attack.

The Ores smashed inko the hinge, creating a gaping hole
through which one of the Ore Throwers was able 1o Tun, In a
daring move the Thrower dodged out of one Undead rackle
zone, moved to the ball and picked it ap, dodged out of
another tackle zone {though this did cost Carl his last re-roll
counter) and {inished this dazeling move ofl by successfully
‘going for i w move an extra couple of squares towards Lthe
Undead t2am’s End Lone!
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E The Orcs attack the
; ‘hinga’ of the Undead
line, creating 2 asp. B

The crowd goes wild as the Ores break throwgh and steal the ball,

OH NO YOU DON'T!

Unfortunately for the Ore Thrower, none of the rest of the Ore
team had managed 1o follow him down the field, and he was
now all om his own, deep in Undead territory, Pausing only to
atand 2 couple of players up and plag the gap in the centre of
his line, Gavin moved up (he two Ghouls he had in reserve and
threw 4 punishing block at the Ore Thrower, which nol only
knocked him over, bul knocked him cut as well!?

The rermoval of the Thrower left the Ores with only ning men
on the field to the Undead’s eleven, What's more, the hole in
the Undead team’s ling had been plugged, which lefl the Ores
with wvery Tittle they could do other than regroup 1o Form as
good a defensive position as possible.

THE RIGHT HOOK

The heavy Ore casualties combined with their counter-altack
up the cenire of the feld had left the Ores' left flank very
weak. Gavin exploited
this  weakness by
delivering a powerful
right  hook  which
demaolished the Ore
flank, killing a Black
O in the process and
leaving the Dres with
only eight players on
the figld! Count Luthor
finished the move oll
by blitzing down the
field, to ensure that he
would be in a scoring
position. during  the
final mun of the game, o i g e
Finally, one of the e e
Ghiouls picked up the
ball and moved up the
field ready 4o make a
© pass on the next turn,

QUICK LADZ,
GET HIM!

Although the Undead
Were inan excellant
spering position, there
was only ong lurn
remaining  in the
sccond  half of the
game, and il the Ores
could just stop the
Undead team  from
scoring  then maybe
some of their KO7d

The Undead fail 1o |

: c'osa the gap &nd an
“ 0| Orc Thrower rushes

+ £+ ) Areagh fo grab the ball!

E
=3 e e o players would recover
= *‘-""-"i‘—""""""-""”"’“-:-"—“-'“‘- and be able 1o play in

COvertime,

Unfortunately, . the
ball-carrier was foo
well-protected for the
Ores to reach him, but
Count Luthor was all
om his own. If he could
be brooght dewn there
wiortld b no way [or the Undead team to score.

The Count, however. proved a tough nut to crack, and even
though surrounded by four Ore plavers he managed o stay on
his fect.

The whole game wonld be decided by the Undead leam's
passing play on the findl turn of the marnch!

|

o - 1
- - . g I

The Undeaid wke the ball back and drive down the pitch.

Wwore
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Crovent Lathor van Drakenborg breaks through the Qre ling 1o soore the winning touchdown!

THE FINAL NAIL

The simation at the start.of the last wen is shown on the final
map. As you cen see, Count Luthor is the only Undead play in
4 pusition to score bt he is completely sormounded by Oncs!
Thers was no way he would be akle to catch the ball from this
position, so the first thing Gavin had to do was get him oot of
the pocket and into the Ores’ Brd Zone,

To accomplish this Gavin {irst moved up two Undead players
1o stop any Ores Troen lending assists when the Count made a
block. Then the Count started a Blitz action by theowing his
block at the Ore Blitzer standing next to him. The Vampire's
strength oF 5 againsl the Bliger’s strength of 3 gave the Count
a two dice hlock which resulted in the Orc being pushed back
and knocked over. Count Luthor followed up, dedged out of
the tackle wone of the single Ore Lingman stll standing beside
him and moved into the End Xone.

AN that was lelt was for the Ghoul 10 throw him the ball. The
crowd held its breath once more s the Ghoul moved forward
- aned threw the ball bang on farzet! With contemplucus case
the Count caught the ball (he only need wo roll & 2+, scoring a
teuchdown and winning the march for the Lndead!

POST-MATCH SEQUENCE

At the end of any match using the Death Zone rules the two
coaches must go through o special Gve-step sequence called
the post-match sequence.

The first step in the seguence is o work ool the two teams’
winnings. This is done by rolling a dice, adding a modifier
dietermined by the gate for the match, and adding a further +1
o the score i vou won., The result is multiphicd by [E000 (0
find the team’s winnings for the game. Gavin rolled first,
getting a 3. The gate modifier for this match was +2, and
Gavin had won the match giving ham another +1, for a final
goore of 6. This meant that the Undead team. had earnec
6,000 gold picces for the game. Carl managed to roll a 4,
which with the +2 gate modilier also gave him 60,000 gold
piBces in winnings.

The next step in the post-match sequence is e work out il any
players have earned encugh star player points to gain new
abilitics. Before this is done, however, cach todm is given 4

Muost Valvable Player’
award {or MYP}, which
is  awarded to  a
randomly  sclected
player in the team. The
player who receives the
reward gains an extra 5
star  player - points,
which is oflen cnough
tor put them up a level,
Carl's MYVE went,
appropriately enough,
o the Orc  Blitzer
who'd  scored the
touchdown giving him
just enough experience
poinls 1o go up 4 level
and gain an extra skifl!
Carl rolled on the Star
Flaver table and got a
7. Thiz meant he could
choose a new skill for
the Blitzer, and he
decided w take Sivip Sall. None of the other playvers in the
malch earned enough points to go up a level, though a few
Were starting to pet close,

i
o
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Thi thind step is the post-mateh sequence is for cach coach to
roll on the Fan Factor table to see if their fan factor has gone
up or down depending on their performance in the game. Both
Cravin and Carl made average rolls and their fan factors both
remained unchanged.

The final two steps are used to make any purchases and update
the team roster 1o show any changes that have ocourred as a
result of the match. Carl had lost a Black (e, but hadn’t
earned enough cash from the game lo replace him, so he
decided to hire a new Qic Lineman to lake the Black Org's
place for the ime being, The remaining 10,000 gold pieces
went into the 1eam’s treasury, Gavin decided to bank all of his
winnings as he wanted to save up for an extra Ghoul 1o add (o
s team.

ORC CONCLUSION:

Carl: AARGH!"! what a frustrating game. Well, what can |
sy, W woz robbed”, Moandng aside T learned a fow more
lessons aboue playing Blood Bowl and that™s worth a 1ot in the
long run. With hindsight 1 think it may have been a hetter idea
o let Gavin receive in the Grst hall and try to get rid of the
Vampire with the £'H Get You card, As i1 was, T couldn’t
guarantee the Vampire being on the front line. Still, 1 got rid of
d Mumany and that probably cut down on the casualtics 1
received in the game.

The Vampire did prove 1o be more than 4 handful, the winning
touchdown was a classic example of how uselul he is,
Surrounded by Ores he still fought his way to the End Zone to
Rammer the proverbial nail inte my collin (somoy, but T had to
say it) on the last down. [ was a bit disappointed with the
performance of Nobbla - he failed to beat the Undead armour
values on mere than o few cecasions and then got himself sent
oft! [n the second half, my counter-atiack was a bit hasly, My
lone Thrower hurtling downfield was lucky to get the hall and,
betng totally unprotected, couldn’t be expected to keep hold of
it very long. This was a play for which T would ideally have
used 4 Blitzer but due to circumstances (my Blitzer had heen
carried off the Geld vneonscious rying the same thing on the

Wiorzg



previous downd 1was Torced to use the Thrower - o long shot
that didn’t pay off. [ think it would bave been muoch betier (o
usa the gap I'd ereated o ron a player downfield, and oried
grab the ball a down or two later when 1 conld have got mone
players in on the job. That had heen my plan imitially and in
the excitemment of the game T rushed forward, and lost a player
for my troubles, making it even harder for myself to defend.

If only I had stuck 1o the plan! It jusi goes to show if you
decide un  tactic, stick to ie, and don’t get carried away with
hizarre one-offs that “just might work™, They nvariably don’.

Lovking at the way Gavin played, he did a very good job
although 1 must admit T was surprised (hat he managed to
seore in the Orst hadf, 1 feel T owas a bit unlucky not to have
held his advanece, especially after the amazing start when T had
eleven players to his ten, I was in possession when he’d
received, and all this aller my first doswn! Unfortunately,
Gavin re-formed and launched a very strong drive which ook
its toll on my team, guickly crushing my chances of
defending,

Despite losing it was a really enjoyable game. No doubt Gavin
and [ shall meet again, and next time Itz gonna be diffrunt!”

HURRAILI! HURRAH!

Gravin: Tense? My nerves arc still recovering, Well 1t just
goes to show that you can never be too sure aboul what’s
going o happen. S0, when all is said and done, the
Champions of Death scraped through to g victery, and we afl
know that's what really counts! It was a very Laxing game, but
one of the most enjoyable Tve had and 1 can't wait to play
apgainst Carl again.

The Tast touchdown just goes to show what a powerful asset a
Star Player can be. Occasionally they have their off-games
and vou are lempled o sell them ofl and aet someone else, but
a ot of the time they perform admirably. As T said in my

introduction, Vampires and Ghouls are going u make maost of

your plays [or vou. IT T had opted for another couple of
Zombies and Ghouls it is very doubtful that I would have been
in a decent position to score the second lovchdown, and would
have had Litle chance of actually getting the ball over the line.
But there’s no point in going over ‘ifs and buts’, lets have a
guick look at what did happen.

The first three tums were depressing for me. I saw all those
Ore players clamping down on my ream and 1 had little hope
of making a quick hreak through the middle like T usually do.
The fight for the ball near the sidelings was extremely
uncomlortable, with hoth of us being in a position to swing the
halance if our opponent made a mistake, It is inleresting 1o
note thatl the maxims that win battles in Warhammer 405,000,
Space Marine and Warhammer apply equally well to Blood

Bowl. The first of these common principles is Maintenance OF

Adrm, T was determined o get a minning play moving up the
tlank, and I continually made mioves that prevented the ruck
from spreading inte the middle of the field oo far. The second
basic idea is Concentration of Force. There would have been
little point in running my Ghouls ep the Geld in the hope of a
lucky pass action, so I kepl them handy, where they could
asaist my blocks and exert tackle zones on the Dell Skwadd.

Once 1 finally got the ball rolling, my play began to pick up
momentum, and it is the impetus oF a drive that a defending
team has to break. Fortunately for me Carl didn't quite find a
wedkness to my attack, but it was close onee or Lwice,

THE KILLING FIELD *

What can 1 say aboul delence? 1 freely admit that | am much
better altacking than defending and [ was expeoting Carl 1o
score, [ was hoping my first touchdown wouldn’t take so long,
and [ would have tme o pop in a second, with my Mummies
and Vampire protecting the hall and allowing me to run the
clock down a little.

With Carl*s tuchdown drive it came down to impetus again,
Onee he started churning up the field you really need to be on
top form to stop him. As T seid, T'm not on wop form when T am
defending and Carl manage to push all the way through. |
can’l really see what mere 1 could have done, but T am sure
plenty of other people will,..

The first two tonchdowns camne aboul because of the slowness
of the two teams, When Carl scored it was totally impossible
For e Lo get encigh plavers back from the line of serimmage
to counter the unexpecied pass action. After that it was a
question of clulching at siraws. Although T exerled a couple of
tackle womes and generally got in the way, what it came down
to was the fact that T didn't have anybody big. tough or fast
enough e catch up with the Blitzer. [ forgot my earlier plan
about a deep detence and 1 paid for it

My second touchdown was lucky to say the least | didn’t have
any skilled Throwers and so the whole play came down to the
vagarics of chance. Luck smiled on me and the puss action
was 4 success. That play was another example of the power of
carcfully chosen, if expensive Star Players. My Vampire was
in a position that seemed o be inescapable, however, hia
Strength of 5 proved cnough 1o force his way clear. Yampires
are nol only stronger than most players bul also have an
Agility of 4. Compared to another similarly priced Sar Player,
say, an Cpre with Apility 3, that’s an extra 17% (ish) chance
of uuuulh catching the ball (Undead can't have an Ogre, hu1
who cares when you bave players like this?)

The final aspect of games played with the Death Zone
Supplement is the Special Play cards. I must say [ was a bil
disappoimted with my Sarry! card as there are much more
useful Dirty Tricks to be picked up. Carl’s use of his £ Get
You! card was good, but Tam very glad he didn't use it on my
Vumnpire. Thal would have been 180,000 gold pieces down the
drain and a differcnt resull for the match, ..

e T T N T e T T T e T e B e W e e e R S T,
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Ewvery Games Workshop stere carries the

games and all the latesr Citadel
Miniatures, Our stafl of gamers will be
mare than happy to advise vou on any
aspect ol the hobby, from painting
individual models (o building tcrrain for
FULT ZHINES.

CABERBEIN: UNIT EWE0 RIRKGATE,
CTEL 2334 621261
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GO ENEMOUTH: 2 B0ST OFEEE RIAD,

CUEL: ORE 320z

complete range of Games Workshop

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 all yvou
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,
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AL every store, we also tun regular
Thursiday Games Nights where you can
come along and join in with one of the
games, Different games are Leatured
every woek, so please phone the slore Grst
by see what's being played.

If you've never played a Games
Workshop same before, then the staff al
any af cur stotes will be pleased o show
you how the rules work and take yon
through your first hattle,
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CHAOS BEASTMEN

 BEASTASAN HORNBLOWER




eachange their wortal souls [ the power and rewards that
only the dark Powers of Chaos can bestow. Every Chaos
. Warior and Knight sirives by acts of vale dnd savagery ©
atiraet the attention of his god, for if bis talents are recognised

he will be clevated 0 the rank of Chans Champion.
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MODELLING GUIDE
CHAOS MUTATIONS

BY MIKE MCVEY

Chags Spawit Chaos Spaven of Nurple
cmes SPAWN - The scope for converling miniatures into hellishly mutated Chaos Spawn is
: : : cinfinite. The model shown above left illuatrates the potential that Citadel's

This model illustates how to get the mast aut of your "
 The extra anm is taken from a Citade] plastic Skaven. Because 1

- Bond butle demally Twelds® §
‘the pieces logether. This |
“resills in s really smooth fit |
‘which reguires little or o |
fithng, '




CHAOS SORCERER e' '
OF TZEENTCH ‘&

This conversion is
aof  a  Trécdich
Sorcerer with the
addition of a pair of
wings - from - the
Cireater Dﬁ{axﬁ@ﬁ af
Teecentch uic[ c'[s'nirs

Sl_aanesh.

The laree metal
components such as
the wings require
pinning in place.
Stecivs have becen
added o the claw
4TMS UG epory

mudailmg oty

shawn

mkgn from a Lh’aoa Hoamnd.
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CHAOS DRAGON

Dragons are the most powerful monsters in Warhammer and some of the most
spectacular miniatures. Their huge size and ferocious appearance makes them
tower above even the largest units or war machines. They also make
impressive mounts for a character or an army general. In this section I'll be
looking at a conversion of a Chaos General mounted on a dragon. This is a
large, complex conversion, and the most ambitious of those covered in this

guide.

PLANNING THE
CONVERSION

Muosl of the conversions covered 2o far have been
guite stall, which makes them easy to work with.
Progressing from converling small lgures o a
drapon may seem like a huge leap, but there is really
very little difference. The techniques applied are
exactly the same, jusl on a Lrger scale. In fact the
rider is, i anything, a slightly more complex
cofversion than the drapon itself.

This modelling project differs from the other special
conversions in the puide in that iC1s not based on
anything specilic, such as a piece of amwork, so Thad
total freedon to do what T weanted.

The initial inspiration came from the model itself — it
is without deubt the mest specracular monster in the
entire ranpe and just crics ool for @ hit of special
anention: The obvious thing 1o do was 0 mount 4
ricker on it and turn it into the centre-piece for an
army. You couldn’twant @ more spectacular anmy
gencrall

Choosing the components

‘The first slep was o decide which paml wis goulg
1o use [or the different elements of the conversion,
This was no problem for the drgon itself, as T didnt
want o make any major component changes, just
sore alierations in the pose, I used a couple of extra
pisces: an additional tail section and a left ar.

The rider uses parts from two basic minianires, with
defail added from others. The legs were the first part
I chiose. They were taken from the High Eil Grillor
rider anwd came complete with @ saddle back, The
upper body was out from 2 Champion of Slhanesh,
which has 2 spake il instead ol legs. The whip is
from another Chaos Champion and I also used the
lrack banner fiom an Eldar Dark Iaenpex Exarch.

The photograph at the top of the pa;:e shovrs all of
the main components used in this comversion. There
were also some other minor picces and materals that
I foungd in my bits box. The enly other things I used
were modelling puty, plasticard and scenic material
for the hase.

THE DRAGON

‘As 1 mentioned carlier, the dragon isclf has not
‘actually been converted thar much, enly the position

and some of the details have been changed. Altering
the posc: of such a large model can be tricky and
requires the vse of a lirle force. The photograph
below shows how the neck weas hent, The end of the
neck was wapped in paperand clamped in the jaws

‘of a bench vice, making it [ar easier and safer to

manipulate. You need to be very careful nof to snap
the metal, so apply the force smoothly. Any "-nledC
movemnents will stress the metal, :

The endnf the veck s bald in'a vice & muzhs the hend easfer,




The tail

To give the dragon more of an unusuval look
consistent with' Chaos, T decided 1o glve the tail oo
lips. This was quire easy: 1 simply cut off the tips of
two tails about twio inches from the end and glued
them both back onto the stump of one of the lower
body sections. I had to mper the inner edges of the
ends of the tails to get them to fit neatly together. I
cut the sides down with 4 heavy crull knife, and
smocthed the joining surfaces with an emery board. 1
glued the two tail sections together first and then
smcothed down the combined end of the join and
atlached them o the body with a strengthening pin.

Wikhene tfaee dony toeils: bl oo fotned § smicotbed down their conitined
ceied gl attached them fo ite Boddy

e eirnis e iviad e PITCE S0 TAGE ere pas @ gan Bt e
shnselder and the body. They swere then Dend into Hhe divived festitan
i Bhe pai lehven e was flled lih meodidfing Ly

Positioning the arms

The anns on the origial model are positdoned quite
high, malking it difficult to add a rider. To make it
easier o place the rider, | allered the position of the
arms. A hole was drilled i the end of each of {he
anns and in the centre of the sockets. The anmns were
then pinned into place, but with a lensth of wire that
waus slightly 1oo long, so there was a small gap
berween the components. This allowed thie anns 1o
be benr inte the right positions. Then alt T had to do
was fill the gaps with modelling purmy and model on
some sciles,

either fine fuse wire or florists’ wire. The best
guatity of this sortof wire & that i 15 easy wo bend

On the Chaos Bragon I adached the {en_gthﬁ.oﬂ
chain to the hands and the Boms s USing le-aps wis of
wite, This was made by wrapping the wire

Tenztlaf frass faba, Bl ook ey
* the diametes of 16 boops by usingt

Fruefisidlual loops can e cut of
this Shring aih a bate of sham
ctirs Sl the st of Mo coil i
& sufe plice o thedt genr ean pin it Fomg dnesed plides £ sjueese
R . -




The legs

The onginal dragon is positioned standing on both
hind legs, giving it a slable base. [ wanted 1o create as
much miovement as pogsible in the minature, so |
decided o alier the position of the right leg. This was
not difficult, T just pinned it on in a raised position
and filled the gap around the join using purry. The
original foot has a flattened underside o make a
stable join with the base. To get rid of this T removed
the foot at the ankle and replaced it with a casting
of one of the hands. I also removed the thumb and
re-allached it ro the inside of the leg just below
the lknee.

The bawrd bas heen pivivied fnlo place fusr below the ankle and the
Hhemb iz betng antached to e inside of the leg.

THE CHAOS CHAMPION

Removing components

The first task was o remove the scparate
components from thelr orginal minianures, The most
difficult part to remove was the upper body. This
required some carchul cutting with a fret saw: I had o
cut up behind the lowest dght hand and then across
the body, keeping the cut as flat as possible. The cut
needed o cross the body just below the ribbon at the
watlst and come out at the back of the left gavniet.
Cutting with a fret saw is not very neat, so the surface
needed 10 be fled flat afterwards,

i ST
e s

The miirtiations 15 beld o o vice By the kil section and the rRT Bl s
coerefTelly remioved with a fros sa

Adding detail to the body

The tvo main features Tadded 1o the body were the
whip and the handle for the reins. The whip was
easy o add: the sword was removed with a pair of
clippers and the whip was pinned on in its place,
Before it was glued on to the hand 1 bent it into a
shape to suit the shape of the miniature,

The handle for the reins was a more delicate
operation, reguiring the removal of the scroll from
the right hund. This was mostly snipped away with a
pair of clippers and then cleaned up with a craft
knife. The handle itself was made from the hilts of
Chaos swords that | found in my bits box. I drilled a
bieile right through the hand and pinned one hilt 1o
each side. The wire loops for the reins were glued on
under the tongue oneach side,

The standard pole

The back of the saddle is topped with a standard
pole bearing the Slaanesh Chaos rune. This replaces
the High EIf design that was originally on the top of
the saddle, and which was removed dircetly below
the heart ready to take the new piece. The pole is the
back banner from an Eldar Dark Reaper Phoenix
Lord, with the rune on the top altered. This did not
entail a great deal of work. The original rune was
snipped off the pole and the miangular section was
removed, The circular picce was made fom a short
length of plastic tubing which was pinned onto the
upper part of the rune, The whole thing was attached
to the top of the pole.

The meu: rune sspu’hne:fa‘nau_b{qce o She degte ol the tole

Attaching the model to the base

When the whole conversion was finished it had to be
securely attached to the base. This was quite tricky as
the dragon is a large and heavy maodel, only
supported by one leg. I pinned the dragon onto the
brase using a far heavier gauge of wire than I
normally use, approximarely 2num in diameter rather
than bmm. 1 used this gauge of wire (o pin the left Jeg
10 the body, as this join also takes a great deal of
strain, When the model was pinned and glued o the
base, I drilled another hole herween the claws, dowmn
into the base and ghied in a pin at a different angle
the first, This made the join even stronger,




 work together in the finished conversion. Notice how the right anmn, head, whip and sword are all moviog i
- the same direction. This makes the ministure Jook even more dynamic | painied the dragon's wings in black
and deep red Lo complement the lighter tones of the Chaos Champion, and bent the wings info & curved
shape 10 act a8 a visual frame. It i5 important to check how the separate elements of 4 Jarge conversion Hke




WIGHT |.ORD MOUNTED ON A ZOMBIE DRAGON




ames Day is the highlight of the Games
Workshop calender. Every autumn,
thousands of gamers get together for a
day of fun, excitement, games, competitions
and special events based around the Games

Waorkshop hobby.

This year, over 8000 gamers will pack the
National Indoor Arena Iin Birmingham for our
biggest and best conventlion ever. Games Day
'94 will feature Titan Legions and Space Marine
battles, a massive Bloocd Bowl Tournament,
Warhammer and Warhammer 40,000 knockout

games and some very very speclal prize draws.

As well as the hundreds of games that will be
running all day, all the Games Workshop artists,

ORKSH( 53

AY 94

SUNDAY 23rd OCTOBER 1994
BIRMINGHAM NATIONAL INDOOR ARENA

Citadel Miniatures’ sculptors, games designers and personalities will be there to answer your
questions, preview future games, or just chat about the hobby. Don't miss out on this exciting

event, get your ticket now!




€S WORI

GAMES DAY 94

RESHOP,

This years Games Day will feature more gaming events than ever before. Following the
success of this year’s Golden Demon Awards, we’ve once again booked the National
Indoor Arena in Birmingham for a day of cumpetitiuns, madness and mayhem.

MASSIVE PARTICIPATION
GAMES

Whether your favourite Game is Warhammer,
Warhammer 40,000, Blood Bowl or Man 'Q
War there will be loads of participation games
for you to join in with.

The miniatures and terrain are all provided, so
the oniy thing you have fo do is turm up at the
table and play. its an excellent opportunity to
try out something new, or o demonstrate your
skill in battle.

For Eple fans, Games Day will also fealure
gigantic display and participafion games of
Titan Legions. Andy Chambers' massive new
expansion of the Epic system allows you to
now include Imperial Emperor Titans and Ork
Mega Gargants in your Space Marine games.

e —
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These games will reach thair climax at Games
Day '94 when the National Champion will be

chosen from amaongst the padicipants.

The winning team coach will be awarded a full
size replica of the NFL Blood Bowl Trophy

created by the team at Bright Light Studios.

Throughout September, every Games Workshop
store will be running a massive Biood Bowl
competition to select a player to represent their

Throughout the day, the best players in
each game systemn will be selected to
compete in a series of knockout games,
with the winners being awarded the titles of
best- Warhammer General, best
Warhammer 40,000 Commander and
Titan Legions Princeps. The three
winners will also carry away some
awesome prizes!




BATTLE REPORTS
‘LIVE’

On the White Dwarf stand we'll
be doing 'Battle Reports Live’
where you can see Jake
Thornton and Adrian Wood
fight cut a Warhammer 40,000
game over the kind of stunning
terrain you see each month in
White Dwarf and with armies
painted by the Studio "Eavy
Metal tearm.

GAMES WORKSHOP STUDIO
All of the artists, Citadel Minfatures sculptors and games designers from the
Studio will be on hand to answer your guestions, give advice or just chat
about any aspect of the hobby,
As well as meeting all of the Studio staff, you'll be able to see all of thair latest
projects and up-and-coming developments in the hobby.

‘EAVY METAL ‘LIVE’

At ‘Eavy Metal live, you can talk to the Studio "Eavy
Metal team | hone your skills at the painting clinic and
take part in the outrageous Speed Freek — spead
painting competition

COMPETITIONS AND PRIZES
And throughout the day there will also be a host of
other avents, prize draws and competitions with some
great prizes to be won,




CLMES

GAMES DAY '94

TICKETS AND HOW TO GET THERE
. = ADVANCE TICKETS FOR
ﬁ@\,@ﬂ\] GAMES DAY ‘94 ARE NOW ON

n SALE PRICED £7.00
_;/}Q

% / : | Entry to Games Day '94 is by advanced
| : ticket only and there will be no ticket sales
GAMES DAY 4 ; ; on the day.

o\ & 4 g
o

9
Y Tickets are available from all Games
’ " F Waorkshop stores or post free from Games

Workshop Mail Crder.

Our Mail Order Telephone Hotlines are apen
from 8.00am — 10.00pm seven days a week

0773 713213

or you can post your order to:

Games Workshop Mail Order Service,
Chewton Street, Hilltop,
Eastwood, Nottingham NG16 3HY.

HOW TO GET THERE

The Mational Indoor Arsna -
Birmingham, is undoubtadly the
UK's finest indoor arena. The
purpose-designed facilities ara
amang the finest in the world and
combine with an easily accessible
location to make the NIA an ideal
location for Games Day '94.

The simplest way to get to Games Day '94 is to get in touch with your local Games Workshop.
Every UK store will be running coaches to the event 50 see your store manager for details.

If you are travelling by car or train, Birmingham is easily accessible from all of the major motorway networks.
The Arena itself is only about 15 minutes walk from Birmingham's New Street Station.

The Mational Indoor Arena itself is right next door to the Birmingham International Conference
Centre and the two venues should not be confusead.

Please note that there is a large multi-storey car park behind the National Indoor Arena, but there is no free
parking on site.




The War Walker is one of the
Eldar’s most potent
weapons of war. Controlled
by a single crewman, War
Walkers are highly mobile
and easily traverse difficult
ground on their long
powerful limbs.

As they engage the enemy,
War Walkers blast heavily
armoured targets with their
devastating Lascannons
and obliterate massed
troops with their deadly
Scatter Lasers.

WARNIMG! This arocluct cortaing lead and may be harméu: | chewed or swalkowed.
Citadal Miniztures zre Aat recammesdead for chikiren urdor 14 vears of age.

Thig is & Gitzdel Minatusas Expert <l which requices & degree ol modeding z4il.
Wiz do mar renommerd this kit for voury o inckperanced medalers

This mpdel raguites asss il We rbcommend that the oats are claaned

and wimmed with & modeling knile belore being paiaten with Citade: pamts.

Citadel, the Gitadel caztle, Eldar. Games Warkshon and
Warhammer ars ragislesed fraceriacks of Games Weedshop Lid.

CEPLAIN L7 War Walker =2 rademark of Garnes Warkskap Lid, :
MIEIXTURCS & Games 'Workshion Lid, 1539 A0 righls resersl mﬁi{m}

Miniature desigrad by Jes Qouadwin.




RR SPECIAL CHARACTERS

by Jervis Johnson

In this extract from Codex Orks, Jervis provides the background and rules for
using the legendary Warlord Ghazghkull Thraka and the Snakebite Runtherd
Zodgrod Wortsnagga in your games of Warhammer 40,000.

SNAREBITE RUNTMASTER

E LODGROD WORTSNAGGA

45 points +20 points Runtherd’s Grabba-Stick

Zodprod Wortsnagga is one of the most famous Runtherds in
the whaole of Orkdom, He starced his career as a member of
Ugulbarde Chargerz, a ferocious Snakebite tribe led by the
reactionary old Ork Warboss called Ugulhard Duffgrunia,
Zodgrod was in charge of the Snotlings that were dispatchied
through the Chargerz” Shokk Anack Gun, and befare Jong he
and his specially trained herd of "Kommando Snotlings” began
to cam a centain amoun! of fame and potoriety,

As tme went on, however, Zodgrod became more and more
loth te waste his highly trained Snotlings on anything other
than choice targets. This reached a head al the batcle of
Ciimbli’s Bunker, when Zodgrod completely lost his temper
with the Mekaniak who operated the Shokk Attack Gun and
ended up firing 1he unfortunate Mekaniak through his own
gun! This was a rerminal experience for the Mekuniak and
very nearly cost the Chargerz the battle, and not surprisingly
Zodgrod was promptly banished from the tribe onee the barttle
WS DV

- Aodgrod Lelt the tribe accompanisd only by his herd of faithiul
Runts, and wandered the galaxy, selling his services to the
highest bidder. During his travels he come aceoss a set of dusty
tomes thal detailed the discoveries of a deranged Runtherd
philosopher called Narflung, who had devised a unigue way of
Iraining Runts to a higher level of performance. creating what
he called *Super-Runts”.

Zodgrod copied Narflung's techniques, which involved
ringing bells and rewarding the Runts with juicy squigs among
other things, #nd the resulis were nothing short of remarkable!
The Super-Runts performed better on the batilefield and were
generally more aggressive and dangerous. This alarmed most

traditionally-minded Orks, who viewed Zodgrod's Super-
Runts as a threat o the stability of Ork kultur, but there were
stll more than encugh Warbosses who were desperate or
reckless enough to hire Zodgrod and try out his dreaded Super-
Eunts in battle,

Zodgrod may be included in an Ork army in place of one of the
army s normal Rontherde,

Prafile M WS BE 5 T W | A Ld
Zodgrod 4 5 44 RN 2 a4 2 8§
WEAPONS: Bolt pistal, Runtherd's Grabba-Sikk (see
Woargear cards).
ARMOUR: Ork "eavy armour [+ save).
WARGEAR: Zodgrod may have up to two Wargear cards.

One of these must be the Rustherd's Grabba-
Srikk,

Zodgrod may be given additional cquipment
chosen from ithe Armour, Assault Wespons,
Special Wedpons, Transpart and Stikkbombe
sections of the Wargear list in Codex Orks.

SPECIAL RULES

If Zodgrod is included with an Otk army then one mob of
Gretchin or Snotlings bought at additional cost from the Mohs
section of the army list may be upgraded w *Super-Runts” at
noe additional cost in points. Super-Runts have enhanced
abilitics as a resull of their selective treeding and thorough
traiming. which is shown by the special set of characteristics
below. Zodgred will not allow Super Snotlings o be fired
through a Shokk Attack Gun, they are far too precious!

Prafile M WS BS S T W | A Ld
Super
Gretchin 4 3 - -3 -8 3 4 F T
Super

Snotlings 4 3 2 2 .2 4 4 4 .8




RLORD GHAZGHRULL

as & Cloff trooper. However. after hall
his brain was pulped by a bolrer shell,
the resulling “treatment’ triggered his
fatent psychic powsrs. -

GUAFGHRELHEL'S GHAZGEKLILLS

BOSSPOLE

©  notoriety throughout the galaxy, His
“specially mained herds of Stper Gretchin

| ZODGROD WORTSNAG
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and Snotlings mean that Zodgrod is.a most
sought-afler mercenary.




ORK SPECIAL CHARACTERS

ez -——____—__1
| GHAZOHKULL URUK THRAKA e |
| MIGHTY GOFF WARLORD AND LEADER OF THE WAAAGH!

135 points +30 points Kustom Blasta, +15 points Adamantium Skull |
Ghazghkull Mag Uruk Thraka started his career as a common ARMOUR: Ork mega-armour with targeter (2+ save, and
Goff Ork trooper on the backwater planet of Urk. During a raid 4+ unmodificd re-roll if first save is failed),

r J gl B 1 B 'I. .
a bolter shell pulped a large arca of his cranium and he suffered WARGEAR: Ghazghkull may have up to three Weceods

extensive brain damage. An Ork Painboy called Doc Grotsnik
replaced part of his cerebellum with a bionic device made of an
incredibly strong metal called adamantium. It may be that this
device triggered his latent psychic powers or it may bhe that
CGhazghkull simply suffered from delusions, bul, for whatever
reason, ever after his ‘accident’ he claimed to be in contact
with the Otk deities Gork and Mork.

Some dark power certainly favoured Ghazghkull, for his rise to
prominence among the Orks of Urk was meteoric. He swiltly
fought his way through the ranks till he achieved the position
of supreme plangtary boss, Orks are simple, brutal creatures,
respecting little other than courage and battle prowess. It
cannot be doubted that Ghazghkull possessed both of these
gualities in abundance. In addition, he had something most
Orks lack: he had vision. He stirred the Orks with impassioned
speeches telling them that it was their mission to conquer the
galaxy. to force all others to bow before them and pay tribule,
He gave them a sense of common purpose and an
overwhelming sense of destiny.

All this might have come to nothing had not Urk's sun staned
to flicker and die, Ghazghkull told the Orks that this was a sign
from Gork that the time had come to launch a Waaagh! Those
who wished to join the great crusade would follow
Ghazghkull. Those who wished to disobey their gods would
die. To an Ork they chose 1o [ollow Ghazghkull. They would
conguer the galaxy or die in the attempt!

The first Imperial planet 1o be attacked by Ghazghkull's
hordes was Armageddon. The full story of this cataclysmic
conflict can be found in the Games Workshop game of the
same name, but for the moment suffice o say that
Ghazghkull's army was defeated and he was presumed killed.
However, before long it become clear that Ghazghkull had
managed o escape, and was still at large within the Impedum.

In battle Ghazghkull is a masterly opportunist and a great
tactician, ever ready to exploit any weakness an opponent
might present. Once combal is joined Ghazghkull is always in
the thick of the fighting, roaming the batllefield in his highly
mobile battlewagon so that he can ensure that everything is
going according to “da plan”, In close combat Ghazghkull is
an awesome opponent, gunning down opponents with his
specially kustomised blasta and demonstrating the devastating
cffects of his adamantium skull when the fighting gets ‘up
¢lose and personal”

Your army may include Ghazghkull as its commander instead

of a Warboss.

M ws BS 5§ T W | A Ld
4 5(+1)4 5 3 10

Profile
Ghazghkull 4 7 6

WEAPONS:

Bolt pistol, power sword, frag stikkbombe,
kruk stikkbombz.

cards. One of these must be the Kustom
Blasta, and one must be Ghazghkull's
Adamantinm Skl

Ghazghkull may be given additional
equipment chosen from the Armour, Assault
Weapons, Special Weapons, Transport and
Stikkbombz sections of the Wargear list in
Condex Orks.

STRATEGY: Ghazghkull has a sirategy rating of 3.

SPECIAL RULES

Cmee per game Ghazghkull may call on the Ork gods Mork
and Gork to invoke the power of the Waaagh! He may do this
al any time, including his opponent’s turn. As soon as
Ghazghkull calls on the power of the Waaagh, any fleeing Ork
models immediately rally. For the remainder of the turn and all
ol the following turn Ghazghkull is immune to any damage —

* he cannot be harmed in any way at all — and all Orks (including

Ghazghkull himsell) receive a +1 modifier in hand-to-hand
combat.

MAKARI, GHAZGHKULL'S BATTLE
STANDARD BEARER 70 points

Makari has been Ghazghkull’s standard bearer for longer than
either can remember, and now Ghazghkull would feel quite
lost without the pointy-headed little chap. Makari can be
included instead of the army’s normal Battle Standard bearer
inany Ork army that also includes Ghazghkull. He must
artemp (o remain within 2" of Ghazghkull al all times.

Profile M Ws BS 5 T W | A Ld
3 3 1

Makari 4 3 4 a 1 6
WEAPONS: Hand weapon,
ARMOUR: Incredible Good Luck (24 unmodified save,

see special rules below).

WARGEAR: NMNone.

SPECIAL RULES

The main reason for Makari’s longevity is his quite
extraordinary good luck. The number of times that bolter shells
have been deflected by medals, grenades landing at his feet
have proved duds, or altackers have slipped on a patch of il is
legendary. Makari’s good luck is represented by a special
saving throw of 2 or more on a D6, which is never modified for
any reason, and which he gets against any and all damage that
he sulfers for whatever reason.
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EH&ZGHHHL!.’S&MI.M#HTIHM SKUi.I. 15 Points

%F Ghazghkull's adamantium skull adds +1 to

w A R G E A R S the combat, then he only sco it, no matter
what the margin he beat hi: onent's scorg

wver, the hit has a Strength of 10 and a

CAR D -4 saving throw modifier, and causes 103

wWounads,

GHAZGHKULL OMLY

RUNTHERD'S GRABBA-STICK 20 Points

S

WARGEAR

‘ AR D RANGE T HiY BAVE ARROUS
: SHORT LONG SHORT LONG  STR. DAl MO0, PENE  SPECIAL

ORKS ONLY

B e N s e L Er SN S i R L G SO

KUSTOM SHOOTA 20 Points |

ol

WARGEAR
CARD

ORKS ONLY
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Throughout July and August we’ll be running massive games
of Warhammer 40,000 at the following Games Workshop
stores. The picture above shows the specially made terrain
All of the miniatures are provided, so all YOU have to do is

turn up and play.

® STORE DATES AND UENUES @

SATURDAY 23 JULY - TORQUAY SATURDAY 13 AUGUST - BLACKPOOL
SATURDAY 30 JULY - PLYMOUTH SATURDAY 20 AUGUST - SOUTHEND
SATURDAY 6 AUGUST - BOURNEMOUTH SATURDAY 27 AUGUST - BRIGHTON




At every roadshow there’ll
be a host of special
Games Workshop events
and competitions plus
we’ve also got 10 limited
edition T-shirts to give
away as prizes at every
show.

Don’'t miss out on a great
day of gaming. The
battles start at 10.00am
s0 see you there!




GAMES WORKSHOP

EXETER

GRAND OPENING
SATURDAY 10th SEPTEMBER

37 PRINCESSHAY. TEL: 0392 490305

BEDEEMAGLE AT GAMES WiREREY
EXETER HITH SEFTEMBEE, 134

NORMAL OPENING

HOURS 2 G (FF ANY Gakes
4 RORESEOF
Monday to Friday 0 C15ABEL FRODUCT.
10.00am to 6.00pm \ bl ol
it | FEDEEMAELE A~ GAES WORKSIE
ursaay . MOTHERGARE

£ ME EXETER JITE SEFTENER 1304
10.00am to 8.00pm i S G (JRF ARY oA
% WHRESHE
Saturday DR CITADEL PRODUCT.
9.30am to 5.30pm s et

REDZEMABLE AT GaMES WORKSHGF
EXETER LITH SEFTEMEER %%

& CYET ANY GAMES
1 % OF WiRRSHOD

OB CTTATEL MRODUCT

AIALY ORE SRR VR P RO OCT, 0T S b
WM & ie AVEOTILR 0258

I ol Mool O ; REEal X AT Gakbs WORESI0F
ﬂ#l;:f zfalggr EAF':'- e BB (070 SEFTEMAER 1904
at's up to a 33% saving! R R i = 5 i ARY GAMES
Deon't miss these amazing offers and ; & OFF WORESHOP
massive discounts on the whole i R CITADEL PROCGET.
range of exciting Games Workshop AR e
products. USED W EH A0 (TFFR: OFFEE.
ettt : s o BEDTEMARLE AT GAMES WORKEHCE
b A WarHAMMER i a8 ] I i e BXITER LT SEFTEMBER. 154
: @ CIE]E ARY GaMES
iy DT:I WilkESHO!
A OB CITADEL TROCACT.
QB QIO W YR PR ST TG AL
WSET AN OTRER GRER

=

- ; = = 5 - : ; === RETEHAARLS AT GAMES WORKADF
WARHAMMER WARHAMMER MAN O’ WAR SPACE Emm'iﬁ“"ﬁ”"”‘m"‘* e
40,000 plus! plus! marine B ()% OFF L5
plus! UPTDEiS plus! I CITADEL RO
wAHHAM“EH w’uHTH uF SPAGE “AanE -'J.‘-L"."J.‘-1.:f-".1'."|.'_l'_jl"l3Fi{.‘l’li'."l'-.-!i-ZIT T 3E
DAHK BATTLE anEn 5H|P5 WSEL e [ZH &N OTEFR CFEFE.
BATTLES BOOK
MILLEMNIUM MAGIC I ither!
il iai plus either! plus! BUY ANY THREE
plus! Pius: PLAGUE FLEET any one BLISTER PACKS
any one any one or BOXED AND GET THE
CODEX BOOK ARMIES BOOK § SEA OF BLOOD § SUPPLEMENT CHEAPEST DME
Normal price Mormal price Normal price Normal price
£64.97 £64.97 £54.98 £59.97

JUST CUT OUT YOUR MONEY-OFF VOUCHERS TO GET THESE GREAT DEALS

FLLASZ HUTL: SCHE E T VI IERS CXCLEDS FACE MAY 36 USEL 1N COBIBECA TION WITH ANY GTHER OFFFR S0R MAY THEY BF 175F5 05 M0 SaES
LIRS T, SRS CHUSADE, DF BATT Z3AS ] ERS] BONTRLL BOOCR WARHAMSER MOVELS, OR FTACTROGNIC ARTS STACT FWILE COMETL LK A



ORK BUILDINGS

By Adrian Wild and Simon Tift

We often receive letters at the Games Workshop Studio, asking how all the models and
buildings we show in the photographs in White Dwarf have been made. They are all scratch
built by our modelling expert Adrian Wild, and in this article he explains how to go ahout
designing and constructing Ork buildings for Warhammer 40,000.

MAKING TERRAIN

Building gaming terrain is one of the most rewarding aspects
of the Games Workshop hobby, If you're new to Warhammer,
Space Marine or Warhammer 40,000, your [irst few baitles
will probably be played on g fat whletop with the (grrain you
get in the different hoxes. This is fine to start off with, but
sooner or later you will want 1o add some pieces of your ow,
o create more challenging and inferesting batilelieids.

Modelling ferrain, like painting miniatures, involves the use of
a few simple-to-learn technigques that vou adapt to the task in
hand. In previous arlicles we've lalked about some of the
miethods vou can use wo create different kinds of cover such as
hedaes, walls and jungle {WD164), and also how W go aboul
constructing model buildings (WD154). With the release of
the Ork Coddex, we decided to take a more detailed look at
how construct Ork buildings (or Orkitekiore! for your games
of Warhammer 40,000,

Wiy



MODELLING WORKSHOP

The very nature of Ork boildings makes them one of the
simplest Warhammer 400000 modelling projects you can have
a goat. Ork censtruct their buildings in a very haphazard
manner, often making no mare than a collection of aquare or
reclangular boxes that attach together 1o Form an Ork
settlement. Once you've ol the hang of making the basic
shapes, you can add more and more detail and personalise your
models by painting them o mateh your own Ork clan colour
scheme or covering them with Ork glyphs and symibals.

WALLS

I normally use feam cand o make my building walls although
thick cardboard would do just as well. If vou haven’t seen
Faam card, 1l consists of a sheet of polystyrene foam
sandwiched between thin card. It's light, edsy to cur but sl
very strong which makes it the ideal material o make model
builclings with,

You start naking an Otk building by marking oul the walls.
Firstly, cur out a strip about 300mm long and f0mm wide, Try
tocut the sides as square to one another as possible but don't
worry iF your walls aren’t perfect, [1s best if vou mark one of
the long sides of the foam card sirip as the bottom of the wall
ter avoid confusion later on. '

i 2 ~ T 2
TOOLS AND MATERIALS
Bafure you start to construgt your Ok Building, you'll need o

find the fellowing touls and materials:

Tools:

Mudelling knife

steel role

Sand Paper

Masking Tape

Materials: ;

TFaam card - 3 modelling material available from mest art shaps,
made from a sandwich of foan between twa sheets of card,  used
foam cand fo construct the walls of my ailding, bl thick curd
cold be used instesd.

Thick card - such as meunting board available from an sheps,
Iardboard — for the hase seotion, Alternatively you cun use chick
card, bat this has a tendensy 1o warp.

Ready Mised Filler — like resdy mixed Polelilla or Dhas
Modelling cluy, used far filling saps and modellinge the hase.
Lalue — different 1ypes foe different tasks — PVYA for genceal gluing
and Copydex for fixing the hase muterials toperler,

Folystyrene Sheet - such as inswlation board, or alternatively,
fayers of ceiling ules available from DIY supplicrs, for building
up the hedght of the hase.

Textured Paint - or a hememade allemative such as sand mixed
with paint or thinned PV A gloe.

Balsu Wond - avaifabla trom model shops:

Pims - with roonded heads for studding wooden doars.

Citadel Faint - 4 selection of Citadel acrylic paints as mentioned
1 the article.

Texturing Materials — cat litter, small rocks and fine sand 1o
leslure arcas of the hase,

Muwdeller’s Flock — avaifable from Games Waorkshop stores and
il shops, used (e add the grassy effect (o the base,

Wids

Chnes vou ve mdrked out the details, you can separale the individul
warll sections.

Cnce you have your strip of foam card you can drew on the
location of wall sections and mark the position of the roof. The
stnall Ok building is made from four wall sections that sive 4
building about 90mm long, 70mm wide and 90mm high.
Obviously, once you™ve fnished your first model you can alter
these dimensions to make a selection of different sized Ork
buildings, | made my building this size so that a five man
sgquad can easily fit on the toof.

Measure along the bottom of the foam card strip two sections
Blhmm wide and two sections 90mm wide and mark their
positions with a pencil. Next, measure the same widths along
the top of your strip and join the marks from top (o botlom.
Moy, measure G3mm up from e botlom of the wall at both
ends of the strip of foam card and draw a thin pencil line
Juining these %o points, This line shows where the ceiling will
b inside your Ork building and gives the position of the roof,

DOORS AND WINDOWS

Below the position marked by the ceiling line you can place
doors and windows. 1 normally position and cut out all the
doors and windows before 1 cut oul the wall sections hecanse
it's easier 10 work on a single large piece of foam card than
several small ones, Fortunately, Orks are not too coneerned
where they have their doors and windows, which makes them
really easy (o make! The random placing of windows
throughout @n Ork building looks pood and adds character to
the mudel.

I have cut three windows in my building, which vary from a
narrow slil o a window large enough e show most of an Ork
miniature. When cutling windows or doorways, try 1o leave a
10mm gap between the frame and the edge of the wall, or the
next Iramme. This gap helps the foam card retain some of its

~ strength. When you have decided where the windows will be

justcut them out carefully with & sharp craft knife.

An arched doorway looks good on an Ork building and is
actually quite casy to make. First decide where you want the
doorway (0 be and draw a rongh outline onto the wall, Place a
Citadel miniature by the side of the wall to aive vou some idea
hiow Lafl und wide the doorway should be. Whenever | make
any tereain pivces Talways have a miniature close at hand o
help get the building proportions right. The doorway on oy
building is 30mm wide by 40mm high with an arched top.
Once you have marked the outline for your dovrway, carefully
cut dlong che fines with your craft knife.



ASSEMBLY

Omce you've Anished culling out all the
doors and windows, the wall sections
can he separated from each other.
Carcfully cut along the lines with a
sharp knife and metal ruler and you'll
end up with two long and two short
witlls.

Take one of your long wall scctions and
glue onge of the two shorier seclions to
the inside wall with FYA 1o make an
‘L shape as shown in the diagram (If
you are using foam card o make youar
maodel don’t use an impact adhesive
such as Bostick as it will *melt” the
foam!). Make sure that the bottom of
cach section is at on the tabletop and
to help position the walls, match ap tha
line of the ceiling you drew carlier.
Fepeat this process with vour other two
sections to make a second “1.7. Put both
of these “LY shapes on one side to dry,
When the gloe is [rm, you can altach
the two "L shapes wgether to make up
vour box. . The advantage of using
P¥ A rlue is that i1 dries slowly, and
gives you lime 10 raposicion the walls if
necessary. When gluing che walls
together  ils  important (hey  are
positioned as square 10 one another as
possible.

[ usually add reinforcement cormers 1o
my- buildings. These nol only
strengthen them and suppart the rool
bat also help to ensure the building is
glued wogether squarely. Reinforcement
corners are right-angled riangular
piecas of card plued inside each corner
ol the building. Mormally T use two
reinforcements  in each  coroer,
positioned at the bottom of the wall and
aleng the ceiling line, It is important
that the reinforcements are large
cnowgh o provide a lip for the roof to rest on — mine measure
20mm along the ght-ungled edges. Glue your reinforcements

Remforcing the corners.

MODELLING WORKSHOP

GRK B.llII.DING ASSEMBLY DIAGRAM

in pasition with either PV A glue or all-purpose adhesive.
Because of iCs quick-drying propertics, all-purpose adhesive
is hetter.

THE ROOF
To give my Orks bard cover to hide behind, T constructed my

building with a recessed rool, This means that da Boyz can
stand o e ool and poar fire down on unwary attackers,

The roof of the building is made from another piece of foam
card which rests on the comer reinforcemments. Measare and
cul oul your rool section and ry slofting it into the roof space.
Don’t worry if the roof doesn’t exactly fit the rool recess — il
the roof section is Loo big just trim the sides a little until it
drops into position. [ vou have gaps around the cdges because
the roof is ton small, you can cither cut oul a ngw section and
oy again, or fill in the gaps with modelling clay. Onee your
rool fits snogly, you can glue it down onlo the reinforcement
COTMETS.



MODELLING WORKSHOP

Texluring the wally and flling @ the gaps.

FILLING IN GAPS

Now thal your building is assembled vou may find there are
gaps around the walls and roof joints. There's no peed o worry
ahout these becavse most of the gaps will disappear when vou
texture the building, Larger gaps will need filling properly
with either a modelling clay, like Das, or [lling plaster — ready
mixed Polyfills 15 guite good, Carclully (11 the gaps and allow
the fller 1o dry,

[ prefer rounding-off the exposed wall sections of my Ork
buildings o give g nealer appearange.. To do this, trim along
the exposcd edges on hoth sides of the wall st a slight angle,

Coat all the exposed wall edges in PVA glue (o seal the foam
card and allow this to dry, Using modelling clay, gently form
{he roundid wall edge. The advantage of Das modelling clay is
that by mixing it with PVA glue vou can make a stickier and
more malleable lling and sculpting material. The modelled
cdgr can then be smonthed with a wet finger. Once the clay is
drey, any rough areas can be carclully smoothed -off with fing
sandpaper.

TEXTURING THE WALLS

I used textured paint to create the rough fnish of the walls on
my buildings. This can be purchased from most hardware
shops or you gan make your own by simply mising sand and
paint topether. When toxturing the walls, try and avedd
painting smoothly in sttaight lines — 1 use an old paint brush
and stipple ona plastered wall effect. It is impertant to fully
fexiure over any exposed arcas of foam card, otherwise, when
the building is undercoated with spray paint any exposed areas
of [oam may mealt!

PAINTING YOUR BUILDING

Onece the rool and walls have been assembled, filled and
textured the main boilding is ready for painting. Citddel while
spray paint gives & good undercoat and Covers any mistakes
you may have made earlier, Onee undercoaled, the building
can be painted with Citadel acrvlic Bleached Bone. Staining on
the walls and in recesses can be added with cither Bestial
Brown or Snakebite Leather. Thin down the stain eclour with
plenty of water and paint it very carefully onto the building.
Yoni can mop up any excess with ssue paper belore i dres,
Lightly dry brushing over the stainesd area with Bleached Bone
amd Skull White will Blend i inco the overall appearance of the
huilding.

WDsR

When the building is dry [ add bands of colour and geometric
duesipns that characterse the building's Ork owner, To pant
the: bands, first mazk oft the area o wish o paint. 1 nse two
long serips of masking tape set about 20mm apart to mark off
the top and boftam of the band of colaur, T the masking lape
is only applied lighty to the walls, it won’t damage them
when vou remove it :

Onee the ared of the band has been marked oul vou can
gxperiment with dilferent designs and. patierns by drawing
them hetwean the bands. You may wish o personalise your
building lor one particular Ork Nob, or just vse standsard Ok
designs. When you have drawn your design within the band,
simply colour it in with Citadel Paints. Peel the muasking tape
ol when the paint bas dried thoroughly,

ADDING DETAIL
Adding small details like window ledges and doors really adds
to the look of a building and is really casy o do.

My wooden door is made [tom a sheel of balsa wood 45mm
Iong by 40mm wida. T use Fairly thick halsa because plank
detail can easily be engraved in to the wood sarface giving it a
realistic ook, To make vour wooden door, col out 4 picce of
balsa wood that will fully cover the doorway. Cul the doore
larger than the doorway as this will overlap with the door
frame and 5o you can stick the door to the inside of the
bunlding, Roughly mark the position of the planks along the
wond grain about Smm apart, and cut along the lines vou have
drawn at a stight angle, Don’t worry about keeping neat
parallel lines, mast planks arg a biv warped and the odd
variation will add to the door’s appearance.

In e Ork fashion, | added mecal stads and a big handle oo
ry door, The metal studs were made using pin beads pushed
throtgh the balsa and superelicd on the inside, As balsa wood
isn'l very stromg, [supported the door with a ball of plasticine
as 1 pushed in the ping {this alse makes it less likely that yvou'll
push o pin theough your fnger!), Tased teo Tooped lengths of
[use wire linked together to make the big metal door handle.
Once all of the detail had been added, T painted the door Chaos -
Black and then drybrushed it first with® Bestial Brown and
Finally with Ore Brown. Metal detail, like the studs and the
door handle were just painted in Chainmail, Ooee the
paintwork is all dry, just gloe the doer inlo position an the
ingida of the.doorway.

Cunling the defalls af the planking orio the docr.



Fregaing ping inlo the door fo create the effect af metal siuds,

WINDOWS

Window ledges are made from thinner strips of balsa wond cut
and trimmed to fit the holes you cul in the walls. For plain
open wingdows simply stick a piece of black card on the inside
of the building 10 cover the window opening. 1 have adided
grills and iron bars to a couple of my windows make the
building Jook more Orky. The grill is made from car body
mesh that’s heen painted and then stuck to the inside of the
wall with a hlack cardboard backing, Metal bars can be added
by sticking vither fuse wire or lengths of plastic tod (o the
inside of 1he builling, painling them, and then hacking them
with black card. All metalwork like the bars, grills and studs is
best painted with Chainmail paint and washed with a rust
bromin ink.

If wou are fecling adventurous you can try sticking wooden
shutters at the side of the windows in the same way as
deseribed [or che roof hatch below,

ROOF HATCH

T give the Orks access o the top of the building, you can add
aroof hatch. | made the hatch on my model from thin pieces of
balsa wood. First cut out a piece about 20mrm square, this will
be wzed For the halch, Plank detail can be engraved into the
hatch in the same way as for the door although you will have o
be far more careful not to cur all the way through the thinner
waond. The hatch is Tramed with small sorips of halsa about
Smm wide. Trim the edges of these sirips to make them look a
little worn, Now stick the hatch to the rool of the building with
PY A alue and use the small balsa strips as a frame. Again T
added metal stods to my hatchway using pins in the same way
as the doorwiy,

PAINTING WOODEN AREAS
To achicve a realistic wooden effect look on areas like doors
and Pedges T first paint them Chaos Black, When they have
thorouphly dried, these arcas are drvbrushed with Ore Brown
and Bleached Bone o pick out the detail of the wood.

BASING YOUR MODEL

I mounted my building onto hardboard but thick card will do
Just as well, as it is readily available and casy to work with.
The advantage of hardboard is that it is more durable and
stronger than cardboard. At the Studie we base our terrain on
hardboard because it i in constant vse and needs (he exlra

MODELLING WORKSHOP

strength. To base vour building, cul oul a rounded piece of
thick card or hardboard that will give you about a 40hmm
border all the way around the building. The edges of the base
can be smoothed and rounded using fine sandpaper. On Lop of
this. I suck a polystyrene ceiling tile to raize the height of the
building and make il more of a centropiece on the battlefield,

Lse Copydex glue to stick the polystvrene to the cardboard
hase. This avoids the warping thal PV A glue can cause when il
dries and contraces. Copydex is a mabber-based adhesive that
does not contract when dry and so docsn’t warp the base.

When the glue is dry, tdm the polystyrene with & knife so that
it follows the shape of the hase, Gently sandpaper the cdges to
make 4 slight slope but be careful to leave enough room For the
building, The building can now be stuck to the hill with
Copydex plue and allowed to dry. T mould medelling clay
arcund the bottom of the building’s walls and base o help it
blend in.

Texture the base in the same way as the walls, painting
liberally all over the lase and up o the sides of your building.
You can create contrast between the model and the base by
adding piles of rocks and debris. Smashed up pieces of
magcnry, cat liter (unused?) and One sand are ideal materials.
When sticking hits to the base of your building 1t 15 a good idea
to avoid gluing them in areas chat will hinder the movement of
miniatures when you play your games. [ always keep an
unpainted Citadel miniature nearby when T am making {(ertain
sothat T ean check at each stage to see if the models will it on
ey new scenery. I use an unpainted model becanse building
scenary can he messy and 1 don’t want W spoil my fnished
miniatures.

Chnce the general debris has been added and the glue is dry, the
entire hase can be painted Chaos Black. The base, and in
parlicular the rocky arcas, can be dryhroshed Bestial Brown
followed by Ore Brown and a very light drybrush of Bleached
Bone. The erassy effect is added by painting the areas where T
wanted grass Goblin Green followed by watered down PYA
glue and then sprinkling on modeller’s [Tock. Shake off the
excess [lock onto & sheet of newspaper, so that it can be used
again,

Yoar Ork Tuilding should now be complete and ready to nse.
With a few changes to the dimensions and by adding
exlensions, baleenics and even banners, vou can create an
almoat endless variety of different Ork buwildings (o enhance
vou games of Warhammer 40,000 — have fun!

Woss
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“* BATTLE DAYS =
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could win a prize!

: Cartick Sport and Recreation Centre, Carew Road, Hendra.
TAUNTON Wed 3rd Youth and Community Centre, Tangier.
GLOUCESTER Thurs 4th  Gloucester YMCA, Sebert Sreet, Kingholme.

RUGBY Fri 5th Rugby and District Railway Employees Sports & Social Club,
- Hillmorton Road.

CHESTERFIELD  Mon 8th Chesterfield YMCA, Holywell Cross.
WARRINGTON  Tues 9th Masonic Hall, 15 Winmarleigh Sreet.
WAKEFIELD Wed 10th Lightwaves Leisure Centre, Lower York Srcet.




HUDDERSFIELD Thurs 11th.
BURNLEY
CANTERBURY

Fri 19th e, the
HERTFORD Mon 22nd  Red Cross Hall, Baker Street.
FINCHLEY Tues 23rd The Old Finchleians Sport Club, Southover, Woodside Park.
BOGNOR REGIS Wed 24th  Masonic Centre, Canada Grove.
ASHFORD MIDDLESEX Thurs 25th St Michael’s Social Centre, Fordbridge Road.
NORTHAMPTON Fri 26th The Excter Rooms, Kettering Road.




A CHRONICLE OF BLOOD

by Jeremy Vetock and Richard Helliwell

Two mighty armies clash in this merciless struggle between ancient enemies, Ungrim
Ironfist and the loyal Dwarfs of Karak Kadrin are all who stand across the path of the
ravaging Chaos horde of Dundesh the Black,

come to fall upon- the h‘mph.hs tJJlfl,gL*% of men.

Killing all hefore them in a frenzied orgy of
destruction and death, ihey et nothing in their wake bt
asbos ancdespair; in their bliad, voressoning hatred
they asked for no merey and expected noge in relurn.
They had nol come o bargain or enteeat, nor for
comguest or glory. They bad come onby o kill for the
sheer love of s‘imghm

Great dﬂlm e fromthe skulls of aur;jml brasts beat
the pace for (he foul amay. The ground shook with dhe
tread of the cloven hooves of countless m;hshapen
Boastmen. Garbed in blood and black and brass, great
Chaos Kaighls <ai astride their pitch black steeds, vyes
glowing like barning coals. And glf about ran the
daemons, warped monstrasities prancing and cackling
in their lwlplu] ﬂ[u.a.l, t:I'u: army marchravi aml slithered

Brave armies made their stand, hastily arrayed and
equipped. Huntsmen and trappers of Kislev and Ostland
mixed with merchants and traders of far off cities, All
watting for their moment of glory when they would halt
the tide of Chats, ‘The soags they would sing of their
victory !

Battle was not the name for the frenzy of blood-leting
which the Chaos horde unleashed npon the anmics of

me_n.: Nt g could st befure them and the bravest
ul the Empire’s Kaights fell alongside the meanest of
peasanty.

The chant of death followed the durk legions of Chaos,
‘The sick muisic ol sercams and the last deal raideof the

“dyime was their song. The mesmerisias pounding of
deums goaded thent on as iF marked time for their
- wictims” hearls as they beat cheir Hfeblood into the cold
black dust. And after the fight, the harsh bray of the wur
“horns as tﬁe dar[c legions mustercd oncs more for their

\Iﬂlhmg LbL&pE’d the trail of devastalion. The most
sacred temples of the Empire were rJErFEKl by the unholy
blood rites of the four Chaos powers. Relics, passed
down for generations with carelud reverence, were
eramipled imia the mud gy the dark arony marched on,
burning and killing all they could find.

For weeks tumnour and dark whispers had gome to the

Drwearf halls. Messengers {old of the bloody slaughter
and the destruction of the cities of men. A great council

of Drwarfs was assemblad.

In their cool stone halls they had waited but now they
st act, Ungrim Tronfist heard the fast of his council.
He rozse to fis feet, and drawing his cloak about him
spoki in 4 booming voice, "I the citiés of men fall, the
halls of Dwarls cunnot stand alone, T oysell will Bead
the warriars, sound the battle hores = tomorrow we
march to war!™

Whsa




A CHRONICLE OF BLOOD

INTRODUCTION

Refors each of our games is released, we fight a lot of battles
with the new armics and rules (o make sure that even with the
hondreds of different possibilities in o Warhammer game the
result is reasonably balanced. It was in the middle of the
frenzied battles o develop Warhammer Armics ~ Chaos that
ane ol vur American stall came over o the Sdio. Almost as
soon as he had arrived, Jeremy had been given command of 4
Dwarf army with the unenviable job of trying to hall
Richard’s well-honed Chaos force.

This battle was fought using the latest rules from Warhammer
Armies — Chaos. These include the expanded new spells [or
Teeenich, Nurgle and Slaanesh Sorgerers, Chaos Gifts, Chaos
Spawn and lots more.

As usual, the battle was fought out over ong of the Studio’s
cight by four footr tables with the scenery vou see in the
photographs, Jeremy and Richard kepl notes while they
played so that they could write up the turn-by turn aceount
that follows. They also ook snapshots of the battle as it
happened. [t isn’t possible to get pood encough photographs to
print in White Dhvarf like this, but you can use the snaps (o
recreate the hatlle scenes later under proper photographic
lights and with a better camera.

S0 that both sides could deploy their army at the same tme,
wie selup a screen on bokes behind which they set up. When
Richard and Jeremy were both ready, the sereen was removed
o reval the anmics 2 you see on the deployment map.

You may notice that some of the models vsed in this hattle
report are not vet availiable in the shops, At the moment, the
Citadel Miniatures designers and the "Eavy Metal painting
tearn are putling the final touches to a complete new range of
Chaos models which will be released over the nexl few
months,

WD5s
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CHOOSING THE DWARF ARMY
by Jeremy Vetock

After working  for Games
Workshop U5, for over four
vedrs, inchading recent work on
the stateside edition of White
Dwarf, I came over (o the
Studio in Nottingham to-slave
under the cruel tutelage of
White Dwarl Editor Robin
Dews, When [arrived at che
Studio there were  several
games being  Tought  and
through lucky coincidence,
cruel tate, or a healthy bribe I
gquickly found mysclf in command of a Dwarl Army
attempting to halt the Gde of Chaos. ..

For years, ve fielded a [arge, if slightly unlucky Dwarl Army
and I've recently starled (o build up a Chaos Acmy as well
Despite this experience I must admit to feeling a little
intimidated as I hegan to select troeps Lot the upeoming hatlle.
Mo other army strikes more fear into the hearts of a
Warhammer players than the Chaos army. To make mallers
more [rightening I'd bad a look al the newly releazed
Warhammer Armies — Chaos and all the brilliant new models
that the 'Eavy Metal team had just finished painting, What
could 1 do against so varied and powerlul an army?

However, in the Warhammer world, Dwrarts have stood defiant
against the hordes of Chaos for centuries, Now was nol the
time to show fear or to give any ground, and so pathering my
resolve 1 planned oul my Torces and strategies. The first
regimnents T selected were my large blocks of infantey, A hefly
regiment of Longheards is relatively incapensive and their
hizh Weapon Skill and Strength give them a fighting chance
against even the woughest of Chaos troops. When you add a
Banrer of Might and a bero, the Longbeards become quite
formidable. To anchor the centre of my battle line [ chose
twenty-1ive Tharl Warriors, 2 larze unic which could be relied
upon o stand firm, helped by their massed ranks and standard
honus. Inmy own army, 1 feld a large unit of Dwarf Miners
with much success, so 1 took as many as the Stadio had painted
up. Their heavy armour and two-handed picks always come in
handy against fors with high Toughness.

Omne of the great strenaths of Chaos s the wide variety of
daemons and terror causing moensiers that can be Included in
their armics, With this in mind, | decided to take as many
Drwarl Slayers as [ could get my hands on, These fearless
Dwarls have vowed to scek death in battle at the hands of as
larpe and deadly a foe as possible. They fear nothing and relish
fighting monsters that most other troops would flee Irom,

Chaos Armics are rarely subtle, being much more suited to
rush forward and attack hand-to-hand. They are, however, very
vulnerable 1o missile fire on their way across the batlefield.
The crucial first few turns of the game would give me the

s opportunity o even the odds For the bitter fighting that would

crupl when they finally reached my lines. As one of the most
technologically advanced of all Warbammer races, Dwarf
Gencrals are spoiled lor choice when it comes to engines of
desiruction. A war machine stands a fair chance of causing
damage and multiple wounds, even agains the high Tonghness
of the monstrous creatures Chaos armies can field. T was

tempeed to ke a battery of three cannons bue [ finally settled
on one cannon, d flame cannon, and a gyrocopter, Dimproved
my odds of not self-destructing by enscribing the Rune of
Forging on the cannon, allowing me a re-roll in the event of 4
misfire. To provide yet mare firegpower, | choze a unit each of
Thunderers and Crossbowmen to pepper the Chaos ranks with
missiles.

Monw | had to choose my General, and select any magic Tunes
my remaining points would allow. With a large number of
Slayers in my army, the nataral choice was Ungrim Ironfist,
the Slayer King of Karak Kadrin, Ungrim is armed with some
formidable magic itams: including the mne-encruseed Axe af
Parge, the Slaver Crown, and the Dragen Cloak, To
accompany my General Tselected a Battle Standard Bearer,
This s a great idea for Dwarts as it oot only gives you the
hxury of re-rolling break tests within 12", bul there are several
extremely polent Dwarl mones that may only be placed on the
Batlle Standard itself. Against the awesome powers of Chaos |
chose the Master Rure of Groth One Eve, This une gives all
friendly troops within 12" a Leadership of 10 repardless of any
musdifiers — even combat results!

Dhwarfs do not have magic and the prospect of facing Chaos
Sorcerers and spell casting dacmons made me cringe. There
are, however, quile a [ew Dhward munes (o limit the elfects of
hostile magics. The most popular anti-magic device is the
fahled Masrer Rune of Valova, an incredibly effecltive Dwarl
rune that offers a chance to dispel any enemy spell cast
anywhers on the baitlefield. Since this rune may only be
placed on the Battle Standard [ had to look elsewhere lor
magical proleclion as you can never vorobing master runes. To
protect mysell feom any horrors the winds of magic might
bring, [ 'settled on a Master Runcsmith with several Rumey of
Spetibreaking. The advanlage of the Rune of Spelibreating is
that it gives Dwarl players an aotomaric dispel, with no dice
rolls to po wrong. To add to his strength, T placed the
Runcsmith atop the Anvil of Doom,

THE PLAN

There is no getting round the fact that Dwaels are slow, With
this in mind I based mmy stralegy on the Gaet thal Richard would
gel o pick when and where he would charge. Often in
Warhammer, a concerted charge can spell doom lor the
apposing regiment, Despite this, small units of even the most
powerful cavalry and monsters can be pround-down by
infanury with ranks and standard bonuses if you can survive the
initial attack. T was hoping 1o stand Grm and absorb the Chaos
charge with oy large wnits, Then, like a prize fighter taking
one ot the chin, 1 would comi back with a hammer-blow of
my own by charging the lunks of bis already engaged units.

Tor facilitate this plan I placed my Longbeards and Warriors in
the centee of my line, with smaller units like the Slavers and
Miners poised on the flanks, Dwarf armics can conlain any
number of Slayer Regiments, 5o long as they don’l outnumber
vour Dwarl regiments, so U sphit my large unit of Slavers into
two smaller groups. To ensure my large units didn’t break
betore | gora chance to pile in more Dwarls, Tplaced the Banle
Standard so that ils magical ellects would cover as many of my
troups as possible. This gave me an iron-hard centre thal would
not rout no macter what hit me and the Qanks were rock solid
with féarless Slavers, The longer my troops held out, the
longer T woull have to counter-charge Richard's Chaos armoy
in the sides and rain doom upon his forces with my war
miachines,



lights with the

Master Runesmith on
the Anvil of  Doom
with three Kunes of
Spell Breaking,

24 Drwarf Warriors wearing light armour
and carrving shiclds, They are armed with
hand weapons, The regiment includes a
stancdard bearer.

8 Slayers. Some are armed with cxtra hand
weapons and some with {wo hamded
weapons. They are led by a Giant Slayer
whose axe bears the Masrer Rune of
Swiftnesy and Rune of Fury,

10 Dwarf Crosshowmen
wearng light armour and a
armed with hand weapons.

1 Flame Cannon, %

UNGRIM IRONFIST’S DWARF ARMY

Ungrim Ironfist the Slayer King. He wears the
Bragen Cloak and the Slaver Crows, In batile he

the Rune of Smifing and the Ruae of Pareving,

A CHRONICLE OF BLOOD

Axe of Dargo which is inseribed with

Rattle Standard Bearer wearing
heavy armour and carrying a
pistel. The arroy standard bears the
Mester Rune of Groth One Eve,

18 Longbeards armed with hand weapons aml
preested by heavy armour and shields. The
regiment includes a standard bearer who carries
the Banner of Migh.

12 Slayers. Some are armed with extra hand
weapons and some with two handed weapons.

12 Miners armed with 3 % Thanderers armed with
double-handed picks and hand guns and wearing light
wearing heavy darmour. armour. The regiment HIh:J_
The regimenl includes a includes a standard bearar, =5
atanlard bearer.

1Cunnon engraved with the (¥rocopter,
Rune of Forging,

WD57
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THE ARMY OF CHAOS
by Richard Helliwell

Ag the resident hormed-one and
general Chaos worshipper here
al the Studio, nothing could
have pleased my twisted
imagination more than to see
the hordes of new Chaos
maodels pouring forth from the
miniature designers’ rooms.
Cver the last few weeks these
have been expertly painted and
ar  the same time the
Warhammer Armies — Chaos
book completed. After play-
testing some of the new rules with my own Chaos army, I
aleafully took up the challenge of a battle report and a chance
Lo use some of the new models available in the Stodio army.

We decided to play 2 2000 point battle which was probably a
good thing for an army with daemons and other very costly
regiments like Dragon Ogres or Chaos Knights. The high
points cost often means that the Chaos army has fewer models
on the table than its opponents, but there are no weak
regiments in a Chaos host and most units can hold their own in
battle against any foe,

I began my army by choosing the Slaanesh General - Dundesh
the Black. His basic cost was 305 points but T decided 1o mount
him on 2 Dragon and give him some magic items which put his
total cost well over 800 points, He carried a Chaos Runcshield
to negate the effects of his enemies” magical weapons and as a
crizel twist of fate for his foes I gave him the Sward af Change.

WDsg

One nick from this hellish weapon and his opponents would be
trunsmuted into a writhing tentacled mass of Chaos Spawn,

Hordes of Chaos creatures and warped humans do not make
for a subtle army. Without any form of missile fre their usieal
tactic is o race gcross the battlefield as quickly as possible,
taking enemy missile fire as best they can, Be assured that
when you get there, the carmage will begin as you smash into
the weak fools who dare to stand in the way of an army of
Chaos.

With speed in mind I choose two units that could take the
battle to the enemy early on in the game, these were the
Dragon Ogres and Chaos Knights. Hopefully, the sight of
these wo regimenls crashing into his line would distrace
Jeremy from the rest of my army and allow them 1o advance in
relative safety. The Dragon Ogres, which are already
expensive, are fearsome enough to be let loose on the
hattlefield without the addition of a costly champion.

The Enights, on the other hand, are somewhat more brittle and
need all the protection they can gel. I did two things to ensure
their survival. Firstly, 1 gave them all Chaos armour which
with bonuses for being mounted, armed with shields, and
barding for their steads, gave them a 14 save against normal
attacks. This meant that some of the Dwart regiments wouldn't
actually be able to harm my Knights at all as any wound they
inflicted would automatically be saved!

Secondly, I put the army Battle Standard Bearer with them,
This Chaos hero alse wore Chaos armour and carried as the
army banner the Raplurows Standard, This magical banner
makes it impossible to break the regiment carrying it and
allows them fo ignore all effects of psychology. Whatever
losses the Knights took in combat they would never fee, bat
battle on to the bitter end.

My favourite units on the battlefield are the Beastmen. These
servants of Chaos are foul and misshapen, bul strong and hard
to kill, sa I took two regiments of them, hoth with magical
banners, The [irst unit was equipped with light armour, shields
and hand weapons and carried a Basner of Wrath, The second
regiment carried a Standard of Shielding and were armed with
light armour and halberds, Beastmen suffer 4 new form of
psychology called “infighting®. This is similar 1o Orc and
Guoblin animasity and to belp them pass this test and provide
them with good leadership, T put & Champion of Khomne with
the halberd-carrying Beastmen, and a Sorcerer of Nurgle with
the other unit.

My last umit was very small, consisting of just six Pink Horrors
— my only regiment of daemons. Although initially small, this
unit has the capacity to grow in number becanse every time a
Pink Horror is slain it splits into two Bloe Hormors ! This makes
a very daunting prospect for the enemy who see a undl growing
instead of diminishing as it is cut down. Regiments of Pink
Horrors are also enhanced with magical powers, gaining a
spell for every five models they have, With six Pink Horrors, [
would start the battle with two Tzeentch spells for this unit.
Luockily, T drew my favourite spell from this deck — Toeenech's
Firestorm. Mot only does this slay the enemy with horrific
case, bur it also forms new Pink Hormors from the ashes of the
those it kills!

In arder for me to have a unit of Tzeentch Dagmons in the first
place, I must have at least one Tzeentch character somewhere
on the table, so i the spint of the master of Sorcery, T chose a
Tzeentch Sorcerer mounted on a Flying DMac o aid his
mobility across the battlefield.



Dundesh the Black — Slaanesh Chaos
Gienergl, He wears heavy armour and carries
a Cheaes Runeshield, a Sword of Charge and
a lance,

He has the Chaos Reward fron Hard Skin
which gives him a 4+ saving throw.

In battle, he rides a Dragon.

11 Beastmen armed with halberds and
wiaring light armour. The regiment includes
a musician and g standard bearer who carries
the Standard of Shielding.

The leader of this regiment is a Chaos
Champion of Kheroe. He wears Chaos
armour and carries 2 shigld and hand weapon.

L3 Beastmen with hand weapons, shields and
weearing light armour. The regiment includes a
standard bearer who carries the Banner of
Wrath,

The regiment is led by a first level Chaos
Sorcerer of Nurgle who is armed with a hand
waapo,

& Horrors, dasmons of
Teeenich,

THE CHAOS HORDE OF DUNDESH THE BLACK

é

@ @ Chaos Spawn,
o

A CHRONICLE OF BLOOD

5 Slaanesh Chaos Knoights, They wear Chaos
armour and ride barded Chaos Steeds. They
carry shields and are armed with hand
weapons and lances,

They are led into hattle by the Chaos army
Battle Standard Bearer who is a follower of
Slaanesh. He wears heavy armoor and rides a
barded Chaos Steed. He carries a shield and is
armed with hand weapon and lance. The
Bartle Banner is ihe Raprurows Standard
which makes the regiment immune to
pavchology and impossible (o break!

First level Chaos Sorcerer of Tzeentch -
riding a Fiving Dive, He is armed with a hand
WCApon.

L — 5 Dragon Ogres with
[ ! double handed weapons.
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DEPLOYMENT MAP

CHAOS TURN 1

RBoth sides rolled a dice 1o see who would go first and Richard
won. With the new rules in Warhammer Armies — Chaos, the
first thing that he had (o do each turn was draw two Chaos
Gifls, These cards represent the random mutations, special
powers and uniquely chaotic occurrences that characterise the
Chaos host.

The first of the Chaos Gifls that Richard drew was Lose Gifis.
This must be plaved immediately, unlike most of the other
cards which can be held until the Chaos player wants to use
them. This card forced Richard (o discard all the Gifts in his
hand including the other one drawn this turn. Although not a
lucky card to start with, it's better to draw Lose Gifrs before
you've collected a lot of other Gills,

Mexl, the Beastmen had 1o make an infighting test. This works
a bit like Goblin animosity and means that any Beastmen who
aren’t charging or already in combat must roll under (heir
Leadership or they begin (o fight amongst themselves. If they
fail an infighting test, then the regiment cannot move for that
turn whilst its leaders attempt to restore order. Both of the
regiments passed their test using the General’s Leadership and
werg able 1o move normally.

Chaos armies have no missile troops or war machines but are
devastating in hand-to-hand combal. Enowing his army well,
Richard moved the entire Chaos host as fast as possible
towards the waiting Dwarf battleline. The fewer turns the army
spent in the open being shot at the better they would fare when
they closed for the hand-to-hand fighting.

The winds of magic provided ight cards for the turm and as he
had chosen to take a Dark magic spell, Richard was able 1o
discard two Dispels and take another two cards instead. This
meant that he would have more power cards for his lethal
magical attacks.

The first spell cast was Treenich's Firestorm which the
regiment of Pink Horrors loosed on the Dwarf Miners. Jeremy
looked at his hand of cards and shook his head - no Despels,
Not wanting to start the batile with ong of his regiments
turning into Pink Horrors, he used one of his Runes of
Spellbreaking to stop the spell in its tracks,

Al the end of (he turn, the Dwarl Runesmith stored two power
cards, Rebicund and Merial Duel in the Anvil of Doom, ready
to-cast them as bolts of energy in the next .

DWARF TURN 1

Mot surprisingly, none of the Dwarfs charged, but they did
move to reposition their regiments in the face of the
approaching Chaos army, With a hiss ol steam, the gyrocopler
swepl out from hehind the building to make a bombing run
over the foul Chaos Enights.

The Dwarfs opened the shooting phase with their flame
cannon which pivoted o fire at the Dragon Oeres, A great
sheet of fire engulfed two of these hideous creatures, injuring
one of them. The regiment of Crossbowmen also shot at the
Dragon Ogres hitting them with six balts and wounding them
hree times. This was enough to kill one of the fearsome beasts
but not enough to force a panic test on the rest.



The Thunderers in fTonl
of the Crosshow-armed
Dwarls chose to fire at
the HReaslmen in the
centre of the Chaos army.
Several of the shots hit
thair targets but all of
them failad 10 wound the
foul creatures,

The Dwvearf cannon fired
al the same Beastmen
regiment bul, rolled a
misfire! Luckily, Jeremy
had expected this to
happen and had engraved
the Rune of Forging on
the war machine. This
meant (hal he was able 1o
re-roll the dice, and this
lime the Dwarf crew
managed 1o overshoot the
target insteacd!

Having overflown the CHAOS TURN 1

Chans  Knights, 1the

gyrocopler rofled for the

accuracy of 11s bomb, with the vesult that it bounced directly
into them! The Knights were engulfed by a massive explosion
as the bomb detonated but their armour saved them and they all
emerged completely unharmed.

The dice roll for the winds of magic towlled eight again and
the Dwarls began the phase by using some of the cards they
had stored in the Anvil of Doom the previous turn. Two balts
of Tightning lashed out at the Chaos Knights killing lwo of he
models and stunning Richard who'd not been expecting so
much damage to this extremely tough regiment. Armour
doesn’t protect troops from the Anvil’s lightning and without
their 1+ saves the Chaos Knights were very vulnerahle.
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Diespite their losses, the Kaplarons Steardard ensured that the
Chaos Knights continued their advance.

Again, the Pink Horrors cast Treenfch's Firestorm, but this
time with Totad Pewer, Jeremy was unable to do anything to
stop it and just had to watch as eight of the Dwarl Warriors
were consumed by the magical scarlet flames and two new
Pink Horrers rose from their ashes! The newly formed
regiment of Pink Horrors were placed in hand-to-hand combat
with the survivors of the smenned Dwarf Warriors. As there
wers sill Teeentch spells lefl unused, Richard drew one for the
new Fink Horrors, getting Belt of Change,

In an efforl to stop a repeat of this altack, the Runesmith cast
Mental Duel on the Pink Horrors with Treenich's Firestorm,
Both sides counted as
second - level, so the
outeome  rested onoa
single dice roll. Richard
olled a 5 o Jeremy's 1,
s owon easily. As the
Chaos General cackled
madly, Jerciny threw
:twa'}' the last card lelt in
the Anvil. ]

The Tzeentch Disc rider
cast the next spell,
targetting the Runesmith
with an Incandescent
Asgzasain, Once again, the
Dwarf army  had no
Digpels and  so used
angther Rune  of
Epellibreaking to protect
their characlers.
Finally. the Eunesmith
stored four new cards in
the Anvil of Doom in
preparation for the next
magic phase.

woe!
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The charging Chaos Hero
struck first, bt Tailed o
wiound the Dwarf whose
counter-blow was also
deflectad by the Knight’s
massive armour, ‘The rest
of the Chaos Knights
slew two Longheards for
no loss, The many ranks
of  [Dwarls  won  the
combat but the Chaos
KEnights’ Rapturous
Sranedird meant that they
could not be broken.

In the centre, the General
anid his Dragon began to
slaughter the Dwarl
Warriors, cutting down
six of them including
their regimental standard.
The Pink Horrors killed
two more and the Dhwarf
Warriors lost the combal

CHACKS TURN 2

CHAOS TURN 2

At the start of his turn Richard drew another two Chaes Gifls,
The first was Venomews Bie and the second was Fye of God
which, like Lase (rfis, must be played as soon as it is picked
up. The Eve of Ged card reprisents the Chaos gods taking
particular interest in ong ol their servants. They bestow
mufations on their tollower without thought for their uitimate
effect. which may be very useful or completely devastating,
Richard chose the Champion of Khome leading the Beastmen
to be subject of the Eve of (rod and rolled a dice - tuming him
into Chaos Spawn! The new Spawn relled [or its mulations,
ending up with seven which warped its body in many strange
wavs, The Spawn Levidaied above the ground, had Awesome
Strength, throe extra attacks [rom its Cloven Hooves, Iron
Spikes and Viclows Beak and two 44 saves (rom its Jron Hard
and Sealy Skin! All told, the Chaog Spawn was a devastating
mutation. As its form warped and twisted, it moved forward
into the gap between the Dwo armiss,

If the first tumn had been the approach of the Chaos host, then
the second was the attack, Oo the right of the Chaos army, the
Knights charged the Longheards. On the left, the Dragon
Opgres charged the Slayers. In the centre, the General astride
his Dragon charged the regiment of Dwarl Warriors who weng
lockad in combat with the newly raised Fink Horrors, The
Warriors passcd their terror test for being charged by the
Dragon and the Dwarl line held its ground.

Although the Dragon CGgres had charped, the Giant Slaver’s
Rune af Swiftness cnabled him to strike firse. He hit the
fearsome creatures twive and wounded one of them, but the
resl of his regiments” attacks were ineffective against the tough
hides of the Dragon Ogres. The Chaos creatures fought back,
cutling down three of the Slayvers and winning the combal,
Fresh lighters stepped into the gaps in the Dwarl ranks as the
deughty warriors griteed their teeth and grimly fought on.

As they charged forward, the Chaos Knights were challenged
to single combat by Durek Tanglebeard, the Dwarf Hero
leading the Longheards. The Chaos Battle Standard Bearer
accepted the challenge and made straight for the brave Dwart.

woa2

hadly. However, because
they were near Lo their
Battle Standard Bearar with the Rune of Coroth One-fre, they
ok all their I.d tests on an unmoeditiable valoe of 10 and the
survivors stood their ground,
Mine cands were dealt in the magic phase, The Chaos Sorcerer
of Murgle in the regiment of Beastmen cast Arnizipal's Black
Hoerar towards the Davarf Miners, bue the Dwarfs dispelled it
Crashing his hammer against the the Anvil of Doom, the
Runasmith threw three bolts of lightning at the nearest
Beastmen incinerating two and wounding a third. With the
magic phase wurming against bim, Bichard vsed Drain Magic (o
end the furn,

DWARF TURN 2
At the start of the turn, nearly all the Dwarf units had oo rake a
terror test because of the Dragon in their midst. True to their
hervic tradition they all held their positions,
S0 far it had all gong according to plan. The Chaos army bad
advanced o engage the Dwarfs and now was the time to strike
back. The second regiment of Slavers charged into the side of
the Chaos Enights and the Miners passed their Tear test and
charged the Dragon Ogres” tlank.

The Dwvart missile fire now concentrated on the Pink FHorrons,
First to fire was the cannon which killed one of the daemeons
but out of its shattered body two Blue Homers emerged. This
meant that the Richard now had only five Pink Horrors in the
regiment and so he had o discard cne of their spells. The flame
cannon fired nexe, its fire playing over the regiment of
dacmons killing a Blue Homror and spliting another two Pink
Horrors. The Thonderers and Crosshowmen fired on the
Horrors as well, hitting two moere and leaving the regiment
with only one Pink Horror lefi.

Finally, the gyrocopters” steam cannon opened fire at the
Beastmen., The jet of steam spewed Forth, killing one of the
mutated creatures before it overflowed and engulfed the
Horrors as well! The last Pink Hommor dicd and with it the last
of their spells.

Vicious hand-to-hand fighting raged along the battleline as
both sides sought to break the others™ resolve, The Chaos
Knights ignored the Slayers who'd charged their flank as the
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Beastmen still had to pasy cheir infighting
: ; : » normally, They rolled a 3
he moved his army, Richard diced 1o svein which
direction the Ch: T uld move, To his horeor icturmecd

and plow iment of Beastmen . _
le. The Disc rider made

muattcred under his breath.
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hand combats, The Chaos
Enights, led by the Baule
Standard Bearer, cleaved
through the Longheards,
cutting down all but one
ol the front rank. Every
unit in the Dwarf army
took a panic test [or the
regiments that had been
wiped out this tuen, bui
with grim defermination
they all held their ground.

The Beastmen opened
the magic phase with
four bolts of lightning
from their Banner of
Wrark. The  Dwarf
Miners were lucky and
only one of them was
killed by the {Tashes of
encrey. Freed from the
combal in the centre, the
magically created Pink
Horrors cast a Bolr of
Change at the Dwarl
Battle Standard Bearer.
Horrified at the thought of losing this character who had
steadied the whole of the Dwarf defence, Jeremy tried to
Dispel it bul succeeded only on his second atrempt, Having
been deprived of their stored power again by the Chans Drain
Magic, the Runesmith stored a single card in the Anvil of
Doom. At the rear of the Chaos lines, the ‘Treentch Disc fder
cast fncandescent Assassin at the gyrocopter he was pursuing.
The Drwarfs were unahle 10 do anything to stop this attack but
fortunately the pilot escaped completely unharmed,

DWARF TURN 3

Both armics were locked in a bitter strugple, but the Chaos
tGeneral had managed to break through. To hold the line and
atlempt to decide the cutcome by a clash of Generals, Ungrim
[ranfist heroically charged Dundesh the Black, Behind the
Chaos lines the gyrocopter rallicd, ready to ey another
bombing rn next wron.

Again the Dwarls' shooting was concentrated on the Blue
Horrors in an effort o destroy the regiment of dacmons before
they could get into combat, The flame cannon fired first,
burning four of them to a crisp. Next, the cannon fired Dut its
shot fell shore of the targer. Finally, the Thunderers and
Crosshows killed the rest of the regiment — excepl one
surviving Bhie Horror,

In the hand-to-hand phase, the Chaos Battle Standard Bearer
cul down a single Longbeard. The rest of the Chaos Knights
missed completely, but their Chaos Steeds did better, killing a
secomd Dwarf. The Longheards fought back but their blows all
rebounded from the heavy armour of their foes.,

In the desperate combal in the contre, Ungrim split his attacks
between Dundush and his mount, He wounded the Dragon but
with his weapon runes negated by the Chaos Runeshield he
couldn’t find a chink in the Chaos General’s armour, Dundesh
struck back with his magical sword, hiling Ungrim twice and
wiounding him. Richard gleefully explained the horrific effects
of his Sword of Change and then Jeremy equally happily
described the rebounding properties of the Rune of Spite on the

DWARF TURN 3

A CHRONICLE OF BLOGD

fragon Cloak, What thev negded 1o know was - would the
mutating power of the Swerd of Change be rebounded too?
Both Richard and Jeremy carclully read the Sword of Change
card and the Bune of Spite description but it wasn't entirely
clear. They decided {o roll a dice: 1-3 the mutation didn't
rebound and 4-6 it dicl, This is what we always do at the Studio
when we can't immediately resolve a conflict berween magic
items, apells or runes, It is a simple system which keeps the
game moving and aveids arguments. Next time the resull
might be dilferent, but particularly with the forces of Chaos,
nothing ia fixed. Both Generals were now rather nervous about
the result of the next dice roll - whichever one 1ook the hil
coulid be tumed into Chaos Spawn! Jeremy rolled che dice and
got a 1 which [ailed miserably to reflect the blow. In
desperation he used his Rure of Luck which allowed him o re-
roll the dice - and rolled ancther 1, his Fourth in a row! The
Sword of Change struck Ungrim, twisting his form inte the
warped shape of a Chaos Spawn which fled from the Chaos
General, straight into the Anvil of Doom, killing the
Runesmith as well! Disaster upon disaster!

Until this point the hatile had been very close, but with forlune
not favouring the brave, it was clear that Chaos had the upper
hand. With their General and Runesmith stain in a single
move, the Dwarts reeled, but all the regiments passed their
panic test and fought on.

With the Rungsmith dead, the Dwarfs had nothing left to do in
the magic phase. Just 1o rub salt int the wound Richard rolled
a 10 for the winds of magic and grinned maniacally as he
prepared his magical assault. The forces of Chaos had been
dealt Toral Fower once more - this time it sent Arizipal’s
Bilack forror ploughing through the Dwarl Miners, killing two
of them betore they could react. Bolts of lightning crackled
from the Beastmen's Bawrer of Wrath and more of the hapless
Dwart Miners fell, Under repeated magical attacks their nerve
finally broke and they Ned from Lhe battle.

Behind the Chaos line the Tzeenich Dise rider fought out his
struggle with the gyrocopter, again casting the ficandescen:
Assarsin, Onee more Jeremy’s luck held and the Diwarl war
maching was sale for another turn.
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HAOS TURN 4

CHAOS TURN 4

The sickening Chaos Spawn rippled with vile horror as they
buth moved randomly aceoss the battlefield, but neither of
them came inlo contact with any other models. On the Chaos
right, the regiment of Beastmen tailed their leadership test,
succumbed to infighting and were unable 10 move,

In an attempt to kill more of the Drwarfs before the battle was
gver, the unengaged Chaos forces attacked whoever they
could. At the back of the army. the Trecnich Sorcecer riding
the Flying Disc charged the gyrocopter which had no roem lell
to run. The Pink Horrors charged into the Dwael Batle
Seandard Bearer who bravely possed his fear lest o stand and
fire with his pistol, One of the foul dacmons was hit as it
charged but proved wo tough w wound,

With the disgustingly mutated remains of the Drwarl General
crawling and slithering before bim, Trundesh was [ree 1o chose
his targel and charged into the Dwarf cannon crew. Despite the
engulling darkness they passed their fuar test and stood their
ground, but the charging General and his Dragon tipped them
to picres before they could even raise their swords. Once more
the Diwarfs were forced 1o 1ake a series of panic tests as they
witnessed the massacre of this unit, but again they all held their
positions.

Richard had been saving his Chaos Gifis throughout the game

“and now lavished them on his Disc rider and regiment of
Chaos Knights. Firstly, the Disc rider was given Hypaotic
Geze, and because he was a character model he had 10 roll on
the Eye of God table. This lable is the same one as was used
with the card which turned the Khorme Champion into a Chaos
Spawnat the starl of turn two. 1t is wsed whenever a Chaos Gifll
is given to a Chaos Champion or Sorcerer rather than a normal
rank and file model. In this case, the Somcervr was unharmed
by his Gift and fought on, killing the gyrocopter pilot. With a
Blood-curdling shriek of wiumph, the Sorcerer walched as the
Crwarf maching spiralled out of control w crash into the woods
behind the Chaos lines,

WDEE

The resc of the Chaos
Gifly were given o the
Chans Knights. One was
given Bister MHotred
which made the whole
regiment  fare  their
encmy, one grew Meamy
Armg angd gained an cxtra
attack, another's arms
became Writhing
Temacles and their teeth
dripped with poison from
their Venomous Bite all
of which gave him 1weo
move attacks this wen.
Invigorated by these
unholy hlessings [rom
their foul geds, the Battle
Standard Bearer lead his
regiment inan orgy of
killing. The eotire front
rank of the Dwarf
regiment was  hacked

woAown but sull they held
fast,

The Dwarf  Battle
Standard Bearer now fought bravely against the dacmons
altacking him, tuking several hits from the Pink Horrors but no
wonnds. [n telum he wounded one of the monsiers, turning it
into two Blye Horrors. The deemons had lost the combat but

~slill carried on fighting,

The winds of magic roll was this lowest in the game s far with
only six cards being dealt. However, before either side could
act, the spells aleeady in play look effect once more,
Armizipal’s Black Horror moved through the flame cannon and
off the table. Luckily, only one of the Dhwarf crew was dragged
to his doom by the writhing tentacles and the rest passed their
Les! 1o remmain with their gon,

Teremy watched in disbelief as Richard cast Arnizipal s Black
Herrer again (he could do this as it had just lefl the table). The
Erwarf atlempt 1o Disped failed and it rolled over the flecing
Miners, killing three of them, The remains of the mgiment of
Dwart Miners were removed from play because there weren't
enough of them to rally.

DWARF TURN 4

The remnants of the Dwarl army stood ity ground and Cred
into the howling horde of Chaos that faced them. The
Thunderers killed the last of the Blue Horrors with case. To
their right; the dCPlLLt'd {lamne cannen crow fired at the
Beastmen consuming one with the flames and wounding

canather. The Crosshow-armed Dwarls chose the same larget

and peppered the Beastmen wilh bolts. Despite these attacks

Caml the panic tests for the destroyed regiment of daemons,

naing of the Chaos regiments broke.

The struggle between the Horrors and the Dwart Battle

“Standard Bearer around on as both sides failed to score hits,

The Cheios Knights did manage to atrike their foes several
fimes but each blow was deflected by Drwarl azmour and none
were killed: Only the Chaos Baule Standard Bearer managed
to kill apy of the Dwarls, culting down two of the Longheards.



A CHRONICLE OF BLOOD

Druirdesh the Black swoops down to attack the unforivncate Dwearf cannon crew.

The desperate Dwarfs fought back but they too missed their
targets and the combat was drawn aguain.

resistance dispellud the attacks before they conld do any harm.
Having destroyed the gyrocopier in the previous tarn, the
Teeentch Sorcerer cast the spell fncandescent Assassin at the

Finally, the winds of magic swelled once more dealing 10 regiment of Thunderers, killing one of them.

cards to the armies. Armizipal's Black Horror was already in
play so it was moved before any new spells were cast. Jeremy

With this [ast spell the batrle was over, all that remained was to

watched in dismay as vet another of his regiments was count the cost and see who had won.

crushed, eight of the
Thunderers being killed
by the clowd of darkness
which swept across their
ranks. The remainder of
the regiment  were
stunned by the slaughter
but passed their panic
test.

In a final effort o kill the
Dwarf Battle Standard
Bearer, the Horrors in
combat with him cast the
Bolr af Change.
Howewver, (he Dwarls
dispelied the Chaos
magic and readied
themaelves for the nest
onslaught.

The Banner of Wrath
carried by the Beastmen
cast four lightning bolts
at the Dwarfs, but again
their innate magical

DWARF TURN 4

WIET
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VICTORY IS MINE!

My foul masters will be pleased! The slanghier was far greater
than I could have hoped For; o mountain of skulls wera
colleoted today - and the river ran thick with the bloed of the

Dwearts.

To be fair on Jeremy, 1 do wicld the great axe of 4 Chaos
CGieneral guite often and have sharpened my tactics on the
skulls myv enemies with great regularity. The Dwarls, however,
can he the bane of any Chaos army as they have the weapons |
fear the most, in the form of missile fre. Many armies ficld
archers, maybe a bolt thrower or even o fow stoall cannon, bl
Dwearfs get just about everything, They are masters of the war
machine and can deplete & Chaos army before it gots cven half
wity acress (he hattlefield, Without any missile re ol its own,
a Chaos army must push forward o engage its enemy, and
with cach siep comes the Tear of some Chaos Hero getting
smgshed o pulp by a cannon ball; or even your General being
impaled by a shot from a boll threwer, In the end you must
take the missile fire as besl you can, use the terrain o shield
your troops and screen expensive units with cheaper, harder
ones such as Beastmen. Despite the hail of death, vou can be
sure thal when your ieoops Gnally do arrive in hand te-hand
combal, you can snap bones and smash skulls better than
anyone else.

The Chaos army is also a potent magical force, but up against
Dwarfs with so many oplions o repel magical attacks, 1 had
decided to take a number of lesser Sorcerers, instead of a
simgle potent one which would be my nornal plan, With two
first level Chaos Sorcerers, and the casting ability of the Mink

Horrors, T was able to split my magical attacks across the
whole hattletield. By having both a Tzeentch and Nurgle
Sorcerer T was able o vary the tvpes of spells T used, Althougsh
I could have taken one of the potent Nurgle spells for my
Murgle sorcerer, 1 decided to draw his spell from the Dark
magic deck. Thiz allowed me to use the Dark magic ability of
discarding special cards and replace them with new ones
drawn from the deck.

The first major blow to the Dwarfs came from the Pink
Horrors, With some Iucky dice, T managed 10 wrn gght of the
Warriors 1o ash and in the process sumimon up two more of
these dasmons. These were to be g pain in Jeremy's side for
the rest of the battle aod all T could do lo console him was o
rerning him that if I had been just a little bit more lucky and
killed another Dwearf, I would have created a thind new Pink
Horror!

After spending so maoy points on my General with his
Diragon, magical weapons and armour, T knew he would have
to take a major role in the hattle. By geing him into action
quickly T avoided him being a target for the cannon, So my
General and Dragon gob stuck-in (o the Dwarf Warriors and
that’s exactly what happened - they got stuck. The Dwarfs
died in droves but with the Ruwre of Groth One-Eye allowing
them e test on an unmodified Leadership of 10 they just
wouldn't run away, In the end I bad to kill them all, but that
wisn't a problem becavse by this tme Ungrim was nexl in our
Pkt

I knew that the batle of the Geoerals would be a turning point
in whal had up to this point been a ¢lose game, Ungrim's
hlows were deflected harmlessly away by my General's
armour. My [ace [illed with glee as the deadly Sword af
Cheergre pricked the skin of Dwarf; the glee mirned to horror
when | discovered the Rune of Spite, 2 mine that could tum my
evil plan againsl mysell, But the prince of Chaos smiled down
o me, and the Slayer King ran out of ek as cwisted spines
broke from his flesh and his mind was shredded by the power
of Chaos. This was the downfall of the Dwarls, Only 1 could
revel in the hormor of “Ungrim the spawn® furning against his
own and destroving the Runesmith — an act which caused a
wave of terror to cross the Dwarl ammy and spelled doom for
thern all, ;

The greatest disappointment for me in the whole banle must
have been the Dragon Ogres, They probably did cheir worth in
damage and took some flame cannon shots that could have
been dirccted elsewhere 1o possibly greater effect, but 1o be
chased ol by the Slayvers was embarrassing. | suppose 1 had oo
have some bad luck somewhere.

On the other hand, 1 was delighted by the performance of the
Chans Knights. By giving them Chaos armour, they were
almost invulnerable and four Chaos Enights where able o
hold up two units of Dwarts For the whole battle. Having the
Repleroees Stencdurd goaranteed that they would stay locked in
combat with an cnemy s¢ stubborn that they too would not
break away.

Lictle will be said of the vllimale monstrosity that my
champion of Ehoroe became Although [ was a jubilant when
{he gilts where handed our, my Beastmen had nothing 1o smile
about as it ploughed back through their ranks, One should
always remember thal the gods of Chaos are all o willing to
play the cosmic joker and remind vou who's really in charge.



THE DWARF TALE OF WOE

What 2 game! In stone lorresses high in the mountaing and
deep cavern halls across the Od World, Dwarfs tear their
beards and hang their heads in lament and anguist, The game
ended shamefully but there were tiines when it looked
promising [or the Dwarls. What went wrong?

The key to what wentl wrong was Richard’s General on a
Drragon! Bguipping a powerful hero with potent magic ilems
and mounting him on a large monster is oflen o win big or oz
big gamble. It certainly paid off for Richard! [ am not
convinced the Dwarl plan was completzly hopeless, but as so
often happens in Warhammer, the cxecution of a stralegy does
not always work,

Where I lost the game was by not being able 1o counterattack
ellectively, The Dwarl troops, with the aid of the Eune of
Crreth One-Fve, held up admirably to a powerlul Chaos
onslaught. Unfortunately, while my troops held the line, they
proved incapable of detivering any knockout blows, The
Chaos Knights were stopped in their tracks, but their cursed
Chaos armour was impenetrable 1o the Slayers {(Argh! [ still
groan in fTustration?),

Had Ungrimm been able to gel inte battle earlier with the Chaos
Creneral while he was still engaged with the Dward Warriors
the battle might have been very different. With a proper
challenge Ungrim could have used the rank bonuses [Tom the
troops to force the Dragon to fly ofl a devastating result ina
four turn game. As il was, he couldn’t reach the fight early
enough — alas for the short legs of Dwarfs!

A new chapter has been written in the Book of Gridges and
Richard's name is prominent. Which Chaos power did be use
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to surnmen the Drain Mazic and the
Toral Pawer cards twice cach in a
four turm game?

Whether it was the vile Chaos gods
or the strange curse associated with
Trans-Allantic Jer Lag, the dice
deserted me. [n one unloreseen and
horrible series of eventa [ lost my
General, Bunesmith, and the Anvil
of Do in an instant.

Despite the biter drubbing the
Dwarls received in turns three and
four, there were some glorions
moments as well, The Giant Slayer
and a timely in-the-flank charze by
the Miners certainly proved too
much for the Dragon Ogres. The
gradual annihilation of the Pink
Horrors (and subseguently the Blue
Horrors) by massed massile and war
machines lire was certainly pleasant
Lo witness as well.

[n conclusion, ['ve just got to say
that I want a rematch! Perhaps the
Dwarf Throne of Power, & complete
battery of cannon, o simply betler
Ieck could help me in a sccond
contest. It is the incredible
variations of troops, magic items, spells, and characters that
make Warhammer the fantastic game it is. Adthough T return o
the States shamed with my loss, P've leamed valualde lessons
about Facing the hordes of Chaos and the next time Dwarfs
march o battle, victory shall be mine!
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i achesive standards and banners for your army.

he Warhammer Armies -
Chaos supplement contains
new rules, spells and a complets
army list for fighting battles with
Chaos armies in Warhammer.
The box contains an 88 page
book which details the four
Chaos Powers - Khorne, Nurgle,
Slaanesh and Tzeentch and the
sel also contains dozens of fuil-
colour cards describing Chaos
Glfts, naw Magic ltems, Magic
Spelis and Chaos Rewards.

L ORDER & 0773-713213 MAIL ORDER & 077
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GAMES WORKSHOP MAIL ORDER IS

CONVENIENT!

Mail Order is convenient, with the enline range of Citadel Miniatures
and Gamaes Workshop cames, just & phone call away.

FAST!

-

dail Order is fast. Most customers reeelve their orders within 2 days
in the UK {Some seeond class orders, or packages over 1Kg may
take a day or 50 longer). Plus, on any telephone orders received
hefore 1.00pm, our Special Delivery Service suarantees you’ll
receive vour order the very nexl day.

We also have a special Troll who ensires that all First Class
telephone arders received berween 900am and 1.00pm are
despatchad the same day!

hdost overseas orders are delivercd within 8 days.

Az hamd-picks an arder reqdy for despatoh,

THE FULL RANGE OF PRODUCTS!

Our Mail Order service can supply the full range of Games
Workshop games and Citadel Miniatores, and we don’t stop
there! We can also supply any individual game componant or
minizture. Soif the dog's chewed your Warhammer 40,000
buildings, we can supply a brand new set! 10 you want the
rulebank from Warhammer, we can provide it 10 youn want
the dice from Space Mavine all you nead 1o do is ask!

I the models you want for vour army aren’t in vour local store,
or you are Jooking for an ol of stock or hard 10 find raoge of
miniatures, give us a call. Becowss we'rs Dased at the Tactory,
our staff can arrange to cast up any number of miniatures
especially Tor vou, from the onginag moulds,

We can also supply any componant from any mmolt-part mode]
for those of you who Tike 1o cuslomise or converl your
miniatures.

Ariray Cosls up e sl of miniaiares B0 ke Citadel foundiy,

FRIENDLY KNOWLEDGEABLE STAFF!

Our Mail Oreder service is staffed by enthusiastic hobbyvists [ike
yourself, who will be more than happy to el you about all the
Latest releases Tor your particular amy or lavourite game.

ACCURATE!

Every erder is hand-checked aguinst the calalogues 1o ensure
that every model is perlectly cast and that your order is exactly

what VO want.

Seell prochs o brairad vew copre of Todiiran for o Mail Order cistoner,

PLUS!

Mo guenes! No parking! No bus fare! And 108 really great fun
using the catalogues to chonse exactly the models you want tor
your army, We've [ound thal meny gamers pget together with
their friends 1o place an order so that the £2,50 UK and BEPO
postage is applied to the whole order and the money saved buys
thern all a few exios manialures,

Chrls checks gan order before (¢ i posied ol

AIL ORDER & 0773-713213 MAIL ORDER T 07
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Citadel Journal 3 confaing yel more exciting
gaming articles including rules for trenches
and concealed bunkers in Warhammer
20,000, a rew Space Hulk campsaign, & full
paychic syslem for Space Marine, new rules
for Man & War and much more:

Issue & of the Cltadel Journal i availabie now direct from Mail Drner|
priced anly £3,99 with FREE PA&P within lhe UK and BFPO,
Crvarseas add £1 PP,

SUBSCRIPTIONS

lssue 1 of the Citadel Joumal is now compiately sold oul and stocks of
fssue 2 are very linited. To be certain of your copy please place an |
carly Grder. We now alsc offer & special five-issue subscription.

Price: UK/BFPO -~ £20.00. Overseas — £30.00
With every subscription we'l! send your sixth issue absofutely FREE!
Each zubsecription to the Joumal will bagin wilk the next issue 1o be
published — wafortunately we cannol include back copies in
subscriptions as they are in such dmited supply.

| MODELLING GUIDE

| The Citadal Minlatures Modelling Guids

- containa evarything you need (o know about
modeiling. Inside yvou'll find detailed

| information -about all of the differert
- lechnigques from preparing. assemblng and

- camarting your single miniaturas to building
dioramas.

| The Citadel Minfatures Modelling Guide is available now priced £9.59,

SPACE MARINE ARMY |

Mow  Trom - Citadel
Miniatures, tha Spaca
Marine Army - box
containg a complete
2000 pounr Blood Ange!
rmy. Tnig 40 pieca zat
moludas - a  booklet
coniaining a full force |
lis] tar all the madels in
Iz B0 frdd & cornpate
st of fanners.

SPACE MARINE ARMY

£

The Space Marine Army is availabla now priced EB5.00. |

The Citadel Miniatures Cetalogue Seclion 4 is now avzilaslo saced £4.99,

WARHAMMER

WARHAMMER BOXED GAME £34.99

| WARHAMMER BATTLE MAGIC £19.99
NEW! WARHAMMER ARMIES — CHADS £14.99
WARHAMMER ARMIES — DWARFS £9.99 |
WARHAMMER ARMIES - SKAVEN £9.99
WARHAMMER ARMIES -~ UNDEAD £9.99

SELF ADHESIVE BANNERS

Each pack containg 5 sheats of hanners.
{Available for Chres, Gaobling, High Elves, Dwarfs
and NEW! Lindead.)

TA.50 per pack |

HIGH ELVES |

| MEW] 2000 PCINT HIGH ELF ARMY £100.00

L ORDER T 0773-713213 MAIL ORDER & 0773

UNDEAD
| HNEW! MAGASH [Boxed Sat) !
lTEm ZOMBIE DRAGON (Boxed Sel)

NEW! NECROMANCERS

& SKAVEN
NEW! JEZZAIL TEAM 5 5
GLOBADIERS

| PLAGUE MONKS COMMAND

| CHAOS

NEW! CHADS BEASTMEN
Boxed set containg 10 plastic Beastmen

NEW! CHADS BEASTMEN COMMAND GROUP
MEW! CHADS BEASTMAN SHAMAN

MNEW! CHADS KNIGHTS
Boxed sat containg 3 Chaos Knighis

CHADS BEASTMEN
I DWARFS
| DAEMON SLAYER
. DRAGON SLAYERS
| GIANT SLAYERS
TROLL SLAYERS
DWARFS

FLAME CANNON (Buxed Sei)
AMNVIL OF DCOM (Boxed Set)

WARHAMMLR 40,000 BOXED GAME

F}.D.E_HK FILLENNILIM
CODEX SPACE WOLVES

CODEX ELDAR
" CODEX E_!IFH(S.-_.

WARHAMMER 40,000 PAINTING GLIDE

SUSTAINED FIRE blcE :

SPACE MARINES

HEW! ASSAULT MARINES WITH JUMP PACKS
. BLCOD ANGI'—'I 5 BANNERS

Each pack containg 5 sheels of banners.
_REZOHDAGK_-:Emmd Set} e

ORKS

NEW! ZODGROD WORTSNAGA
|_PdE||'l.I'! Bl OO0 AXE KOMMANDOS
| MEW! SMASHA GUN

SMAKEBITE BOARBGYZ
| Boxed set contains 4 complete Boarboyz and boars

SMAKEBITE BOARBOYZ NOBZ
ORK DREADNOUGHT (Boxad Set)
ELDAR
NEW! ELDAR DREADNOUGHT (Boxed Se
NEW! WRATHGUARD :
WARLOCKS
I WAR WAl KER (Boxea Set)

- WARHAMMER 40,000

E£9.93

Cf14.99 _I

£2.50 gach

£4.50
£2 50 each
£1.50 each

4,93

£1.50 sach
£2 50 each
£2.99

£1.15 gach |
£2.9% each
E£2.59 pach

_ e200each |

£1.00 cach
_ £1.15 sach
£14.09 |
£14.94

E34.99
£15.50
EQ.S?
£08.99

e |

£2.99
E0.49 pach

 E2.50 each

£3.50 per pack

£14.99 |

C4.99 each |

21,60 aach
E7.9% gach
£8.00

-~

£3.99 each

£19.99

£14.98 |
£4.50 each

£2.50 each

£12.89 |



SPACE MARINE

SPACE MARINE BOXED GAME £34.09

SPACE MARINE BATTLES (BOOK) _ £0.99

_A_FHMIES OF THE IMPERIUR 14,99
REMEGADES (Chacs and Eidar armigs) £14.949
DORK & SQUAT WARLORDS Fi4.09

BLOOD BOWL

BLOOD BOWL BOXED GAI‘@E R28.89
DEATH ZOME e E14.02
NEW! EILDGKINB DICE £0.4% aach
| HEW! HERDSPLI'I'I'_Efi H&T EHHE ETAA PLAYER EL-S.;:-'JH__Ea::h
BOMBER DﬁlE‘BLLSMDT - ZOELIN STAR PLAYER £2.50 rach
£2.50 each

_ VARAG GHOUL-CHEWER - ORK STAR FLAYER
RIFPER BOLGROT - TROLL STAR PLAYER

E7.99 each

MORG ‘N THORG — OGRE STAR PLAYER £5.99 gach
GRIFF DEERWALLD - HUMAN STAR PLAYER E2.50 sach
THE MIGHTY ZUG - HURAN STAR FLAYER £2.50 sach
FUMGUS THE LOON - GOBLIN STAR FLAYER £2.50 each

WHITE DWARF SUBSCRIPTIONS

UK, EURQPE, & THE REST OF THE WORLD

UK & BFIN; £27.50 for eme year (12 isses)

EUROPE: £35.

REST OF THE WL L45 lomome yeor.

Tleuse senc payments to Cinmes Wikshep Mai? Ordes, Chewton 31, LS, Basteood,
NOTTINGITAM, NG 14 3HY. ANl prvirents atiuldd by in pruzds storlizg. Fcase make
cheques payable todizmas '\.I-mk'u o LI

IF o BEve o Wish, Aceoss, Mestorcand ar Swilch vou may place yoor anbscsipran by
phecing v Mail Onder deparisent om 0773 713215

UsSA & CaNaDa

Pleage coclact: While Draarl Subscrinrions, 221 C Henses Aveneo,
Maswlend 2F227.5072,

BFar ¥154 and Maszzacard ooders, plese felephoms oor Mozl Onder hitlise cn 54 1) &2
5699, Meodey 10 Priday, Yaes - Spe EST

Flise w6 wiieh s you wonld ke youT subseription o start asth,

Baltiszore,

CORRESPONDENCE

Wi welionme commears nhoar Waiie Diwacl, Gunwes Workskop games and O adsl
Miniurzres. Alb lefrers excepr subeceiatioes and bail Orler shewdd e sddressed o The
Editar, Whire Dwart, Crented Workshop, Howard House, 16 Castle Baulevard,
Nemringharm R 1FL,

Clearly mark yous snvalope wich e o o the gums voo an wilng W sbout 1 g
wamt i Tenly yon wuar enelase bossll-ahiesd sampod cnveiope {ovorseas readers
s include TRATS). We reeeive an eeorsaees wigut of 1zl W do read every Teler,
bz it may rake o licfle e S us e eoply o you! s phose be palest!

MAIL ORDER @ 0773-713213 MAIL ORDER T C

NCOEBLA BLACKWOAT — GOBLIN 5TAR PLAYER ['3.50 each
SCRAPPA SOREHEAD — GOBLIN STAR PLAYER 250 each
NEW! SKAVEMBLIGHT SCRAMBLERS BOXED SLT £12o9:
Baxed sot comaing: 2 Stormwermin, 3 Guller Rurees,

1 _Sk_,a-r-u_r Thrower anc & Skaven Linermsn

CHAMPIONS CF DEATH BOXED SET £12.94
Boxed set containa: & Musmies, 2 Ghouls,

2 Wights, 3 Fombies znd 3 Skelotors,

MAGRAHDTH NIGHT MARES BOXED SET £12.99

Bowed sl contans: 1 Dark BN Thrower,
2 Dark EIF Blitzers, 2 Wick Elves and 7 Dark Ef Litsemean.

QORCLAND AAIDERS BOXED S5ET
Bexed set-cortzing 1 -Ore Trarower, 3 Ore Blitzers,
2 Black Cres and 5 O¢ Lingmer,

MAN O’ WAR

£14.99

MAN © WAR BOXED GAME 124.99
_ PLAGUE FLEL] £14.99
SLA OF BLOOD £14.99
SLAANESH HELLSHIP BOXED SET £4.99

SLAANESH HELLSLICER AND HELLFH-.-.-'IHEFI BOXFDG5FT  f4.00
Soxea et contzing 1 Saanesh Hellslicer 572 1 Slaancsh Hedammer

TALISMAN BOXED GAME

COPYRIGHTS AND TRADEMARKS |

AT et malies @ Whice Drart is @ Clomyriges Linmes Wosksaop ond 1554

Al oo i all Crarey Worsdhep FLosts, H.IIJ all Siapes conlEized LBeavii kave bo
Lsive coprnghl i G arbvock

5 {1 1 ol Cames W rit'ih\.'fl" Lid. & Copyright G =
""I'J.IS.:.|IL'“|.IL | .'1. Al ri;g}..: roserve

Repistered Trademarks |
The Dullewizg ane al regisbered Iiadomacss of Games Workshep L,

selvontation; Dark

ki = Wiockznop Josw,
slenls e >|I o of Oy, Sletinee, Yool

wi Warnzasler, Whits Dvwarl sod the While Diwarl |

Mirauder is 2 meyisteErad trade mers of Marancer Mimarares Lid. Lsec with seas s,
Trademarks

The fallowicyg e ali tredesnorks of Gemes Werkskon Lid.

Aspeet Warrion, Avalar, Bl A-pels, Blood atter, Hleadrairser, Daermanetie, 12

masters, Dungeancoesr, Exn & ‘manr, Exach Fy
Terror, Farseer, Fire [y Flesh [feand, tias Cralyae, Loranr

Grreichim, Grey Kright, JTenbes Slayer, Kezper of Seeraia, Khome, K
Temnun Brass, Lichemaster, Lighzocnp Claw, I o of Charge, Madlny, r1..,

Mekhoy, Mighy Empires, dospie, SO0 Warid, 1:5 |_';| ||_||,:,
Pluguebecrer, 'I-I'1=v||i:~l eer; Prvker, Fari w
a0, Slara, Sroting, Sce Holk: Sacce Wolees, %

Rer.!"r Dieath Zome, D1z

Sl £ Swboing [mwk, i
Serikiap Searpiont, Termbnamr, Theler H I'-.|>||| s Tred el |
LIrsanarings, '.’\.'rm"».‘:]-. Kiphiz al White Wl Warlde

Flame is 2 tracerynk of 1ame Fublicssiens Lid Usal wits peemnisaic

Figdrnpuest and Spece Cranade are Both Bslersaks of M Besdley Games, Used wili
perinEan
Sravzer Aiee tve UK repszred desipn Mo 200 Vdid |

AIL ORDER T© 0773-713213 MAIL ORDER T 0
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wior MAIL ORDER FORM

| [
| | TOTAL
CODE DESCRIPTION —/“\ PRICE aTyY
PRICE
? -E‘ =W s
758604 HOBGOBLIN BIG pv> £135 | 2 | £270
Use this form 1o mail order Games Workshop products and Citadel Miniaiurea f-am SUBTOTAL
this or any recent issue of While Dwart, ar from the Citadel Miniatures Catalogue,
Whan yau have tolalled up your oroer, piease don’t farget to 2dd the postage ardd
packing charge. PLEASE PRINT IN BLOCK CAPITALS AND USE A BLACK FEM. POSTAGE & PRCKING T

METHODS OF PAYMENT

You.can pay by cneque or postal order. Allernatively, we take AccesaMlastercard,
Visa, and {in the UK] Switch. If you wish to pay by cradit card, pleaze fillinthe relevant
detrils on the form below, If you have A credit card, you can place an immediate order
by phaning cur Mail Crder Hatlines — but make sure you fave your card with vou when
youl phiaing,

DESPATCH & DELIVERY

We always despatch your order on the day of receipt. For UK telephone orders, you
can uze cur Special Delivery Service which ‘or an additianal £2.70 per arder
quarantess that your package wiil reach you the very nesxt day.

GRAND TOTAL (TOTAL+P&P) |

POSTAGE & FACKING

UK & BFPO: Aad £ B0,

Owers=as [includirg Eirc): Adz 40% of ordes vEue: | yau
say by cradil cand, PAP will be charped ot cost if i@ss than
thig (Mnimum F&F £2.50;.

Flease fae! frea ta photacopy this form

T TR e ADDRESS 5 i s e i s,
COLINTRY e b Posicode ........cniia Wb B S
Method of Payment: Cheque | Postal Order ] Access/Mastercard Visa Switch

| Card No: l |I | 1 l [ l T . .! | il | | | | [ | ; ] Issua Nu:zl [Switch only)

Card expiry date: ... Cardhalder Nama: ................ccoocvmninininiaas pheaitiiles o s
Cardholder [ prry R i
T L T e e rer m % J

ORDER @ 0773-713213 MAIL ORDER T@ 0773




T
MINIATHRES

TROLL SLAYERS

TROLL SLAYER 1
BA091/57

GIANT SLAYERS

GIANT SLAYER 2
Ba0ER53

DRAGON SLAYER

DAEMON SLAYER

ik Minaunen o pamipd. Banna-s nal inch.deol Dﬁ'-ﬁigr'led by Aly Morrison 1 Copyrght Warzeacdar Minahivs Lio, 1953, A1 rigris rasaned.

Wamng! [hese mratoes contn kead wheh may ba hammiu! | chewed or swalomed Karaica AR A S ]




ANVIL OF DOOM

DWARF RUNESMITH'S
ANVIL OF DDOM THE COMPLETE ANVIL OF DODM
CONSISTS OF
1'x ALINEPRIEST

2 x GUARDIAN
1 1 ANVIL OF DOOM
1% ANVIL PEDESTAL
12 ANVIL BASE
2 x BANNER POLE
4 x PLASTIC SPOKED WHEELS

EXAMPLE OF COMPLETED DWARF RUNESMITH AND THE ANVIL OF DO:CM

ANVIL BASE
QNG

BANNER POLE ANVIL OF DOOM ANVIL PEDESTAL
DR3EE 0a55 0838/5

AUNEPREST GUARDIAN
DaBE2 E 0aE5A

Designed by Michael Perry

W 1BPEUTY "PEMOY|BME 1O PEABLD || MLIIBLY &0 AR LS Doy SUIRIUOS knpoud Sig] EINEY M Cperuadun pejchdns seuniEUpy

Peaiesas sl Iy '£661 pI7 doysHiopk sewes) wbuAdoo &

@ 96w o week ¢| PN LRI J0] PEPUBLLIUGOR! 0 eI SN

ALEL
%nm



FLAME CANNON

Minlatures supplied unpainted. WARNING. Thia product contains laad which ey be harmiul if chewsd or swallewsd. Ciladal Miniaturas are not recommanded for childran under 14 yaars of age
& Copyright Garnes Workshop Ltd 1983, All rights reservad

DWARF FLAME CAMNNON

THE GOMPLETE D'WARF FLAME CANNON
CONSISTS OF:
3x CREW
1 ¥ CANMON
1% UPPER BARREL
1% LOWER BARREL
1 ¥ LEVER
1% BELLOWS
15 PLUMP
1 % STEAM WHISTLE
1z INSTRUMENTS PANEL
1 % FRONT BASE
1 x REAR BASE
2 ¥ PLASTIC SPOKED WHEELS

FRONT BASE
0aaTF

LEVER BELLOWS
aBaTM1 paaTha

LIPFPER BARREL PUMP STEAM WHISTLE
aaTE DEATAD oairiz

INSTRUMENTS PANEL
oasTe

LOWER BARREL
ORITE

AL
MR TURES

Designed by Michael Perry and Norman Swales




HAMMERERA &
AB0950E4.

HAMMERER 3
BA0FE 25

HAMMERER B
BROALME

LONG BEARDS

LONG BEARD & LONG BEARD &
ag0ad BEOS4AZ

LOMG BEARD 2 LOMG BEARD 3 - LONG BEARD 4
8609418 aB0ad T E aeradia

LONG BEARD 7 LONG BEARD 8
ap084/33 200434

IRON BREAKERS

IROH BREAKER 1

IROH BREAKER 7 IRCJM BREAKER &
AE0a3EY B30E343

Macaude: Mrukied a0 sunnicd crpaces, Sanners sotiecicee,  DESIgRad b}l‘ Ai’_,' Morrison and Caofin Dixan

IROH BREAKER 2
28032

IRCM BREAKER 5 IROMN BREAKER &
AE0oLd7

Barmiche Aneburas

Wznngl Thass Maiso as SREE Hurd whih may b haomid £ Coewen of swabiwed dara,tior MIiSal 1085 4% m e Kt chigren a=aar 1a y




Miriatuses supplied unpairtac, WARNIMG: This product containg load which may be harmful if chewed or swaliowed, Citacsl Minlalures ara nat recommended for children under 14 years of age

= Copyright Games Workshop Lid 1994, All ights resened,

-

BEASTHIAN \

HORKBLOWER 1
Ta0mT

11 BEASTMAN BEASTMAN
SHAMAN 2 HORMELOWER 2
TE022 7300149

A COMPLETED BEASTRIAM
STANDARD BEARER
COMSISTS OF:

. 1'& 1% BEASTMAN
i

STANDARCZ BEAREZR
1 x BEASTRMAN BANKER TOP

BEASTMAN
STANDARD BEARER 2
TEHIM

BEASTMAN BANMER TOP 1
FANE

BEASTMAN 3
TI000E

BEASTMAN BEASTMAN 2
STANDARD BEARER 1 TIOO00E
TG

BEASTMAN BANNER TOF 2 [
TANDTG |

BEASTMAN 8
Famon

BEASTMAN 5
TEONG

BEASTMAN BEASTMAMN
CHAMPION 2 CHAMPION 1
T2 FE0

BEASTMAN BEASTMAN 4
SHAMAN 1 TE00
Fanoan

BEASTMAN T
T

BEASTMAN &
THIONE

BEAETMAN 1
73000/

' THESE MODELS ARE SUPPLIED %ITH APPROPRIATE PLASTIC SHIELDS AS STANDARD

Designed by Michasl Perry




CHAOS KNIGHTS

CHADS CHAMPION
F0AE

CHADS KHIGHT LEGS
EIER

CHADS STEED HEAD
03265

4

FE
i

i
it

CHAQS KNIGHT 1 CHADS KHNIGHT 2 CHAOS KHIGHT 3
L 052373 EEE

& COMPLETED CHAQS KMIGHT
CONSISTS OF:
1 % CHADE KNIGHT
1w GHACS KNIGHT LEGS
* & CHADS STEED: HEAD
T PLASTIC ARMOLRES HOASE SPAUC

CHAOS KMNMGHT
STANDARD BEARER
FE0473

CHADS KMIGHT BANNER TOP
TI004:4

CHADS STEED HEAD 2 CHADS STEED HEAD 3 CHADS STEED HEAD 4
LR 0&257 TEHIONE

CHAOQS STEED HEAD §
004G

THESE MODELS ARE SUPPLIED WITH A PLASTIC ARMOURED HORSE SPRUE AND APPRAJPRIATE PLASTIC SHIELDS AS STANDARD

pEnEs SBL I FEEL P17 doyyeo, sowen) wbuldon 5 @
I IEDENT " DEMO|RIME J0 pIMBUD 1 NI 80 ARL LSjym BRR| SUIRUCD anpard SIL 2SNINEY M Puedun peddng sainiep

‘2B J0 SIEah pl JBPUN LDUPILD 10} PEPUSLUILIODE) 1o are sauneu)

TTALYEL
I AT TRES

Designed by Michael Perry
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& Copyright Gamss Workaha Lid 1994, 8l rights resered.

SKAVEN

SKAVEN JEZZAIL THE GOMPLETED SKAVEN JEZZAIL

TEAM CONSISTS OF:
12 JEZFAT|
13 JEZZAIL ACET

JEZZAIL JEZZAIL REST |
Padsnl TAELD I EXAMPLE OF COMPLETED SKAVEN JEZZAIL TEAM
CLAN SKRYRE POISONED Sl THE COMPLETED POISONED WIND
o GLOBAMMERS COMNSIST OF:
WIND GLOBADIERS 1% GLOBADIER:

1 % GLOGADICS BACKFACK

GLOBAMER 1 GLOBADIER 2 GLOBADIER BACKPACK
TH5a2 T445E5 7443814
EXAMPLES OF COMPLETED POISONED WIND GLOBAMERS

CLAN PESTILENS PLAGUE
MONK COMMAND

CHAMPION MUSICIAN STANDARD BEARER
TGS TA4E 17 EEERRR

Designed by Colin Dixon




UNDEAD

ZOMBIE DRAGON

BACK LEFT LEG
D545

ZOMEBIE DRAGON
RIDER TORSO
SR |

BAMNMER
52410
ZOMBIE DRAGOMN
RIPER LEGS
oh24n2

BACK RIGHT LEG
o524

oAl FRONT RIGHT LEG

0524/

THE COMPLETED ZOMBIE DRAGON AND
RIDER CONSISTS OF:
¢ RIDER TGAHSO
1 x AICIALEGS
1« BANMNER
1w GOCY
TuHZAD
* u NCCH
1x FRONT LEFT LFG
1.2 FRONT RIGET LEG
'k BACLLEFT LFG
* & SACK RIGHT LEG
1x Tl
1% LEFT WING
11 RIG=T WING

FEAIERE) BB Iy FERL B SoUSIcA Swen yEuAdng &
Al (0 SIBEA | BPUN UDIR 142 1) PRPUBWILINGG! 10U BI ES. ORI [SPEN FAmcy BAS 10 SOMOUD J IFILUEY B AT USm B2e] SLIEUNG 10P0I0 540 DHINGYA "papedun pagddns saungeLy

EF A

Designed by Trish Morrison and Gary Morley



UNDEAD

ZOMBIE DRAGON

LEFT WING
=L NEL

RIGHT WING
o5z
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MECROMANGCER 1 NECROMANCER 2
TAR21A Tas2142
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Designed by Trish Morrison and Gary Moriey



UNDEAD

MAGASH

THE COMPLETED MAGASH
CONSISTS OF:
1x HFAD
o TORSG
1 x FRONT BODY
T8 EEAR BODY
1z ETAFF
1 x SWOHD

TORSOD
[V FER R

EXAMPLE OF COMPLETED MAGASH
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FRONT BODY

05232

REAR BODY
STAFF Da23”
T523'5

CETALEL
[

Designed by Gary Morley
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Minigtures supphied ungeinted. WARNING: This product conta s lead which may be Farmiul if chewsd or swallewad. Cltadel Miniatures are nod recomeendod for childsen ander 14 years of age

JFUFMEATETHES

BLOOD BOWL

HEADSPLITTER

HEAD
Ao

THE COMPLETED HEADSPLITTER
COMNSISTS OF:
T HEAD
12 TORS0
1% LEGS

EXAMPLE OF COMPLETED HEADSPLITTER

STAR PLAYERS

NOBBLA BLACKWART SCRAPPA SOREHEAD BCHIBER DRIBBLESWNOT

FUNGUS THE LOOM
735021 TI507TM

FanoGi TN

THE MIGHTY ZUG GHIFF OBERWALD
FEA0EN TR

VARAG GHOUL-CHEWER
FaEE

Designed by Gary Morley




ORKS

THE COMPLETE Z0DGRGD
EDDGHOD WDHTSMAGGA WORTSHNAGGA CONSISTS OF:
1 1 ZODGEROO BODY
s ZDDGAODE BANMER

ZODGROD WORTSHAGGA ZDODGEROD'S BANNER
TaEM FOECE2

EXAMPFLE OF COMFPLETED
ZO0DGRCD WORTSHNAGGA

BLOODAXE KOMMANDOS <

BLOGDAKE BLOODAXE
KOMBMANDD 1 KOMMANDD 2
OB TOBITA

BLOODAXE
KOMMANDO 3
TLEDTA

Designed by Alan Perry
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SMASHA GUN

THE COMFLETE SMASHA GLM
CONSISTS OF:

1w SMASHA GLIN TOP

12 SMASHA GUN SUPPORT

1 x CHAGEIS

2.0 WHEEL

* w GRETCHIN WiTH HAMMER

1 2 GRETGHIK WITE WRENGH

EXAMPLE OF COMPLETED SMASHA GUN

SMASHA GLIN SUPPORT SMASHA GUN TOP WHEEL
TOET12 TOET1A

=
1.
=

GRETCHIN WITH GRETCHIN
HABMER WITH WRENCH
TOET 1 AR

Designed by Morman Swales and Alan Perry



- SPACE MARINES

JUMP PACK ASSAULT TROOPS

JURP PACK TROORFER 1 JUMF PACK TROGPER 2 JUMP PACK SERGEANT 1
esz D261 i

JURP PACK TRODPER 3 JUMP PACK TROOPER 4 . JUMP PACK SERGEANT 2
Toil2 TOOA ELEHI

A COMPLETE JUMP PACK ASSAULT
TROOPER CONSISTS OF:
1 5 JUMP PACK MARINE
T JUKP PACK
1 x PLASTIC MARIKE ARME-EPRUE
1% MARINE CIOSE GOMBAT SPAUE

JUMP PACK
04367

EXAMPLES OF COMPLETED JUMP PACK ASSAULT TROOPS

Designed by Jes Goodwin
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The sun dims in the sky. Blood rains from the
darkening clouds. The Realm of Chaos spews a
tide of monsirous creatures upon the lands of men.
Hideous beasts swarm south. leaving terror and
destroctlon in their wake. Mortals despair, for
your doom s come upon you!
The Warhammer Armies — Chaos supplement contains new mules, spells,
roagic Jems and a complete army list for fighting baltles with Chacs armies in
Warharmmer. The box contaims an 82 page book which details the history and
* hackgreund of the [our Chaos Powers — Khorne, Nurgle, Slaanesh and Teesnich
- and provides & Tull list of their sarthly minions. frei mighty Chaos Charnpioos
11 depraved Chaos Spawn. The sot also contuins dozens of full-colour cands
describing Chaos CGifts, new Magic Iems, Magic Spells and Chacs Rewards.

WARHAMMER ARMIES — CHAOS 1S NOT A COMPLETE GAME.
yOU NEED A COPY OF WARHAMMER TO USE

THE CONTENTS OF THIS SUPPLEMENT. G, o

Tha Games Waorkshop loge and the Warhammer loga it \"i & ¥
are regizieren lrademarks of Gamas Workshop Lid, R

Citadel, Games Workshop, Khorne, Murghe, Tzeentch and Siaanash
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